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Abstract
The accessibility of digital overload has reduced effective interaction which would inhibit the long-term capacity of skill progression among hobby enthusiasts. Regarding that, the report aims to investigate whether a minimalistic, interest-based digital environment can support users in tracking hobbies and enhancing personal engagement while minimising distraction caused by content overload. The literature findings have mentioned that user expectations are non-literal in safe concentrated settings, as it has enabled towards securing meaningful digital interactions. 
The UK interview respondents are highly satisfied with the recipe contributions of Kitchen Tales that have allowed them to virtually interact with one another while discussing popular British dishes. The BBC Good Food and its contemporary website clearly demonstrate a 5-star rating system, with an average rating provided by around 80 British citizens for the detailing of different local produce. However, the large cooking menu of BBC Good Food has motivated UK respondents to employ the Kitchen Tales for its user-friendly designs. 
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[bookmark: _Toc216733188]CHAPTER 1 - INTRODUCTION
[bookmark: _Toc216733189]1.1 Research Background	
The paper has touched on the impact of the digital space in the engagement of their pastime and the disturbance of online clients. Most of the broadcasters and music influencers are selling irrelevant materials that have tainted the inspiration of hobbies and self-centeredness (Ekinci et al., 2025). The accessibility of digital overload has minimised effective interaction that would inhibit the long-term capacity of skill progression among hobby enthusiasts (George et al., 2024). Moreover, small platforms have also demonstrated that there is a possibility of mitigating a cognitive load that augments the duration of activity on various interests. This has been done to analyse the bare bones of a hobby-based site by comparing the analysis with an existing platform. Hence, the study addresses the hypothesis that fewer distractions are one of the factors in the deeper tracking of personal objectives and a high degree of commitment. 
[image: ]
[bookmark: _heading=h.dffurc5o8n0k]Figure 1.1: Process of hobby-based site creation
(Source: Shukla, 2023)
The research project has focused on the consideration of mixed styles that portray balanced psychology and behavioural analysis of the user responses. The structured surveys are used to arrive at quantifiable patterns, and more insights are obtained by the interviews regarding the motivation for hobbies and distraction. The project will determine the aspects that constitute easy goal development and the form of significant communications that lead to the desirable behavioural dynamics. Apart from that, the results will also reflect the existence or absence of minimal environments of higher satisfaction with the aid of clarity and interest correspondence. The research has also tried to educate the new platform design that would ensure healthy online experiences that are non-disruptive. Regarding that, the study will add to the knowledge of the relevance of involvement in the situation of a hobby website design.
[bookmark: _Toc216733190]1.2 Research Problem and Rationale
In terms of the problem, the general website has dominated the internet landscape, which can distract the user and make them no longer willing to engage in hobbies. The drastic addition of irrelevant information or facts has reduced the attention and minimised individual interest in moving on with the process (Dunaway and Searles, 2023). The major issue faced by youth is that social media platforms have captured entire feeds of audiences, which are detrimental to attention and psychological health. As evidence, Armstrong's (2019) data have stated that Snapchat and Instagram have a negative influence on young people, with the rates of 4 and 5, position. Distraction is not part of the healthy development of hobbies, which is generated via the social media sites known as Facebook, Instagram, and Snapchat, as well, and can hardly sustain their interest when communication breaks and social barriers to the healthy activity. In this regard, the rationale has been set to determine the design attributes sought by the buyers who are hobbyists and wish to be exposed to a focused online experience. Actionable insights have been formulated in order to help the creation of the platform and a greater engagement with the users in the future. Therefore, the issue of the study has been revealed that it does not have specific digital spaces that would facilitate youth to participate in a hobby. 
[image: ]
[bookmark: _heading=h.2g2stcpmqsh0]Figure 1.2: Influence of social media platforms
(Source: Armstrong, 2019)
[bookmark: _Toc216733191]1.3 Research Aim and Objectives
[bookmark: _Toc216733192]1.3.1 Aim 
The report aims to investigate whether a minimalistic, interest-based digital environment can support users in tracking hobbies and enhancing personal engagement at the time of reducing distraction caused by content overload.
[bookmark: _Toc216733193]1.3.2 Objectives
· To review hobby-centric platforms and the psychological impact of content creation, with a comparison of overload.
· To analyse user experiences with hobby-tracking and community-based platforms.
· To evaluate user preferences and expectations for a platform that focuses on personal interest engagement.
· To identify design principles and digital interaction features that are most valued by users seeking hobby-centric engagement. 	
[bookmark: _Toc216733194]1.4 Research Question
· How to review hobby-centric platforms and the psychological impact of content creation with a comparison of overload?
· How to explore user experiences with hobby-tracking and community-based platforms?
· What are the user preferences and expectations for a platform that focuses on personal interest engagement?
· What are the design principles and digital interaction features that are most valued by users seeking hobby-centric engagement? 	
[bookmark: _Toc216733195]1.5 Research Significance	
The project is significant as it added genuine value to the digital engagement research and platform design. Moreover, it has been shown to be a very effective value in searching into the attention and concentrated absorption in the activity of hobbies. On the other hand, the entire project has solely provided an insight into the determination of user motivation and well-being, wherein a comparison of multipotent websites against a minimal site is made based on comparison. Therefore, it can be stated that the project has shown the outcome of a user-centred digital space, and has assisted in the preparation of meaningful internet spaces. 
[bookmark: _Toc216733196]1.6 Report Structure
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[bookmark: _heading=h.ngndlnfql2ex]Figure 1.3: Report Structure
(Source: Self-developed)


[bookmark: _Toc216733197]CHAPTER 2 - RESEARCH & REVIEW OF LITERATURE
[bookmark: _Toc216733198]2.1 Introduction
In the digital era, interest-based websites act as gateways in terms of providing instruction, inspiration and community support which is decisive to move a user from passively browsing the internet. Moreover, the chapter has supported the personal well-being advocacy and the lifelong involvement of human subjects in the use of digital platforms for hobbies has been gaining ground based on the voluntary and intentional welcome of the activity. Theories that can be applied in hobby tracking systems, community interaction, and minimal digital worlds have also been dealt with in this chapter. The literature has provided details concerning the reduction of distraction and the growth of cognitive ease with consideration of conceptual validity. 
[bookmark: _Toc216733199]2.2 Hobby-centric platforms and the psychological impact of content creation
The hobby-oriented platforms have encouraged the act of active participation through the relevance of the content to enhance clarity and minimise distractibility. As per the view of Bakirov et al. (2021), realised content environments through the means of structure have contributed to the level of focus since individuals operate with the data that has customised interests as well as intentions. The attenuation in overload has enabled the facilitation of involvement and cognitive comfort in the process of digital hobby activity. Specific websites have also minimised boredom since the user is flooded by only these tiny parts of irrelevant content and is in touch with the relevant practices. The results of psychology have been achieved in the ability to improve memory retention through satisfaction and motivation by feeling engaged (Smirani and Yamani, 2024). Based on the fact that it is so narrow as it has enhanced the development of identity since the members are aware of memory retention and development. The specialised environments provided by hobby-centric environments have been directing attention and providing value. The evaluation has considered psychological worth and the elimination of distractions developed by the selected content platforms. 
