Usability Engineering • Workshop 15 • Exercise 2
Supporting motivation
Assess a proposed practice-quiz app and design an improved screen that supports students’ goals while giving them meaningful control.
Timing: 5 minutes individual review, 15 minutes design work in pairs and 5 minutes preparing your response. A 5-minute class discussion follows.
The scenario
The university wants students to practise regularly. Students want to prepare effectively for an assessment. The proposed app includes the five features listed below.
Consider students who need help with difficult topics, have limited or unpredictable study time, or prefer to keep their performance private.
1 Review the proposed features
For each feature, note a possible benefit and a possible unwanted effect. These are predictions to investigate, rather than established findings.
	Proposed feature
	Possible benefit
	Possible unwanted effect

	Public leaderboard ranked by total points
	
	

	Daily streak that resets after a missed day
	
	

	Reminders saying “You are falling behind”
	
	

	Explanation of each incorrect answer
	
	

	Choice of topic and difficulty
	
	


Useful concepts: autonomy means meaningful choice and willing action; competence means feeling capable and effective; relatedness means feeling connected to others. Apply them where relevant.


2 Design an improved screen
Retain, adapt or remove features based on your review. Sketch one screen that shows your approach. Annotate what the student sees and can do. Graphic polish is unnecessary.
 
3 Explain your decisions
Identify two features you retained or changed. For each, explain the user goal or need it supports and the behaviour you expect.
Feature and decision 1
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
Feature and decision 2
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________


4 User control
How can students choose whether and when to receive reminders? How can they change or stop them?
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
Who can see a student’s performance? How does the student choose or change that visibility?
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
5 Benefits and possible drawbacks
Identify one expected benefit of your design and one possible unintended effect. Consider a student who already feels behind.
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
6 Evidence and discussion
Choose one design claim. What evidence would help you decide whether it holds? Suggest a task, neutral question or measure.
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
Prepare to share one feature, the need it addresses, the behaviour you expect, a possible unintended effect and the evidence you would collect.
Remember: more frequent app use alone does not demonstrate better learning or a better experience.
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