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1. Introduction 

 

The following report outlines the techniques used to develop a mobile phone 

application for the UWTSD faculty of architecture, computing and engineering. The 

app aims to provide them with easy access to the information systems that they need 

to use daily through tried and tested UX user research techniques.  

The finished mock-up wire frames created from the research will then be tested on 

really users to discover any issues with the initial design which will be carried into the 

final assignment for the UX module.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

2 

 

 

 

2. User Research 

 

User-centred design requires a deep understanding of target users to avoid incoherent 

systems which won’t be used [1]; the best way to understand your users is through 

research, which is carried out to allow an understanding of a user’s characteristics, 

behaviours, aims and goals with the purpose of deigning better products, applications 

or websites which improve their working practices and lives [2]. 

 

2.1 Aspects of User Research 

 

Marsh [3] states that there is ‘never a bad time’ to do user research but he 

recommends the process should start early and be carried out often. He adds that the 

‘what’ is the important question: “what can be learnt from the target user groups?”. 

User research comes in two forms: 

• Subjective Research 

If something is subjective, it means it is an opinion, a memory, feeling or 

impression. Subjective research is not fact, and there is no right or wrong 

answer. 

 

• Objective Research 

If something is objective, it is a fact that can be proved. Objective research can 

be difficult to obtain from users as they are not always honest, however, the 

more people researched, the more reliable the information gathered will be. 

 

There are many different methods for conducting user research:  surveys, interviews 

and focus groups which focus on gathering subjective research, such as, people’s 

attitudes and perceptions, and user tests and field studies which really hone in on 

specific aspects of users behaviour [4]. 
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2.2 Chosen User Research 

 

The IxD (Interaction Design Foundation) [5] state that subjective, qualitative research 

is ideally suited for identifying current trends and ideas of what users want, adding 

that field studies can generate a lot of good data and is easy on participants. Given 

this evidence, field studies will be used to collect data for the university app as this 

will best capture the needs and wants of the people who will use the app or ‘typical 

users’ and will not be too time taxing on already busy students. 

This ‘field study’ will be conducted via a very short interview which will ask subjective 

questions of students. This data will then be collated to form four user personas, found 

in section 3.1, to aid in development of the app.  

Kuniavsky [6] highlights the importance on asking ‘non-direct’ questions to hone in on 

the user’s experiences, rather than extrapolation. Meaning that user’s understanding 

of their own behaviour usually does not correspond to their actual behaviour, 

therefore, it is best to ask questions in the ‘curious command’ format, using softer 

questions, such as, ‘tell me about….’ or ‘describe a time…’ will lure the user into telling 

more specific information through a story which relates to their current experiences 

[7]. The survey can be found in appendix A. 

 

2.3 User Research Results 

 

Time limitations meant that only 8 students were interviewed by two interviewers, in 

the IQ building on 03/03/19, to collect user research. There are limited sources 

recommending numbers for adequate user interview sample sizes with Guest et al. [8] 

finding just seven studies, however, one of those, by Creswell [9] recommends 

between 5 and 35 for a phenomenological study, therefore, 8 participants should 

provide a fairly good insight into current student needs.  
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2.3.1 Background Information Gathered 

 

From the interviews carried out, 5 full-time students were in the 18-25 range, two in 

the 26-35 range and one part-time in the 36-45 range, all studying different courses. 

No students attended lectures in the university for more than 3 days per week with 

the maximum contact time being 16 hours, however, many students reported 

spending their free time to work on assignments at home or using the university 

library or IQ 24-hour suite.  

 

Conclusion  

 

The background information points to the main user group for the app to be in the 18 

- 25 age range. However, the app will be useful to students from all age ranges and 

courses but may be more heavily used by full-time students in the 1st and 2nd years 

due their heavier lecture load, although, given that students report working on 

assignments out-of-hours, the app will still be used heavily by students with less 

contact time.  

It is worth noting that the data was collected on a Sunday, on the university premises, 

which means data collected could be biased towards harder working students or 

students which may feel they are behind with their studies, which in turn, returns a 

good range of students. Furthermore, some students interviewed were not part of the 

FACE faculty but were still using the faculties facilities, meaning that the app could be 

useful to students of all faculties.  
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2.3.2 Other Applications & Websites Used 

 

7/8 students named Moodle as the main application they use to help with their studies 

with 2/8 listing OneDrive with 1/8 listing Google Scholar and 1/8 listing news 

resources.  

 

Conclusion 

  
This evidence shows that Moodle has the greatest value to students, and possible 

integration into a university app would be welcomed, however, Moodle do have their 

own app, but it is very basic. OneDrive also have their own app, but again, integration 

into a single university app would prove useful. Given that two students mentioned 

outside literature resources, integrating the most popular resources relating to the 

faculty, such as IEEE, Research Gate, ACM, Semantic Scholar etc. would be popular. 

 

2.3.3 Use of University Website & Pains 

 

2/8 students said they did not use the university website at all and 1/8 misunderstood 

the question as Moodle, MyDay and OneNote have been listed even though these are 

separate websites/applications to the university website. The stand out use for the 

website was accessing library resources with 5/8 students using the website for this 

purpose, however, all 5 stated that accessing the library resources is a pain, especially 

the external databases, as navigation is difficult and too many screens need to be 

viewed to achieve their goal, often leading users to give up.  