[bookmark: _Toc216733200]2.3 User experiences with hobby-tracking and community-based platforms
In terms of user experience, motivation, and digital behaviour are pre-determined by the tracking and community platforms. The added value in participation in hobby tracking is that 70% of youth are able to both track their progress and gain ground over time (Sadeghi et al., 2025). Moreover, accountability has also been made available through the monitoring system, as people can see the results of commitment that can be quantified. The user groups have facilitated emotional well-being because of being encouraged and positively identified through affirmative feedback. As opined by Mohamed et al. (2025), the team learning among the team groups has enabled individual empowerment and enhanced the learning outcomes. It has also led to a culture of trust, as there are community spaces that have provided avenues through which the other members of the community share a similar goal. These factors have helped in augmenting a sense of identity through the set competences and performance at the individual level. 
[bookmark: _Toc216733201]2.4 User expectations for a platform that focuses on personal interest engagement
Currently, users are interested in brevity, minimal font layering, and deep-end engagement levels, which are preoccupied with individual interests. The motivation has been aided by the same platforms, as the users are targeted at what will satisfy individual goals (Hutmacher and Appel 2023). The convenience of navigation has rendered the site easier since one is not pressured to search through the features. Formed environments have facilitated the regularity as there is a continuity of activities and discontinuity is denied. The tracking of progress is meaningful to the users as the seeming accomplishment provides an impetus to motivation and engagement of people. Social connection has delivered emotional well-being because the emotionally supportive interaction is encouraging and confidence-injuring. On the contrary, individuals do so on platforms of interest, as these platforms will rely on them as alienating environments become less comfortable and sustainable (Hondros et al., 2023). Therefore, it can be stated that user expectations are non-literal with the safe concentrated settings, as it will enable securing meaningful digital interactions. 
[bookmark: _Toc216733202]2.5 Design principles and digital interaction feature for users who are seeking hobby-centric engagement
The hobby-centric design has been pertinent to simplicity of clarity and interest compliance. In addition, design principles as well as digital interaction have facilitated a psychological relaxation with regard to the aspect of not getting distracted and the interference of visual noise in the hands of individuals working with the interface. The observation of the accomplishment has also increased the motivation, as the outcomes that can be realised make the determination as well as the endurance period greater (Owan et al., 2023). The close structures also assist in augmenting the focus since the information is presented in well-structured and workable formats. Interaction has been a factor that has led to teamwork, as well as offered greater power to relationships among people who share similar interests. Moreover, digital interaction features for hobby-centric engagement focus on building a strong community, facilitating learning as well as providing a space for users to share their passion (Gunagama and Zakirah, 2025). Hence, the design principles have been discussed for their suitability for the traits of minimal interaction with regard to the long-term implications of hobby involvement. 
[bookmark: _Toc216733203]2.6 Theoretical Underpinning
The self-determination theory is well-suited to the motivation of the users, grounding it on its determinants of autonomy, competence, as well as relatedness to the contexts of interest to individuals. The theory has enabled people to feel the enjoyment of pursuing their hobby in a goal-oriented type of arrangement by giving individuals the chance to demonstrate expertise and advance to earnest self-realisation (Riedenauer and Tschirf, 2021). The limited digital worlds have been forced to apply the ideas of autonomy to lessen the undesired distraction, ensuring the voluntary interaction is controlled and builds sustainability in the engagements. Considering the argument of the theory, people can determine the design of motivation that encourages the involvement of interest on an individual basis in the digital arena. By meeting these innate psychological needs, well-designed interest-based websites can cultivate genuine as well as sustained hobby engagement by overcoming the inclination to seek out distracting short-term stimuli. 
[bookmark: _Toc216733204]2.7 Conceptual Framework
[image: ]
[bookmark: _heading=h.85hfyoqim9ru]Figure 2.1: Conceptual framework 
(Source: Self-developed) 
[bookmark: _Toc216733205]2.8 Literature Gap
The existing literature has captured the evolving nature of social media platforms and some design principles related to behavioural patterns, but much less regarding the distraction-free platforms to facilitate the appropriate development of hobbies. Minimal interface is not less researched on integrated motivation design that promotes autonomy, competency, as well as relatedness. A proper understanding of non-commercial environment user expectations does not exist. Apart from that, a detailed in-depth analysis is necessary to possess the structure that would have made the issue of meaningful interactions and holistic engagement possible. 
[bookmark: _Toc216733206]2.9 Summary 
To conclude, the existing literature chapter has revealed that user engagement depends on the development of individual interest and the designed motivation set. Moreover, the literary findings have reflected on the hobby tracking systems, which have been contemplated as a significant factor in self-expression and the development of competence. I have discovered that community interaction enhances the motivation and belonging of users to common spaces of hobbies. As a result, there is an interconnection between reduced digital design and greater attention, as well as conscious communication. The arrangement of the literary body has proven the topicality of the principles of psychology and the elements of the design in digital format. 
[bookmark: _heading=h.trsstpsdadj]

[bookmark: _Toc216733207]CHAPTER 3 - RESEARCH AND/OR DEVELOPMENT METHODOLOGY 
[bookmark: _Toc216733208]3.1 Introduction
Methodology is concerned with selecting the proper approach and philosophy for analysing collected data to reach findings with consideration of ethical boundaries. Research online is a systematic framework for selecting research methods with the improvement of data analysis and data collection process to reach findings (Seuring, Stella, and Stella, 2021). This chapter is going to select data collection and data analysis techniques to illustrate both primary qualitative and quantitative the psychological impact of content creation after reviewing hobby-centric platforms by using Saunders' research onion. 
[image: ]
[bookmark: _heading=h.wyom7kogxlur]Figure 3.1: Saunders' research onion
(Source: Seuring, Stella, and Stella, 2021)
[bookmark: _Toc216733209]3.2 Research philosophy
Pragmatism philosophy has been used for analysing both qualitative and quantitative data related to the psychological impacts of minimalistic, interest-based digital environments. Pragmatism philosophy helps to interpret information originating from past experiences and socially constructed reality (Kaushik and Walsh, 2019). The interpretation of human-cantered information based on past experiences and social reality has helped in initial discussions regarding the psychological impacts of interest-based digital environments for the enhancement of personal engagements. 
[bookmark: _Toc216733210]3.3 Research approach 
The use of the Abductive approach in this research has helped to analyse both qualitative and quantitative data related to user preferences on the interest-based digital environments. The abductive approach includes a systematic process for the theoretical interpretation of collected information based on reasoning (Sandoval-Hernández and Rutkowski, 2025). This theoretical interpretation and reasoning of human-cantered information has helped to reach findings on the design principles, digital interaction features, and users' preferences on the interest-based websites. 
[bookmark: _Toc216733211]3.4 Research Design
The use of Descriptive Design has helped to predict the facts regarding users' progress on the interest-based digital platform, whereas Exploratory Design has explored ideas with in-depth definition and interpretation. The prediction of actual facts from large-scale information helps to build an understanding of the actual situation and phenomena in descriptive design (Schnell, Roy, and Siddula, 2023). The exploratory design explores areas that have not been defined earlier (Leu, Suparman, and Hung, 2021). Hence, this research design has built concepts on psychological impacts by using an interest-based digital platform. 