 

Conclusion  

 

Users main activity on the website is for library and literature resources meaning that 

an app with quick links to access the library catalogue and the external databases 
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would be very beneficial, this is also backed up by findings from section 2.3.1. Given a 

smart-device’s limited screen size, reading library resources may prove difficult 

suggesting that students should be able to email themselves links or save items to 

their one drive for use later at a laptop or desktop PC with a larger screen size.  

 

2.3.4 App Suggestions 

 

The new campus appears to have affected student’s contact with the lecturers as 3/8 

students suggested being able to book time slots to see lecturers and having more 

available lecture information, such as, notifications about lecture cancellations as 

many forget to check their emails, missing information emailed by lecturers. 1 student 

also suggested having easier to find lecturer contact information and 4 students 

suggested mobile-friendly timetables as some reported the timetables on MyDay 

were often wrong and did not display properly on their mobile device. Finally, one 

student suggested notification reminders for important dates and times, such as 

lectures and hand-in dates.  

Conclusion  

 

Meeting with lecturers appears to be a problem with students, however, organising 

lecturers time around students may not be popular with lecturers. One suggestion 

would be to agree a fixed dedicated timeslot that each lecturer could spare once a 

week for students to book into, or possibly let students have access to lecturers 

teaching timetables to know where they would have the best chance of catching up 

with them informally, again, this may not be popular with lecturers.  

One feature which would be useful, is notifications about lecture 

cancelations/changes, and reminders for assignment hand-ins or other important 

dates. A dedicated timetable tailored to each student should be made available, 

viewable on any size screen.  
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2.3.5 Interviewer Suggested Features 

 

The interview asked participants how they rate, in terms of usefulness, features from 

a list on a scale of 1 – 5. 1 being not useful and 5 very useful. The scaling system was 

thought of by modifying Brooke’s system usability scale [10], the results are totalled 

with the highest scoring features the ones most desired by the user.  

The feature list used for user scoring was developed from discussion between 

students in the User Experience Design Module (M6X01111) taught by Dr Nicola 

Whitehead as well as research into other university’s apps. The results are shown in 

table 1.  

Feature Score 

Academic Calendar 3 5 5 4 3 3 1 5 = 29 

Faculty Phone Numbers & Emails 4 5 4 3 1 5 5 3 = 30 

Important Numbers (Hospital, Estates, Student Services) 3 1 3 4 4 3 3 4 = 25 

Staff Contact Details 5 5 5 3 5 5 5 3 = 36 

Student Contact Details 4 1 2 3 4 5 5 4 = 28 

Course Information  2 1 5 2 4 1 1 4 = 20 

Campus Maps (Including User Location) 4 3 3 2 2 2 5 4 = 25 

Application Forms (Bursary’s etc.)  4 1 5 4 4 2 5 4 = 29 

Moodle Integration  5 5 5 5 4 5 5 5 = 39 

Wireless Printing 4 3 3 4 5 5 1 5 = 30 

Live Room Availability (IQ) 5 1 3 5 5 3 4 2 = 28 

Student Email 5 1 5 5 5 5 5 4 = 35 

Car Park Availability 5 1 4 3 4 1 1 1 = 20 

Live Lecture Information  5 5 5 5 4 5 1 5 = 35 

Student Card Stored in App 5 5 5 4 5 5 5 5 = 39 

Live Room Availability (Library) 4 4 5 3 4 5 5 4 = 34 
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Library Account (Book Availability, Reserve, Renew) 5 5 5 4 4 5 5 3 = 36 

PC Availability & Reserve 2 1 5 4 4 2 5 2 = 25 

Timetables with Error Reporting 5 5 5 5 5 5 4 4 = 38 

Exam Timetables 4 5 5 5 1 3 1 5 = 29 

Lecture Recording Features 5 5 5 3 5 3 1 5 = 32 

Events in Swansea 1 1 3 2 4 1 4 5 = 21 

Class Chat (Like MS Teams) 5 4 3 3 3 4 1 5 = 28 

Update Student Contact Details 5 4 5 3 4 4 5 4 = 34 

UWTSD News Feed 1 1 3 2 4 2 5 2 = 20 

Students Union News/Events Feed 1 1 3 2 3 2 1 2 = 13 

OneDrive Access 4 4 5 5 4 4 5 4 = 35 

Finger Print Entry to App 1 1 2 4 2 2 1 5 = 16 

Local Transport Information 1 1 2 5 5 1 1 1 = 17 

Feedback/Suggestion Feature 4 4 5 4 5 4 5 3 = 30 

 

Table 1 – Feature List Scores 
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3. Personas 

User personas concepts were introduced by Alan Cooper [11] in 1998 to better 

communicate design research activities. He states that personas consolidate the 

archetypal descriptions of a user’s behaviour patterns into characteristic profiles, 

which emphasise the focus on the user through introducing humanisation in the 

design phase. 

Personas can encapsulate a user’s motivations, behaviours, expectations, and goals, 

in turn helping designers develop products based on the behaviour of real people [3]. 

Martin and Hanington [1] argue that for personas to be representative of the target 

user group, information should be collected from real users to capture common 

behaviours, these are then used as a reference, throughout the design process, 

ensuring the end user is always in focus.  

3.1 User Personas 

 

The following personas have been created from field research in section 2. The results 

have been reviewed and used to create the following personas, outlining each user’s 

demographic, description, goals, pains, device preferences, responsibilities and tasks. 

 

3.1.1 User Persona One 

 

Tom Rees is a mature student (26 – 35) studying automotive engineering at UWTSD. 

He is currently in his 3rd year so his main interests are completing all his coursework 

and gaining the highest possible mark. As he does not have exams, he needs 24-hour, 

guaranteed, access to the university’s computers which have the software required 

for his course. With a heavy workload over the coming months Tom often forgets his 

lecture times and hand-in dates, however, he also gets aggrieved when lectures are 

cancelled, and no warning is given. Tom has two days of lectures, then is usually found 
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in the library where prefers to work alone, in quiet spaces. As a mature student, Tom 

relies on bursaries to supplement his income and to pay for course materials.  

 

User’s Details 

Picture 

 

 

Name Tom Rees  

Demographic 26 – 35, married, two children. 

Description Tom Rees is a 3rd year automotive engineering student. 

Goals 

Having 24 access to PC’s with the correct software. 

Finding information about and applying for bursaries.  

Achieving the highest possible mark in his course.  

Not forgetting his hand in dates or lectures.  

Not missing lecturers’ email or Moodle messages about 

cancellations of lecture.  

Pains 

Computers in quiet areas being engaged or students carrying 

out loud group study in the library quiet areas.  

Wasting his time turning up to lectures after cancellations. 

Missing out on bursaries available to him.  

Missing his hand-ins or lectures. 

Device Preference Desktop PC or borrowed laptop. Has a smart-phone.  

Responsibilities 

Is usually top of his class to looked up to by his peers. Has rent 

to pay and is using savings and bursaries to live, as well as his 

partners income. Has two young children.   

Tasks Accessing live PC availability with an option to reserve.  
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Accessing live lab or quiet library room information. 

Being notified or finding out about lecture cancellations. 

Applying for all available bursaries to him.  

Handing all his assignments in on time.  

Attending his lectures.  

 

From Tom’s persona it is possible to conclude he needs an app which: 

• Will notify him of any lecture cancellations, changes in time or location. 

• Reminds him of hand-in dates and lecture times. 

• Allows him to reserve PC’s in quiet areas with the correct software. 

• Allows him to see empty labs which he can study in. 

• Allows him to see library room availability and reserving.  

 

3.1.2 User Persona Two 

 

Abigail Smith is a 1st year Architecture student in the 18 – 25 age group. Being in the 

first year, Abigail is taking full advantage of student life by socialising and often misses 

lectures, however, when she does make it, she is late, usually forgetting her books and 

university card. Hailing from St. Ives, Abigail has yet to master the public transport and 

local services in Swansea or the best places to socialise. Given her low attendance, 

Abigail is a heavy Moodle user, using it to catch up on lecture notes and much to the 

annoyance of her lecturers she hassles them for their contact details to ask questions 

about assignments.  
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User’s Details 

Picture 

 

 

Name Abigail Smith  

Demographic 18-25, single, no children. 

Description Abigail is 1st year architecture student at UWTSD. 

Goals 

Not missing out on student events. 

Working out the local amenities and public transport. 

Knowing her lecturers & fellow students contact details. 

Having access to Moodle 24/7. 

Not missing lectures. 

Pains 

Not having access to the architecture labs as she has 

forgotten her university card.  

Missing out on university social events.  

Not knowing the best places in Swansea to socialise. 

Having to walk to university or to cars/clubs as she doesn’t 

know the local public transport services.  

The Moodle app is rubbish. 

Device Preference Apple iPhone, MacBook. 

Responsibilities 
Keeping her student halls accommodation tidy and ensuring 

the rent is paid on time.  

Tasks 

Remembering her student card. 

Finding the best student events.  

Finding her lecturers & students contact emails. 
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Accessing Moodle through her MacBook & her iPhone 

equally as well.  

Not missing lectures. 

Finding out about local public transport.  

 

From Abigail’s persona it is possible to conclude she needs an app which: 

• Stores her library card so she doesn’t have to remember it.  

• Relays information about the latest student social events.  

• Reminds her about lecture times well in advance. 

• Lists her lecturer & fellow student e-mails. 

• Can access Moodle’s most important features.  

• Provides her with up-to-date travel information or links to websites that do. 

 

 

3.1.3 User Persona Three 

 

Owain Bancroft is a 22-year-old, 2nd year networking student. He is a keen student 

who takes pride in his work and always tries his best, however, his assignments are 

often complex, and the workload is heavy meaning he is always using the library 

resources and has constant correspondence with his lectures and fellow students on 

his course. He has many modules meaning he refers to his timetable to remind himself 

of his lectures, however, as he is based at the new campus, which is yet to bed in, so 

his timetable is changing a lot, furthermore, he has many suggestions for 

improvements but does not know who to direct his comments at. He has currently 

moved twice this semester in shared student houses and uses public transport to and 

from university where he likes to read over his work whilst he travels.  