[bookmark: _Toc216733212]3.5 Research choice
The use of Mixed methods has illustrated both qualitative and quantitative data collected through conducting surveys and semi-structured interviews. The analysis of qualitative and quantitative data helps to understand every dimension of objective variables to reach findings (Hong et al., 2020). This has helped to interpret and predict the facts at a time related to experiences of design and developments of hobby-based websites on psychosocial developments and increasing engagement in digital environments. 
[bookmark: _Toc216733213]3.6 Sampling method 
The purposive sampling method has been used for selecting the population for conducting a survey and a semi-structured interview for collecting data on the interest-based websites. The purposive sampling method is associated with selecting the target population for collecting information based on specific criteria (Ahmed, 2024). In this research, the 10 interview respondents and 70 survey respondents have been selected based on specific critics, such as age groups between 18 to 45, and frequent users of interest-based digital platforms. This consideration of specific criteria during the selection of respondents has helped to collect the most relevant information to reach findings with an effective interpretation of the key context. Moreover, secondary qualitative data has been collected through selecting at least 12 articles related to objective-specific variables with the consideration of specific criteria, such as authenticity, full-text accessibility without subscription, and published in the last 10 years. 
[bookmark: _Toc216733214]3.7 Data collection method
In this research, the survey has been conducted through sharing the Google form with 10 questionnaires, including 2 demographic and 8 contextual questions related to interest-based platforms. Moreover, 10 semi-structured interview questionnaires have been conducted through an online platform to collect the most relevant information to build in-depth knowledge in the context of psychosocial impact and increasing engagement in digital environments. The collection of secondary qualitative data by searching keywords, including hobby-centric platforms, psychological impact, design principles, user preferences, and hobby-centric engagement. After that, filtered and collected articles focusing on authenticity, accessibility, and availability. Moreover, authentic databases such as PubMed, ProQuest, ResearchGates, Sage, and other available sources have been collected. Moreover, previously researched articles, news articles, governments and company websites, and industry resort to collecting relevant information for further interpretation and reach findings. In addition, this research has collected information from developed hobby-based websites' comments to analyse user experiences and preferences and engagements rate. 
[bookmark: _Toc216733215]3.8 Data analysis technique
In this research, the statistical analysis and thematic analysis techniques have been used for analysing both qualitative and quantitative data and reaching findings. The use of statistical analysis techniques helps to value the Pearson correlation coefficient and standard deviation in the context of Correlation, regression, and descriptive analysis (Cichoń, 2020). The use of statistical analysis for analysing collected information based on survey processes has helped to define the engagements and users' preferences of interest-based digital platforms. The use of the thematic analysis technique helps to interpret objective-specific themes by using collected information to reach findings (Naeem et al., 2023). The thematic analysis technique has helped to analyse both primary and secondary qualitative data collected from interviews and articles, respectively. Moreover, the interpretation of user comments from developed websites has helped to reach findings with the identification of engagements, preferences in the interests-based digital environment to established objectives. 
[bookmark: _Toc216733216]3.9 ethical consideration
The use of the Data Protection Act 2018 has helped to protect collected information with confidentiality, anonymity, and security, focusing on lawful research work. The protection of data security, confidentiality, and anonymity of respondents is a key indication of the Data Protection Act 2018 (Government of UK, 2018). These guidelines have helped to minimise the possibility of data leakage, with the integration of research quality effectively. 
[bookmark: _Toc216733217]3.10 Summary
This section has indicated the method used, including pragmatism philosophy, exploratory design, descriptive design, and an abductive approach to analysing both qualitative and quantitative data. The survey, interview, and secondary qualitative data have been helped by the use of statistical and theoretical analysis techniques, with ethical consideration of data security. 
[bookmark: _heading=h.ru1yzf47f38]

[bookmark: _Toc216733218]CHAPTER 4 - DESIGN & IMPLEMENTATION / TESTING
[bookmark: _Toc216733219]4.1 Introduction
The development of a deeper understanding of the factor of attraction and engagement towards hobby-centred websites and platforms remains critical. This chapter presents an account of the key findings from the aspects of design and implementation. Through statistical outcomes and qualitative results, this chapter will bring emphasis to the implications of testing and implementation. 
4.2 Statistical Outcome 
4.2.1 Frequency results
[image: Forms response chart. Question title: Q1. What is your age?
. Number of responses: 70 responses.]
[bookmark: _heading=h.hqma3ylus110]Figure 4.1: Age of Consumers
(Source: Google Form)
Based on the pie chart, most of the participants (42.9%) were in the age group of 18-24 years, indicating that this group of audiences highly prefers interest-based websites in increasing involvement in hobbies. 
[image: Forms response chart. Question title: Q2. What is your gender? . Number of responses: 70 responses.]
[bookmark: _heading=h.3086gk7z7gxe]Figure 4.2: Gender of Consumers
(Source: Google Form)
The chart has revealed that 56.7% of staff are mostly male, which is higher than the female participation rate, indicating that males prefer well-designed interest-based websites, overcoming the inclination to seek out distracting short-term stimuli. 
[image: Forms response chart. Question title: Q3. Do you agree that interest-based platforms help you stay focused on hobbies?. Number of responses: 70 responses.]
[bookmark: _heading=h.vfadhtulfqzc]Figure 4.3: Agreement about the impact of interest-based platforms
(Source: Google Form)
As per the above-image, 25.7% of consumers strongly agree with the fact that interest-based platforms can stay focused on hobbies, while 32.9% of consumers strongly disagree about the information, which means interest-based platforms are not recurred to improve hobbies. 
[image: Forms response chart. Question title: Q4. Do you feel distracted by unrelated cooking content while using the mainstream platforms?. Number of responses: 70 responses.]
[bookmark: _heading=h.yw8xywin6do3]Figure 4.4: Feelings of consumers
(Source: Google Form)
Nearly 50% of consumers have stated that they feel distracted by unrelated cooking content while using mainstream platforms, which highlights the relevance of content as a psychological distraction mechanism. 
[image: Forms response chart. Question title: Q5. According to you, which platform do you primarily use for pursuing your hobby?. Number of responses: 70 responses.]
[bookmark: _heading=h.emd7zi4ldjnt]Figure 4.5: Platform preferences
(Source: Google Form)
Focusing on the above-figure, 58.6% of consumers have preferred KitchenTales as compared to BBC Good Foods (35.7%), which means user expectations are non-literal with the safe concentrated settings of KitchenTales, as it enables securing meaningful digital interactions.
[image: Forms response chart. Question title: Q6. What are the biggest hurdles for you in using general digital platforms like BBC Good Food and KitchenTales?. Number of responses: 70 responses.]
[bookmark: _heading=h.9x9lekh9ftq9]Figure 4.6: Challenges
(Source: Google Form)
Based on the above chart, 40% of consumers have faced issues with advertisements in using general digital platforms like BBC Good Food and KitchenTales. While, 31.4% have stated that the lack of meaningful interactions is another major hurdle for consumers, which requires improvement. 
[image: Forms response chart. Question title: Q7. What are the suitable design principles you consider when using KitchenTales?. Number of responses: 70 responses.]