 



 

14 

 

 

 

User’s Details 

Picture 

 

 

Name Owain Bancroft  

Demographic 18 – 25, single, no children.  

Description 2nd year computer networks student at UWTSD 

Goals 

Easily accessing to all the library resources. 

Sending and receiving emails instantly. 

Seeing up-to-date timetables and being able to report 

and errors instantly. 

Being able to suggest ways to improve the university 

through the correct channels. 

Updating his contact details without any hassle. 

Accessing his work saved in his OneDrive for review 

when he has 5 minutes.  

Pains 

Not having quick, simple access to library resources 

(books, journal repositories etc.) 

Having to login to his university email through a web 

browser.  

His timetable being wrong or changing without warning 

or being notified of any changes.  

Having to contact registry and wait for them to update 

his personal information.  

Having to login through a browser to view his OneDrive 

files. 

No clear way to suggest improvements to the 

university.  
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Device Preference 
Samsung smartphone, Lenovo ThinkPad, university 

desktop PC’s. 

Responsibilities 

Getting highest marks as possible to gain respect from 

his family.  

Paying his rent on time.  

Tasks 

Finding relevant technical books and journals for 

reference in his assignments. 

Finding his up-to-date timetable. 

Calling registry to update his details. 

Accessing his OneDrive. 

Informing the university of ideas, he has for 

improvements.  

Emailing his classmates and lecturers.  

 

From Owain’s persona it is possible to conclude he needs an app which: 

• Has simple, easy to find access to the library databases, as well as 

external databases.  

• Display’s live, up-to-date, timetables where he can report any errors. 

• Has OneDrive integration. 

• Has email notifications and/or links to email servers (without having to 

login) directly from the app. 

• Lets him update his contact details should he move again. 

• Has a feedback form for ideas which automatically sends information 

to the correct person.  

• Has a list of student and staff emails.  
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3.1.4 User Persona Four 

 

Ammaarah Afia is a 26-year old 1st year international student from Botswana studying 

a MSc in Sustainable Construction, paid for by her employer in her home country. 

Given her responsibility to do well, she is a keen student who always attends lectures 

and studies in her spare time in the library. As an international student, Ammaarah 

needs to know key term dates, including exam timetables, to avoid paying over 

inflated prices for last minute flights back to Botswana during the summer months to 

see her husband, additionally, she is fairly new to Swansea having only visited once 

prior to evaluate the suitability of the university and the city, this means that she is 

often ‘googling’ local amenity information such as doctors, dentists, taxi firms etc. 

Furthermore, she is keen to realise any international bursaries or grants she is entitled 

to. She does not own a personal laptop and relies on her smart phone as well as the 

university laptops and desktop PC’s. Although competent, English is not Ammaarah’s 

first language, so she often seeks to arrange extra time with her English support 

lecturers who are based on a different campus, and her faculty lecturers to help her 

understand her assignments. As a devoted Muslim, Ammaarah often uses the prayer 

facilities at the university. 

 

User’s Details 

Picture 

 

 

Name Ammaarah Afia  

Demographic 26 – 35, married, no children.  

Description Amaarah is a Sustainable Construction student at UWTSD. 
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Goals 

Printing from her mobile phone or USB. 

Applying for international student bursaries.  

Not paying too much for flights to Botswana.  

Improving her English. 

Accessing pertinent information about Swansea’s amenities.  

Spending as much time with her lecturers. 

Pains 

Not being able to print from university PC’s or laptops as they 

are vacant.  

Missing out on the cheapest deals as she must book last 

minute.  

Trawling through Google pages looking for trusted amenities. 

Being unaware of bursaries available and difficulty in applying 

if she does know of any. 

Has difficulty arranging extra sessions with lecturers.  

Walking in on other students’ prayers or being disturbed 

praying. 

Finding different rooms in the campuses.  

Device Preference Samsung Galaxy.  

Responsibilities 
Must do well at her course to reward her company for 

investing in her.  

Tasks 

Respectfully finding out availability of the prayer room.  

Applying for bursaries she is entitled to.  

Finding contact information of trusted local amenities.  

Arranging extra sessions/contact time with lecturers/English 

support.  

Booking flights home early enough to save money.  

Accessing her library account and printing directly from her 

smartphone. 

Finding the correct room for her lectures or English lessons.  
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From Ammaarah’s persona it is possible to conclude she needs an app which: 

• Allows her to search and apply for bursaries entitled to her.  

• Allows access to an up-to-date academic calendar. 

• Display an up-to-date exam timetable which also notifies her of is release. 

• Lists trusted local services.  

• Allows her to request or book extra time with her lecturers or English teachers. 

• Has up-to-date campus information (maps/rooms etc.). 