[bookmark: _heading=h.j5dcr216be0p]Figure 4.7: Design principles 
(Source: Google Form)
According to the above-stated figure, 38.6% of audiences believe that easy navigation and clear layout are the most important design principles when using KitchenTales. On the other hand, 22.9% of audiences have stated that fast loading and simple interactions are another key determinant for minimal interaction with regard to the long-term implications of hobby involvement. 
[image: Forms response chart. Question title: Q8. Could you please confirm how you usually track your hobby progress?. Number of responses: 70 responses.]
[bookmark: _heading=h.uei4awhvotgc]Figure 4.8: Hobby progress tracking
(Source: Google Form)
Based on the above-figure, 47.1% of consumers track their hobby progress manually where 35.7% prefer digital apps. 
[image: Forms response chart. Question title: Q9. What feature do you value most in a hobby-centric digital platform like BBC Good Food?. Number of responses: 70 responses.]
[bookmark: _heading=h.5w0xhielodzk]Figure 4.9: Features preferred by consumers
(Source: Google Form)
According to the above figure, 37.1% of audiences believe that focused content has been the most valuable feature for consumers, as compared to others like minimal design and progress tracking in a hobby-centric digital platform like BBC Good Food. 
[image: Forms response chart. Question title: Q10. Could you share your opinion about the use of an interest-based website like KitchenTales?. Number of responses: 70 responses.]
[bookmark: _heading=h.j8p52l7mr92z]Figure 4.10: Opinion of consumers about KitchenTales
(Source: Google Form)
Based on the results of 70 participants, tracking progress, cooking recipes and productivity are the most frequent opinions about the use of an interest-based website like KitchenTales. 
4.2.2 Descriptive Statistics
[image: ]
[bookmark: _heading=h.x3qa2kx152ml]Figure 4.11: Descriptive Statistics
(Source: SPSS)
The descriptive statistics have been employed with the intention of statistically describing the fact that there were 70 respondents who participated in the study. Mean age (M = 1.80, SD = 0.809) has shown that even though the sample was focused towards the younger ages. The ratio has provided a reasonable, even distribution of gender (M = 1.50, SD = 0.608). The population age group has been instrumental in the exploration of interest-based websites in increasing involvement in hobbies and limiting distractions in the online world. 
4.2.3 Correlation
[image: ]
[bookmark: _heading=h.ix6tldxpstej]Figure 4.12: Correlations
(Source: SPSS)
The correlation analysis has uncovered that there are diverse weak to moderate results that exist among the variables in the researched study. The perceived barrier to unrelated material has significantly and positively correlated with the perceived barriers to digital platforms ( r =.366, p < .01), which is also a good indication that the more distracting it is, the more it has been utilised. It has also been explored that there is a positive correlation between platform hurdles and the tracking of the progress of hobbies (r =.303, p <.05). These connections have strengthened the field of interest-based sites in solving the condition of distraction and full of the subsequent interest in the hobby.
4.2.4 Regression
[image: ]
[image: ]
[bookmark: _heading=h.x21ugb9l6hvy]Figure 4.13: Regression and ANOVA
(Source: SPSS)
The multiple regression analysis has taken an angle to elucidate whether the demographic factors, perceived distraction, design factors, platform factors, and hobby-tracking behaviours can be enticed to reliably determine the platform that can be largely considered whenever seeking an interest. Also, it turned out in the summary model that the percentage of the explained variance (R2 =.135) is relatively low; it is not significant (F = 1.190, p =.320). This observation has proven the fact that the choice of the platform is not determined by a single element to a very strong degree, and this is what has been employed to underscore the multi-layered and user-focused experience that users have in hobby-specific online platforms.
4.2.5 T-test
[image: ]
[bookmark: _heading=h.563kr48ig4hl]Figure 4.14: T-test results
(Source: SPSS)
The t-tests have also shown statistically significant mean differences in diagnosis between the two variables studied using the t-tests of significant value of one sample. Platform use has reported an excellent result ( t = 19.015, p =.001) because preference related to the use of certain platforms as leisure activities is evident. Likewise, the perceived barriers to overall digital platforms have been a significant parameter (t = 16.166, p <.001) that shows that users are confronted to a great extent. These results have supported the topic of the research as it found that the users were not happy with generic websites and that the specialised websites focused on hobbies will be needed to make activities more fulfilling and less tedious.
[bookmark: _Toc216733220]4.3 Qualitative Results
[bookmark: _Toc216733221]4.3.1 Primary qualitative
During the interview with UK online users, the majority of the respondents shared their positive psychological experience while learning about new British dishes from the website to elevate their individual cooking knowledge. According to respondent 1, they have learnt about the specifics of Lemon Drizzle Cake, which has been a deeply satisfying encounter from the online user platform of Kitchen Tales (Taken from website). The different food items on Kitchen Tales also possess a minimum of 14 likes from the UK users, indicating their online content quality in local signature dish creation. On the other hand, Participant 3's Feedback highlights the effectiveness of the BBC Good Food and its vast recipe lists on the online website regarding traditional English foods such as Christmas Ham. Hence, despite the current feedback provided by respondent 3, the majority of British online users have reported the fact that they have been overwhelmed with sheer food items on BBC Good Food.
Based on the feedback of respondent 5, the delivery of personalised feedback by Kitchen Tales has been a positive experience, which is virtually absent on the BBC Good Food and its website operations (Taken from website). With the help of Kitchen Tales, the respondent 2 has been able to gain the recipe for creating the lemon cake, which includes valuable specifications such as 225g unsalted butter. It can also be seen that the inclusion of preparation of UK-based dishes, such as Lemon Drizzle Cake and Sourdough Starter, has also increased the online interactions between Kitchen Tales subscribers. Apart from that, the BBC Good Food demonstrates limited UK customer interaction capabilities despite having a comprehensive 5-star rating processes for different local food items. Therefore, Kitchen Tales and its food development manager have positively influenced the British user experience by increasing knowledge and understanding about local heritage. 
While examining the UK community engagement features, Respondent 6 have showcased the highly intuitive navigation processes of Kitchen Tales for delivering potential hobby-centric content. However, the British respondents have also highlighted the ineffectiveness of the BBC Good Food towards retaining user concentration towards their personalised food preparation videos for different Christmas dishes. According to Respondent 2, Kitchen Tales can be categorised as a highly hobby-centric website that contains the feedback provided by UK users, such as the 7 comments on the Lemon cake creation videos (Taken from website). On the other hand, the website content of BBC Good Food mostly consists of dense information on food, popular UK food items, without any hint of a preparation menu, according to feedback provided by Respondent 7. As a result, the community engagement and navigation level of Kitchen Tales can be signified as far superior to BBC Good Food, allowing UK online users to positively associate with one another on their favourite foods. 
As per the UK Respondent 9, the Kitchen Tales have a tendency towards delivering minimal notification in opposition to its counterpart, such as BBC Good Food, which has been emotionally taxing for multiple online subscribers. Moreover, Respondent 8 is very satisfied with the interactive recipe preparation processes of Kitchen Tales for attracting a diverse user base. 
[bookmark: _Toc216733222]4.3.2 Secondary Qualitative
The exploration of the secondary information remains critical for testing and implementation of the key ideas in the business and determining the impact on the psychological aspects of the users with cooking hobbies specifically. According to Stokel-Walker (2024), users are moving away from social networks and joining in hobby apps such as Strava and Goodreads. People are showing interests in connecting with people with common interests rather than getting overwhelmed with irrelevant information and struggle. It is also studied that Strava has achieved a rise of about 20% hike in user numbers. Also, the aspect of sharing their workouts and documenting their progress, users are speculating their connection with such apps more than ever. In another instance, Goodreads has also achieved around 150 million users. Such factors have pushed the usability and attraction to the overall hobbies and interests of the people. 
Another major perspective is found in the aspect of focusing more on the changing consumer preferences to suit the community and content length. Consumer preferences rising towards long-form entertainment suiting the needs of their hobbies and interests have been confirmed (Seidenschwarz and Matheson, 2023). In the modern times, hobbies and interests have changed drastically signifying their movement towards the digital age. The evolution of hobbies and interests based on convenience and accessibility to match the current digital age (Gallagher, 2025). With the rapid evolution of digital accessibility and connection, a very huge number of users are getting attracted and chained to such flexibilities. 
The concern of users have also connected to the preference over turning their hobbies into careers for maximum benefit to their economic needs and social connection. Users focusing on sharing their interests online are also considering financial feasibility as a getaway to their success (Power, 2020). The rise of niche apps and platforms on the other hand, has also influenced the choice and preferences of the users. People with consistent hobbies and interests find themselves attracted to niche apps that meet their specific needs. Rather than distractions and irrelevant factors, a major factor related to the rise of niche apps and platforms remains a vital factor in the overall discussion. Examples of Goodreads, Letterboxd and Strava remain crucial to distinguish the platforms away from the discussion of social media platforms (Conn3cted, 2025). With a distinguished factor from social media platforms, where irrelevant discussions keep people away from their interests. 
[bookmark: _Toc216733223]4.4 Chapter Summary
With an informative discussion regarding the use of hobby-based platforms, the primary and secondary sources help this project achieve greater insights into the key perceptions and functions. With changing technology and perceptions, the practice of hobbies also remains crucial for the overall development of platforms. 


[bookmark: _Toc216733224]CHAPTER 5 – EVALUATION 
[bookmark: _Toc216733225]5.1 Introduction
The core discussion of this chapter is to bring emphasis to the connection with the literary evidence against the results from testing and implementation. The chapter will also enable an in-depth understanding of the primary and secondary information. 
[bookmark: _Toc216733226]5.2 Data analysis
[bookmark: _Toc216733227]5.2.1 Primary Quantitative Analysis
Based on the above findings, almost 58.6% of the UK respondents have mentioned the fact that they regularly utilise online websites such as Kitchen Tales for satiating their cooking habits. However, around 40% of the survey respondents from the UK have also showcased the prevalence of unnecessary advertisements on online hobby platforms such as Kitchen Tales and BBC Good Food to be a major hurdle. It can be seen that the increased advertisements on Kitchen Tales in the form of pop-up promotions have adversely affected the customer engagement of British customers. Almost 47.1% of the British customers have also signified the application of manual note-taking processes that have helped them thus far towards keeping track of individual hobbies. Nearly 50% of UK respondents have also indicated the fact that they are highly dissatisfied with the mainstream platforms that deliver them with unrelated cooking content, which increases the individual psychological distraction level. Therefore, the positive UK customer engagement needs to be the main focus of Kitchen Tales for effectively tracing the hobbies of individual clients for maximising individual user experience and satisfying the second objective. 
During the correlation evaluation, the Pearson correlation value for question 4 and question 6 was registered to be around 0.366, which further signifies a moderate relationship between them. Question 4 is about the current distraction level of UK customers while going through different online content available on local mainstream cooking websites. The major website hurdles currently experienced by UK cooking platforms, such as BBC Good Food and Kitchen Tales, have been examined through the second question 4. Therefore, the mitigation of the distraction level, such as an add-on promotion, can be useful for Kitchen Tales towards overcoming potential market hurdles and providing an optimised user experience. 
[bookmark: _Toc216733228]5.2.2 Primary Qualitative Analysis
Theme 1: Hobby-centric platforms like Kitchen Tales have a positive psychological impact on content creation and mitigate user overload
Depending on the feedback provided by the UK, respondents to the Kitchen Tales website detailed information on local recipes, such as Classic Lemon Drizzle Cake and Sourdough Starter recipes (Taken from website). The delivery of personalised cooking inputs has positive psychological implications on UK consumers for potentially mitigating overload cases from other UK mainstream outlets, such as BBC Good Food. 
Theme 2: Clean visuals and personalised recommendations are positive user experiences with hobby-tracking and community-based platforms like Kitchen Tales
According to multiple UK respondents, Kitchen Tales is known for delivering corn visuals on recipes such as Sourdough Starter that can help online users to implement hobby-tracking during the development of traditional recipes (Taken from website). However, despite the positive ratings of BBC Good Food for different recipes, their massive catalogue can reduce their ability to track UK customers' hobbies on specific cooking items and lower user experience. 
Theme 3: Community engagement is user preferences and expectations for Kitchen Tales, which focuses on personal interest engagement
The average 14 likes on Kitchen Tales recipes, such as Lemon Drizzle Cake, is indicative of high community engagement among British online users towards gaining knowledge on their preferred local recipes. For Respondent 4, the Kitchen Tales shared online platform has kept its recipe learning experience more memorable, gradually increasing UK user interest towards learning about British heritage. 
Theme 4: Interactive recipes are major design principles and digital interaction features for Kitchen Tales, valued by users seeking hobby-centric engagement
Based on the British respondent 2, the Kitchen Tales website contains recipe information for various food developments, such as 225g self-raising flour, which has provided an interactive experience for online users (Taken from website). The Sourdough Starter and its interactive recipes can be signified as a major design principle for Kitchen Tales for digitally interacting with UK customers and ensuring a hobby-centric engagement.
[bookmark: _Toc216733229]5.2.3 Secondary Qualitative Analysis 
Theme 1: Psychological connection of hobby-centric platforms
From the literature, it can be found that content environments and their changing nature have influenced the individuals. With the rise of hobby-centric platforms, users are most seen to have steer away from social media platforms to have a deep connection with their specific requirements. Specific websites, as per Bakirov et al. (2021) in the literature, have influenced psychological attention and engagement. On the other hand, the results of this study have also suggested a major attachment of users towards the use of niche apps more connected to their interests (Stokel-Walker, 2024). 
Theme 2: Personalisation in hobby-based platforms
A more community-centric design is identified as a principle in the practice of hobby-based platforms. Users are pleased and attracted towards the use of such factors bringing a major connection towards the community with similar interests (Hutmacher and Appel 2023). With people bringing more community engagement, the study revealed a major connection with their social environment in which their hobby can be developed extensively. 
Theme 3: Community engagement in hobby-based platforms
Community engagement has emerged as a major factor in this research’s discussion. From the literature, it was identified that motivations and engagement of users remained from the connection of individual goals, as described by (Hutmacher and Appel 2023). Gallagher (2025) in the results has also shared a major connection with the changing landscape of the digital age. This has also shown a major connection with the digitalised hobbies and sharing of results and progress. 