• Has live prayer/meditation room availability and booking.  
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4. MoSCow Requirements List 

 

The MoSCow requirements technique consists of prioritising the, functional and non-

functional requirements, by following the following criteria [12], [13]: 

1. Must Have – These are the requirements which are unnegotiable regarding 

the deliverable features. Should these requirements fail to be delivered the 

project could be deemed a failure.  

2. Should Have – These requirements should be included, if possible, within the 

time constraints of a project. If not included, the project has still achieved 

some success.  

3. Could Have – These requirements are considered on the ‘wish list’ which 

would be advantageous to be included if time and cost allows.  

4. Won’t Have – These requirements are often feature’s that the stakeholders 

have requested but are not of high importance to the overall project meaning 

that they will not be implemented in this version.  

The tables below state the functional requirements for the FACE app, from an ability 

and user experience point of view, which have been discovered through the field 

research (section 2), user personas (section 3) and user scenarios (section 5.1).   

4.1 Functional Requirements 

 

Functional requirements are features or behaviours which describe the applications 

abilities or operations, often a specific action the app performs or a response the app 

gives [14].  

 

Key: Usability Performance Features  Processing 
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4.1.1 Must Have 

Key Requirement 

 Hold personal information securely with authentication. 

 Student details should be amendable.   

 Staff and student information stored in the database should be live 

 All information about courses should be up-to-date and verified. 

 Availability Information about rooms/computers should be live. 

 Must be usable following known design patterns for apps. 

 Notifications must be given for cancelled lectures/reminders. 

 All calendars & timetables should be up-to-date. 

 App should be available on all mobile operating systems. 

 Take advantage of all library services. 

 

 

4.1.2 Should Have 

Key Requirement 

 Integrate other apps into its functionality. (OneDrive etc.) 

 Allow for wireless connectivity to printers or other machines.  

 Local amenity information should be verified and up-to-date. 

 Personalisation of the UI and IA 

 Use of smart device finger print or face authentication. 

 Notifications for new emails or message on other related systems. 

 Allow for university related account cards to be stored in app. 
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4.1.3 Could Have 

Key Requirement 

 Booing and reserving capabilities for rooms/pc’s/laptops 

 Live recording features utilising phones capabilities.  

 Integrated chat facilities like MS teams. 

 

4.1.4 Won’t Have 

Key Requirement 

 Time related location information about lecturers. 

 Automatically dynamic pages or features.   

 

4.2 Non-Functional Requirements 

 

Non-functional requirements are the conditions that are indirectly related to the 

behaviour or functionality of an application. They refer to the environmental 

conditions which the application needs to remain effective [14]. They describe how 

the application ‘should be’ [13]. 

The tables below state the non-functional requirements for the FACE app which have 

been discovered through the field research and user personas. 

4.2.1 Must Have 

Key Requirement 

 System must be easy to use and intuitive.  

 Must use existing university login credentials and save them.  

 Must allow multiple users to use its features at the same time. 

 All services must be easy to find, including external services. 

 Copywriting must be clear and concise. 
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4.2.2 Should Have 

Key Requirement 

 System should load quickly on all devices.  

 Branding must be representative of the university.  

 App should be aesthetically pleasing. 

 System should not use too much CPU resources & battery life. 

 

4.2.3 Could Have 

Key Requirement 

 Be available in English and Welsh 

 Sounds and haptic feedback from features.  

 Support being held in different orientations 

 

4.2.4 Won’t Have 

There are no Won’t Have non-functional requirements. 
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5. Information Architecture 

 

Information architecture (IA) is the organisation of information contained within a 

system in such a way it enhances access to it. Hinton [15] highlights a definition from 

the Information Architecture Institute [16] which defines IA as: 

1. The structural design of shared information environments. 

2. The art and science of organising and labelling websites, intranets, online 

communities and software to support usability and findability. 

3. An emerging community of practice focused on bringing principles of design 

and architecture to the digital landscape. 

However, it Spencer [17] who best articulates the above definition stating that IA is: 

1. Organising content or objects. 

2. Describing them clearly. 

3. Providing ways for people to get to them. 

It is this definition which best fits the way humans interact with digital systems: by 

using clear language, labels, menus, descriptions, visual elements, content. When 

each element has a relationship with one another it creates an easily understood 

environment which creates a positive user experience [18].  

Rosenfeld and Morville [18] state that there are four main components of IA: 

• Organisational Scheme and Structures  

This component relates to how information is categorised and structured, for 

example, relating information should be grouped together, structured 

hierarchically with each layer representing abstractions from the previous 

layer. Figure 1 demonstrates this, where t-shirts and jumpers are an 

abstraction of clothes and clothes is an abstraction of the online shop. 

 



 

24 

 

 

 

 

Figure 1- Information Architecture Abstraction Example 

 

• Labelling Systems 

This is how labels and buttons represent the information in a system. Referring 

to figure 1 again, the button which represents ‘clothes’ is representing a large 

chunk of information, but it houses smaller, more specific information about 

t-shirts and jumpers, these labels will then house even more detailed and 

specific information such as size, colour and gender etc. 

• Navigation Systems 

Navigation is how users will move through the system, this can be achieved 

through clickable buttons or links in a menu, through gestures for touch-screen 

devices or through voice commands. 