Theme 4: Design principles in hobby-centric platforms
One major design principle connected to the sharing and tracking of hobbies is the development of a distraction-free content. Owan et al. (2023) has also increased the focus on the key aspects of distraction through greater visual aids. This has firmly expressed the necessity of driving a close connection with a distraction-free environment for the users. It is also shared in the research that the connection with the distraction-free environment in hobby-centric platforms has increased the attraction and engagement (Conn3cted, 2025). Thus, a major design principle is connected to distraction in such activities. 
[bookmark: _Toc216733230]5.3 Discussion
The primary outcomes showcase that almost 38.6% of UK users currently prefer the easy navigation and clear layout generated by Kitchen Tales, which has greatly increased their brand viability over BBC Good Food. Apart from that, nearly 37.1% of British users have also grown an affinity towards the focused content generated by mainstream platforms such as BBC Good Food, enabling them towards partaking in hobby-centric activities. The current literature has also supported the fact through showcasing the opinions of almost 70% of the global youth population who are motivated to use community-based platforms for positive interactions (Sadeghi et al., 2025). Hence, the increased community interactions on the organisational website can also be experienced by Kitchen Tales and its current UK administration towards maintaining the relevance of British heritage cooking recipes. 
Lemon Drizzle Cake and Sourdough Starter are major food recipes available on the Kitchen Tales, which is responsible for positive interactions between UK citizens regarding different food item creation (Taken from website). Around 7 comments from the UK residents on recipe designing further elaborate the interactive communication feature of the Kitchen Tales website to place individual queries on recipe ingredients. The current literature further supports the creation of a virtual platform of interest, which enables online subscribers to share their opinions on topics from the comfort of their homes (Hondros et al., 2023). Hence, the British administration of Kitchen Tales ought to deliver adequate encouragement towards its existing subscribers to share their opinions on contemporary UK food recipes for designating an interactive environment. 
Kitchen tales has provided detailed information on the specifics of items, with a learning opportunity for users. This leads to increased community engagement due to enriching knowledge-driven digital environments gradually by increasing the learning opportunity on British heritage. Furthermore, tracking hobby progress among users leads to an increase in interest rate in the interest-based digital environments. As per the interpretation of Hutmacher and Appel (2023), the representation of brevity satisfies individual goals' influence in deep-end engagement levels, the interest-based digital platforms and contexts, due to the opportunity to accomplish the requirements and fulfil hobbies. Moreover, the opportunity of interaction helps to reach the expectation of users focusing on segments of hobbies-centred engagements in the digital platforms. In this aspect, meaningful interaction with learning opportunities is a key factor to influence involvement of users in the interest-based digital platform. On the other hand, Hondros et al. (2023), have analysed that the comfort and sustainability approach in the specific contents helps to reach users' expectations with the increase of interactive environments in the hobby-cantered platforms securing meaningful digital interaction. In this regard, the users engage in the interest-based digital environments driven by the representation of learning opportunities, with detailed information in specific items and influence meaningful digital interaction for users. 
[bookmark: _Toc216733231]5.4 Chapter Summary
The chapter has brought the connection between the literature and results in user perceptions and connection towards hobby-based platforms. 
[bookmark: _Toc216733232]CHAPTER 6 - CONCLUSIONS AND RECOMMENDATIONS
[bookmark: _Toc216733233]6.1 Conclusion
Throughout this research, it is concluded that detailed recipes on the Kitchen Tales website help to increase improvements of users with an interest in improving their cooking experiences among people. The secondary qualitative and primary qualitative and qualitative data has been used with the illustration of components of developed websites of Kitchen tales in this research. This has indicated that the visual presentation of the kitchen raciness on the websites has helped to personalise users' experiences with the integration of the hobby-tracking process. This is more effective than other community-based websites due to providing a learning opportunity for specific cooking items and recipes to users. The developments of hobby-centric and interactive digital principles have led to integrating the websites of Kitchen tales with the increase of users' enhancements effectively. 
[bookmark: _Toc216733234]6.2 Linking with Objectives
Objective 1: Based on the data analysis, providing detailed information on the Kitchen Tales website helps to increase user engagement with positive impacts on their psychology. The hobby-oriented platforms provide clarity in the content creation that drastically influences users' interests by positively impacting user psychology. 
Objective 2: From the data analysis, visuals on recipes such as Sourdough Starter help to track hobbies, whereas a massive catalogue in BBC Good Food integrates users' experiences with positive ratings. The motivation, and digital behaviour induce the involvement of users in the community platform, whereas the opportunity of ledge developments gradually increased the user investments in the interest-based digital environments. 
Objective 3: Based on the data analysis, high community engagement in the Kitchen Tales shared online platform is caused due to employing learning opportunities of different recipes in the UK. Emotionally supportive interaction in the interest-based digital platform influences users' involvements concerning hobby-spreads engagements effectively. 
Objective 4: The above analysis has established the interactive exercises of online users due to using Kitchen Tales recipes with the enhancements of hobby-ceramic engagements. Digital interaction features with learning opportunities leads to imprecation of the digital platform based on users' hobbies and interests. 
[bookmark: _Toc216733235]6.3 Recommendation
Based on the data-driven findings, it is possible to formulate certain plausible and workable suggestions that might increase the credibility of the online interest purposes. Platform developers can focus on a low-profile interface development that would help reduce cognitive load and long-term concentration of the platform users. One can make the processes of content selection more in accordance with the interests and hobbies of the user. It is also possible to manage the number of advertisements wisely, along with the exasperating level of advertising that, at best, can add the element of distraction to the element of interaction. The progress tracking, as well as goal aspects, could be added to assist in launching continuous motivation and remaining committed to the hobby in the long term. Also, the community interaction technology might be minimised to allow good peer inputs and group learning. Prompting capabilities of personalisation can promote user autonomy and competence as specified in the self-determination theory. The navigation structures would become simplified in order to be easier to use and navigate, and this would be achievable by a user abandoning them in their current form of intuitiveness. With the enrichment of the platform, the system of user feedback can be used in its entirety. Taken together with some other hints, it can lead to the establishment of a healthier space, thanks to the digital world in which a person would be able to concentrate on individual authorities and would become less distracted by the digital surrounding world.
[bookmark: _Toc216733236]6.4 Research limitations
This research has used multiple data sources, such as secondary and primary qualitative and quantitative data that create a necessity to determine specific findings. The complexity in data management and determining specific findings impacts the validity and reliability with impacts on the overall research process in the context of psychological impacts by engaging in interest-based digital platforms. Moreover, the lack of using large-scale information based on human interpretation has created a restriction to understanding multiple dimensions of interest-based digital platforms and their psychological impacts with clarity. This has impacted the clarity, validity, and reliability of research findings due to using a limited amount of information. 
[bookmark: _Toc216733237]6.5 Future Scope
Future research may focus on the systematic process of developing and using interest-based websites with an algorithmic evaluation. The in-depth competition among diverse types of websites, with the users' involvement rate, may be considered in the broader areas for future scholars to conduct research with the integration of this subject matter. Future research may focus on the projection of benefits and limitations in the interest-based digital environments with the integration of security measures, focusing on the implementation of these subject areas in the practical application. Moreover, the systematic process of developing and using interest-based digital platforms with the consideration of legislative and quality frameworks may be used in future research to integrate this subject area for real-time implication. 