• Search Systems 

Search features are how users will look up information in a system. Searches 

should offer options to search the whole site, or parts of it. For example, users 

should be able to search for t-shirts, then, once on the t-shirts page, more 

specific searches can be performed to filter results.  
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Furthermore, Morville [19] highlights the need for an understanding of three words 

which make up his model for effective information architecture design: “Users. 

Content. Context”.  This model, known as information ecology, is visualised in figure 2. 

 

Figure 2 - Information Ecology Venn [19] 

 

Information ecology focuses on understanding the project’s businesses goals and the 

available resources for design and implementation as well as the nature and volume 

of the content within a system, both now and in the future, and it considers the need 

and behaviours of the target audience in terms of their information needs [19]. 

In terms of the application for UWTSD, the context of the app is firstly realised through 

the business goal which is to provide the FACE faculty with a robust solution to many 

problems’ students face with the technology they encounter on a day-to-day basis and 

secondly the channel it is communicated through is a mobile phone app which will 

places constraints on the design through a smaller screen real estate. 

The content will be all the information and services users will find in the app, which 

will be decided upon from the user requirements, however, it is important to consider 

ownership and remember that some requirements mean the use of third-party 

vendors, such as Microsoft and Moodle which will influence the amount of control 

which can be harnessed to potential users. Additionally, the information’s dynamism 

needs to be considered to ensure that new information can be added year on year 

[19].  
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Finally, the users. The people who will be using the app are the most important. Every 

user is different, not every student using the FACE app will be from Swansea and in 

the 18 – 25 age range. Everyone will use the app differently, therefore it is important 

to study users in their own environment [19], as section 2 has attempted. 

 

5.1 User Scenarios 

 

Garrett [4] states that scenarios are short and simple narratives which describe how 

personas (section 3) will achieve their user needs. Carroll [20] adds that they are 

stories about people’s interaction with a product or system, furthermore, Rossen et 

al. [21] state they describe a series of events and actions which lead to outcomes 

related to a user’s usage of products.   

The purpose of scenarios is to envisage how the FACE app will be used by making the 

design ideas explicit and concrete: scenarios keep designers thinking of the user rather 

than technical requirements [1] and also help explain requirements to any business 

stakeholders [17]. 
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5.1.1 User Scenario One 

 

Tom Rees 
 

Tom arrives in to the university to find that all the PC’s with the software he needs are 

unavailable as the PGCE students are back off placement and have assignments due in.  

Tom quickly pulls out his phone and opens the FACE app, he clicks the hamburger menu 

and finds the ‘PC Availability’ tab. He sees a timetable with all the PC’s listed. From the 

filter, he selects ‘Sessions Ending Soon’ to display all the PC’s to be available within the 

next 30 minutes. Tom remembers the PC locations which have the software he needs and 

luckily for Tom, one session is ending in 15 minutes in that location. He quickly hits the 

reserve button to book the computer for himself.  

Finally sat at a PC, Tom begins to work on his assignment but within 45 minutes Tom 

receives a notification about a lecture due to start in 30 minutes, the notification offers 

Tom four reminder options: ‘Remind me in 5 minutes’, ‘Remind me in 10 minutes’, 

‘Remind me in 15 minutes’ and ‘Ignore’ taps the ‘Remind me in 15 minutes’ button to 

snooze the notification. 15 minutes later, the notification pops up again. Still working on 

his assignment, he taps the ‘Remind me in 10 minutes’ option. 10 minutes passes and Tom 

gets another notification, this time he decides pack up and head to his lecture. 

When he arrives, the lecturer is nowhere to be seen, 10 minutes passes and tom receives 

another notification, ‘Automotive Engineering Principles Lecture: CANCELLED’. The 

lecturer has, unfortunately for Tom and his class mates, forgotten to notify the students 

through the application. 

Frustrated, Tom returns to the IQ only to find someone else is now using the PC he was at 

and all others are full. Once again, he pulls out his phone and repeats the process of 

searching for PC session expiring soon.  

 

Tom’s scenario has taught the design team: 

• He values the availability of PC’s & booking feature. 

• The hamburger menu is where he looked first through familiarity.  

• The reminders about lecturers are useful, albeit annoying.  

• The up-to-date lecture information will only work if lecturers update it. 
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5.1.2 User Scenario Two 

Abigail Smith 
 

Abigail wakes on a Thursday morning late, she had been out for student night on Wind 

Street the night before and felt groggy. She hastily gets dressed and leaves the house, 

heading for the bus stop.  

On the way, she removes her iPhone from her bag, opens the FACE app and scrolls down 

the main page, through her saved favourite features, and selects the ‘Local Public 

Transport Links’. She is presented with a list of local public transport services and she 

selects the bus company ‘First Group’ she is then taken, though the iPhones in app 

WebKit [22] browser, to the bus companies webpage. Here she searches for available 

buses in her area and finds the correct bus stop, however, she has just missed one and 

will now be 15 minutes late for her lecture.  