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[bookmark: _Toc216733238]CHAPTER 7 – REFLECTION
This course of the study has enabled me to enhance my broader understanding of the digital world and its interconnection to the level of immersion and concentrations of hobby users. I have noted that too much information on the web has slowly resulted in a loss of enthusiasm for hobbies. The literature has specified that cognitive overload has affected skills as well as motivation in the long-term. I have acquired an obsession with exploring interest-based platforms, which has enhanced my admiration of the minimalistic and goal-driven digital design. The necessity of formulating the survey questions has helped me to track the trends of behaviours in a systematic way. The interviews have allowed me to experience emotional and psychological reactions to supplement the numeric patterns of reaction. Apart from that, I can say that engagement with users has been based on the relevance and not the material in the enormous amounts. The case study of differences between the KitchenTales and the BBC Good Food has been considered to examine the environmental concentration as the level of satisfaction, which has been described in the case study. Hence, I now believe that there is a possibility to consider theoretical and practical analysis of digital behaviour. 
The research project has also facilitated me to obtain my analytical skills in interpreting both qualitative and statistical findings in the analysis section of data. My other learning has been that the issue of user behaviour has been a complicated one, also based on other factors that closely interact with each other. The SPSS analysis has increased my confidence level related to the quantitative data and position of ends interpretation. The results of the regression analysis have proved to be a negative influence on expectations concerning the determinants of the platform selection. Application of the self-determination theory has made me apply motivation, autonomy and competence to online-based hobbies like cooking. I have also managed to obtain the ethical accountability values in considering digital well-being outcomes. I have employed my academic communication and structural transparency in my report. In addition, individual learning and critical reviews related to the study context have made it easy to thoroughly review the project variables. Hence, it can be stated that findings in relation to the study context, the interest-based site usage may be vital to ensure that internet usage would not be so distracting, as well as could afford to work at productive and long-term interest in a hobby. 
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Q1. What is your age?
· 18-24 years
· 25-34 years
· 35-44 years
· Above 45
Q2. What is your gender? 
· Male
· Female
· Others
Q3. Do you agree that interest-based platforms help you stay focused on hobbies?
· Strongly Disagree
· Disagree
· Neutral
· Agree
· Strongly Agree
Q4. Do you feel distracted by unrelated cooking content while using the mainstream platforms?
· Yes
· No
· Sometimes
Q5. According to you, which platform do you primarily use for pursuing your hobby?
· KitchenTales
· BBC Good Foods
· Multiple platforms
· General social media platforms
Q6. What are the biggest hurdles for you in using general digital platforms like BBC Good Food and KitchenTales?
· Advertisements
· Lack of meaningful interactions
· Too much unrelated content
· Difficulty in tracking progress
Q7. What are the suitable design principles you consider when using KitchenTales?
· Easy navigation and clear layout
· Minimal and clutter-free interface
· Fast loading and simple interactions
· Personalised content aligned with interests
Q8. Could you please confirm how you usually track your hobby progress?
· Manually (Note-taking or data entry)
· Digitally through apps
· Do not track progress
Q9. What feature do you value most in a hobby-centric digital platform like BBC Good Food?
· Focused content 
· Minimal design
· Progress tracking
· Community interaction 
Q10. Could you share your opinion about the use of an interest-based website like KitchenTales?
· Cooking recipes 
· Cooking ingredients
· Tracking options 
· User friendly 
· Personalisation
· Productivity 
· Focus-oriented
· Interest aligned


[bookmark: _Toc216733243]Appendix 2- Interview transcript
Interview questions
Respondent 1
Q1: Which hobby-centric platforms create psychologically engaging content for users?
Ans: I think that Kitchen Tales possesses engaging content that showed me the preparation of Classic Lemon Drizzle Cake. 
Q2: Which platform between BBC Good Food and Kitchen Tales feels more overwhelming, and why?
Ans: In my opinion, BBC GoodFood content has overwhelmed me through its vast catalogue
Q3: Which among BBC Good Food and Kitchen Tales provides you with better navigation and engagement?
Ans: According to me, BBC Good Food provides better navigation options through recently trending videos and recipes
Q4: Do community features influence your engagement with Kitchen Tales, as compared to other hobby-centric websites?
Ans: I think Kitchen Tales has better community engagement, with an average of 14 likes
Q5: What design or interaction element in Kitchen Tales increases your hobby experience?
Ans: In my thoughts, the comment section of Kitchen Tales has increased my cooking hobby experience 
Respondent 2
Q1: Which hobby-centric platforms create psychologically engaging content for users?
Ans: I am very pleased with the preparation technique of Classic Lemon Drizzle Cake with mentions of ingredients such as 225g unsalted butter. 
Q2: Which platform between BBC Good Food and Kitchen Tales feels more overwhelming, and why?
Ans: BBC Good Food is very overwhelming for me because of its food rating systems
Q3: Which among BBC Good Food and Kitchen Tales provides you with better navigation and engagement?
Ans: In my opinion, the Kitchen Tales provide better navigation with their Sourdough Starter
Q4: Do community features influence your engagement with Kitchen Tales, as compared to other hobby-centric websites? 
Ans: I think Kitchen Tales’ community is influential, with 7 comments in Sourdough Starter
Q5: What design or interaction element in Kitchen Tales increases your hobby experience? 
Ans: According to me, Kitchen Tales, ingredient lists for different dishes like 225g self-raising flour, heighten the hobby experience
Respondent 3
Q1: Which hobby-centric platforms create psychologically engaging content for users?
Ans: For me, BBC Good Food is highly engaging with video recipes like Christmas Ham.
Q2: Which platform between BBC Good Food and Kitchen Tales feels more overwhelming, and why?
Ans: I think BBC Good Food can be a bit overwhelming with its rich catalogue. 
Q3: Which among BBC Good Food and Kitchen Tales provides you with better navigation and engagement?
Ans: I think Kitchen Tales has better engagement with multiple comments from UK citizens
Q4: Do community features influence your engagement with Kitchen Tales, as compared to other hobby-centric websites? 
Ans: In my opinion, BBC Good Food has a good community feature with around 80 ratings for each recipe. 
Q5: What design or interaction element in Kitchen Tales increases your hobby experience? 
Ans: According to me, Kitchen Tales has better interactions with 2 to 7 comments on average, which increases my hobby experience. 
Respondent 4
Q1: Which hobby-centric platforms create psychologically engaging content for users?
Ans: I have a psychologically engaging experience with Kitchen Tales while creating Lemon Drizzle Cake. 
Q2: Which platform between BBC Good Food and Kitchen Tales feels more overwhelming, and why?
Ans: For me, BBC Good Food have been overwhelming, which increases my psychological stress while recipe selection
Q3: Which among BBC Good Food and Kitchen Tales provides you with better navigation and engagement?
Ans: In my opinion, Kitchen Tales provides the best engagement with 7 likes on Sourdough Starter recipes
Q4: Do community features influence your engagement with Kitchen Tales, as compared to other hobby-centric websites?
Ans: I think that Kitchen Tales UK community engagement is evident with 3 comments in the Lemon Drizzle Cake preparation
Q5: What design or interaction element in Kitchen Tales increases your hobby experience? 