Finally arriving at university, she rushes to her architectural design lecture, however, she 

cannot access the engineering block as she has forgotten her student card in her haste 

this morning. She looks to reception, but no-one is on duty and the IQ is empty due to it 

being peak lecture time (11.15am), luckily, she remembers that she has her student card 

in her app! She pulls out her phone, uses the fingerprint ID to bring up her card, taps it 

on the sensor and continues to her lecture.  

Her lecture today is a boring one, so she pulls out her phone to find out about events 

happening in Swansea that evening. Again, scrolling down her homepage of favourite 

pages, she taps on ‘SU Events’ from here she sees all the Swansea University and UWTSD 

events happening that evening. She continues to click on a Swansea University event 

where she is redirected through the app’s browser to the SUSU event information page.  

On the bus home she receives a notification through the FACE app that her assignment 

mark is up on Moodle. She clicks the banner notification and the app takes her directly 

to the TurnItIn submission viewer, via the in-app browser, where she views her marks 

and feedback by tapping on the ‘Pencil Icon’ on the page next to her mark.  

Disappointed with her mark, Abigail decides to email the lecturer. Not knowing their 

email address, she taps ‘Done’ in the app’s browser to return to the main app. From here 

she scrolls through her favourites but cannot see any email listings, so, she taps the 

hamburger menu and scrolls down until she sees ‘Lecturer Email Listings’ the next screen 

shows and alphabetical list of lecturers with a search bar at the top and a list of letters 

on the right, much like Apple’s iOS phone book. She knows the lecturers first name is 

Andrew, so she types it in to the search bar and brings up his contact. Here an envelope 

button with ‘Email’ is visible, she taps it and is redirected, through the app’s browser, to 

the student outlook email dialogue. The lecturers email address is already passed into 

the recipient’s box, so she continues to write her email and sends it.  
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Abigail’s scenario has taught the design team: 

• Students who don’t drive will appreciate the transport links, however, she still 

missed a bus so reminders set for her favourite bus routes may be an idea, or, 

more specific routes saved to her phone. 

• Only some students value the union’s event list and what’s on in Swansea 

guides and it possibly is distracting students from studies.  

• Notifications, about, and being able to review assignment feedback is a good 

idea for students. 

• A listing of student and staff emails is a useful feature all students, and even 

staff can use.  

• Letting students design their own IA by favouriting links and features will 

provide a better experience for them.  
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5.1.3 User Scenario Three 

 

Owain Bancroft 

 

Owain recently fell out with his two housemates as they kept disturbing his studies 

through their parties and loud music, so he has just moved in to a new shared house 

with mature, PhD students. Realising he needs to update his address with the university 

he opens the FACE app and taps the hamburger menu and scrolls to the bottom of the 

menu list where he finds ‘My USTWD Profile’. He taps the button and is presented with 

a security screen to verify himself, he enters his user name and password. A form 

presents all the current personal details UWTSD have on Owain, including his name, 

current address and phone number. He taps on the address box and enters his new 

information. Once he is satisfied his details are correct, he scrolls down to the bottom of 

the form and taps ‘Save’. He is then presented with a modal window for 3 seconds 

informing him that his details have been updated. After the timeout, he is redirected to 

the home screen of the app. 

The next day, on his bus journey to university, he decides to read over his assignment 

due in that week. He opens his app and scrolls down the home page to the ‘OneDrive’ 

link which is displayed as the well know cloud icon. He is taken, via the in-app browser, 

to his OneDrive, where he navigates to his word document and he begins reading his 

assignment. When he arrives at his stop, he presses the home button to close the app.  

Arriving at university he checks his timetable through the FACE app, this informs him no 

lectures have changed. On his way to his lecture he decides to fill up his water bottle, 

however, the water bowsers are dispensing lukewarm water, disappointed, angry, and 

thirsty, he remembers he can make suggestions to the university through his app. He 

quickly pulls out his app and navigates to the suggestion page, via the hamburger menu, 

and types in capital letters “WHERE HAVE OUR COLD-WATER DISPENSERS GONE”, he 

hurriedly taps ‘Send’ and heads into his lecture.  

In his lecture, Dr Rake hands out yet another assignment. Eager to get ahead, on his bus 

journey home he decides to look for relevant relating texts. Opening his FACE app, he 

scrolls down his homepage, where his favourited items are, and finds the ‘Library’ link 

box. Here his is presented with another set of links; ‘Library Card Top-Up’, ‘Library 

Account’, ‘Library Catalogue’ and ‘External Databases’. Knowing he needs to search for 

journal papers on computing resource repositories he taps ‘External Databases’ and is 

taken to another page presenting him with options like ‘IEEE’ and ‘ACM’. He selects IEEE 

and the in-app browser takes him to their page, logged in through his university account, 

where he searches for relevant papers.  
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Owain’s scenario has taught the design team: 

• Updating student’s personal information, securely, is less stressful than 

contacting the university. A simple form design for this will be easy to use. 

• OneDrive integration is a great idea; however, the OneDrive app is very good 

and offers a better experience than viewing through an in-app browser. More 

thought is required to integrate the OneDrive properly.  

• Student feedback is a great way to gain insight into the good and bad of 

UWTSD, however, some messages may be abusive or angry, so should be 

monitored. Most students will have constructive criticism, like Owain. He was 

however, just frustrated.  