Ans: According to me, Kitchen Tales puts their Lemon Drizzle Cake and Sourdough Starter preparation technique for increasing individual hobby experience

Respondent 5
Q1: Which hobby-centric platforms create psychologically engaging content for users?
Ans: Kitchen Tales psychologically engages me through personalised feeds, while BBC Good Food feels more informational than emotionally engaging.
Q2: Which platform between BBC Good Food and Kitchen Tales feels more overwhelming, and why?
Ans: BBC Good Food feels overwhelming due to excessive options, while Kitchen Tales presents content in manageable portions. I have always wanted a minimalist and immersive experience from hobby-centric options. 
Q3: Which among BBC Good Food and Kitchen Tales provides you with better navigation and engagement? 
Ans: Kitchen Tales offers smoother navigation and keeps me engaged longer than BBC Good Food. I have been engaged with Kitchen Tales, as it encourages greater participation and navigation overall and helps me track my progress.
Q4: Do community features influence your engagement with Kitchen Tales, as compared to other hobby-centric websites? 
Ans: Yes, community features on Kitchen Tales increase motivation compared to other hobby platforms without interaction. 
Q5: What design or interaction element in Kitchen Tales increases your hobby experience?
Ans: Personalised recommendations and clean visuals make Kitchen Tales enjoyable and motivating for users like me. I am very fond of the minimalist and simplistic design. 
Respondent 6
Q1: Which hobby-centric platforms create psychologically engaging content for users?
Ans: Kitchen Tales feels motivating and immersive, whereas BBC Good Food engages me mainly when I need specific recipes.
Q2: Which platform between BBC Good Food and Kitchen Tales feels more overwhelming, and why?
Ans: I feel overloaded on BBC Good Food because of too many recipes, unlike Kitchen Tales’ focused recommendations. I prefer focused recommendations more, as I feel they are more relevant to my core passion. 
Q3: Which among BBC Good Food and Kitchen Tales provides you with better navigation and engagement? 
Ans: Navigation feels intuitive on Kitchen Tales, whereas BBC Good Food requires more searching. This way, I have gained more attention and engagement towards Kitchen Tales. 
Q4: Do community features influence your engagement with Kitchen Tales, as compared to other hobby-centric websites? 
Ans: Community engagement makes Kitchen Tales more enjoyable than other hobby websites I use. The community-based engagement has highly mesmerised my perception towards having a shared platform for the people. 
Q5: What design or interaction element in Kitchen Tales increases your hobby experience?
Ans: Progress tracking features enhance my cooking journey and keep me consistent in pursuing and engaged in my passion towards cooking.
Respondent 7
Q1: Which hobby-centric platforms create psychologically engaging content for users?
Ans: I feel more emotionally connected to Kitchen Tales due to storytelling and visuals, unlike BBC Good Food’s functional approach.
Q2: Which platform between BBC Good Food and Kitchen Tales feels more overwhelming, and why?
Ans: BBC Good Food overwhelms me with dense information, while Kitchen Tales simplifies decision-making. With a much simplistic design, I have been more engaged with the services of Kitchen Tales. 
Q3: Which among BBC Good Food and Kitchen Tales provides you with better navigation and engagement? 
Ans: Kitchen Tales is easier to explore, while BBC Good Food feels more static and reference-oriented. As I remain busy, I like easy navigation and connection with other community members in Kitchen Tales. 
Q4: Do community features influence your engagement with Kitchen Tales, as compared to other hobby-centric websites? 
Ans: Seeing others’ progress on Kitchen Tales encourages me to cook more regularly. Progress tracking has been a major feature in Kitchen Tales’ domain. 
Q5: What design or interaction element in Kitchen Tales increases your hobby experience?
Ans: Simple layout and visual storytelling improve my overall hobby experience.
Respondent 8
Q1: Which hobby-centric platforms create psychologically engaging content for users?
Ans: Kitchen Tales creates stronger psychological engagement, while BBC Good Food feels like a traditional recipe archive. 
Q2: Which platform between BBC Good Food and Kitchen Tales feels more overwhelming, and why?
Ans: Kitchen Tales feels calmer; BBC Good Food overwhelms me with endless categories and links. I wanted a more simple yet informative design, which I got from Kitchen Tales, and I am etched to it. 
Q3: Which among BBC Good Food and Kitchen Tales provides you with better navigation and engagement? 
Ans: I engage more with Kitchen Tales because the navigation supports discovery rather than searching. With easy access and navigation, Kitchen Tales has increased my convenience and time saving. 
Q4: Do community features influence your engagement with Kitchen Tales, as compared to other hobby-centric websites? 
Ans: Community features make Kitchen Tales feel supportive, unlike more individual-focused hobby platforms.
Q5: What design or interaction element in Kitchen Tales increases your hobby experience?
Ans: Interactive recipe journeys make cooking feel engaging rather than instructional. Through this feature, I have achieved greater attraction towards Kitchen Tales. 
Respondent 9
Q1: Which hobby-centric platforms create psychologically engaging content for users?
Ans: Kitchen Tales engages my interest daily, whereas BBC Good Food supports occasional task-based cooking needs. 
Q2: Which platform between BBC Good Food and Kitchen Tales feels more overwhelming, and why?
Ans: BBC Good Food feels cluttered initially, whereas Kitchen Tales feels curated and less mentally exhausting. With a lack of time to search and explore for a long period, I find Kitchen Tales more interesting.
Q3: Which among BBC Good Food and Kitchen Tales provides you with better navigation and engagement? 
Ans: BBC Good Food is organised, but Kitchen Tales is more engaging and enjoyable to navigate. Through simple gestures and features, I feel the development of navigation in Kitchen Tales is easier. 
Q4: Do community features influence your engagement with Kitchen Tales, as compared to other hobby-centric websites? 
Ans: Interaction with other users keeps me engaged longer on Kitchen Tales than similar websites.
Q5: What design or interaction element in Kitchen Tales increases your hobby experience?
Ans: Minimal notifications and clear content hierarchy reduce stress and increase enjoyment.
Respondent 10
Q1: Which hobby-centric platforms create psychologically engaging content for users?
Ans: BBC Good Food informs me, but Kitchen Tales psychologically engages me through habit-building and personal relevance.
Q2: Which platform between BBC Good Food and Kitchen Tales feels more overwhelming, and why?
Ans: BBC Good Food overwhelms due to volume, while Kitchen Tales reduces cognitive load through personalisation.
Q3: Which among BBC Good Food and Kitchen Tales provides you with better navigation and engagement? 
Ans: Kitchen Tales balances navigation and engagement better, while BBC Good Food focuses mainly on functionality.
Q4: Do community features influence your engagement with Kitchen Tales, as compared to other hobby-centric websites? 
Ans: Community elements significantly improve my engagement with Kitchen Tales compared to non-social platforms. 
Q5: What design or interaction element in Kitchen Tales increases your hobby experience?
Ans: Personalisation controls make me feel in charge of my cooking hobby experience.
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‘This is my Nan's foolproof recipe! The secret is to pour the drizzle on while the cake is still warm. Absolute winner every time. Really easy to maks

Comments

“*Priya K.**
‘This looks absolutely lovely! I'm going to give it a go this weekend. Thanks for sharing the family secret!
**John H.**

Made this last night. It was brilliant! The texture was perfect. Cheers!
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