• Integrating library services is probably the most important feature for Owain, 

with all the suggested features having value, however, being able to save 

journals or links to them, or share them through social media, email or 

messages would be a beneficial feature.  

• Presenting recently or most used items may seem a good idea, however, on a 

small screen this would mean no dedicated space for this, resulting in links 

moving around all the time, violating user’s spatial memory. Letting users 

decide on the location of ‘favourites’ would be more useful.  
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5.1.4 User Scenario Four 

 

Ammaarah Afia  
 

At midday, after the sun passes it’s highest, Ammaarah wants to perform Salat al-zhur in 

the prayer room. Realising that it may be occupied, she opens the FACE app to check the 

rooms availability. From the home screen she scrolls to the ‘Room Availability’ links saved 

in her favourites. From here she is confronted with another set of options: ‘Library Room 

Availability’, ‘Lab Availability’ and ‘Prayer/Meditation Room Availability’ she taps the 

prayer room option and sees the room is available at the time she requires, so she books 

it. 

Late for university, she decides to take a taxi from her home in the city centre, to avoid 

googling taxi numbers she remembers the FACE app offers trusted services. Opening the 

app, she taps the hamburger menu and finds ‘Local Services’. Here she is presented with 

a list of amenities grouped together under headings like ‘Transport’, ‘Health’ and ‘Sports’, 

she selects transport where she is presented with further options: ‘Bus Information’, 

‘Train Information’, ‘Private Hire’, she selects private hire where she finds a list of taxi 

firms, she taps the first one in the list and her smart device prompts her with a modal 

screen asking if she would like to call the firm. She calls and arranges a lift. 

In the taxi, she remembers she wants to discuss her assignment with a lecturer she 

doesn’t have that day, so she seeks to arrange a meeting with her lecturer, she is looking 

to directly speak with one or book a time slot but cannot find any options in the app for 

this so she scrolls to the ‘Lecturer Emails’ link, found in the main menu. From here she 

finds her lecturer and emails him. 

After her lecture, she needs to print an assignment, so she heads to library, however, she 

is in a rush to get home as she has arranged a phone call, on her landline, with her 

husband and family in Botswana and doesn’t have time to log in top a computer and print. 

She opens her app, navigates to her OneDrive and finds the document she wants to print. 

She opens the document and in the in-app document viewer she taps the ‘3 dots’ in the 

corner where she is presented with a modal window offering her the option to print over 

the university network. She taps ‘Print’, heads over to the printer, taps her library card 

and finds her print job waiting.  

Speaking with her husband, he reminds her about the bursaries they informed them both 

of when they were checking out the university! Whilst on the landline, she opens the app 

and navigates to the ‘Scholarships & Bursaries’ section found in the menu. She finds the 

bursary she wants and applies whilst talking with her husband.  
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Ammaarah’s scenario has taught the design team: 

• Prayer room availability is a good idea on paper and will perhaps serve certain 

students well, however, many other religions will want to use the facilities as 

well as people wanting to meditate. A suggestion would be to somehow 

organise group meditation if there is more than one person needing the 

facilities. 

• The feature to book extra sessions or catch up with lecturers is a good one 

from a student’s point of view, however, lecturers are already busy and may 

feel aggrieved at student’s knowing their whereabouts all the time. An email 

listing option is a better idea, which gives lecturers control. 

• Printing directly from the app is a good idea, however, this will also need to 

integrate into OneDrive or other cloud providers. This functionality will be 

difficult to implement. Perhaps being able to email work to the printers is an 

easier option which will tie in nicely with most smartphones built in features.  

• Finding and Applying for bursaries, directly in the app will save time and 

paperwork for UWTSD staff. This feature is already offered though MyTSD and 

would be easily integrated, however, the system is poorly designed from UX 

point of view and needs updating.  

• Everything is easy to find for Ammaarah who looks either on the home page or 

the hamburger menu.   

 

5.2 Information Architecture Design 

 

Now that the design team has learnt what features the user wants and how they may 

use them through the field research, user personas and scenarios it is best practice to 

organise all the information into a ‘physical structure’, which help design around the 

right things first: organisation and task flow [23].  
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The following section attempts to group the features into a structured pattern to help 

design a usable interface around it.  

5.2.1 Feature List 

Research carried out in sections 2, 3, and 5.2 and prioritisation of requirements in 

section 4 have highlighted the following features to be included in the app. 

5.2.1.1 User Defined Features 

Priority Feature 

1 
Student Card Integration into Phones Wallet/App 

Moodle Integration 

2 Course Timetables 

3 
Staff Contact Details (Directory) 

Library Account 

4 

Student Email Account Integration. 

OneDrive Integration 

Live Lecture Update Information 

5 
Library Private Room Availability 

Update Personal Details 

6 Live Lecture Recording 

7 

Faculty Contact Details (Emails/Phone No’s) 

Wireless Printing 

Feedback/Suggestion Form 

8 

Academic Calendar 

Bursary Application Forms 

Exam Timetables 

9 
Student Contact Details (Directory) 

Live Room/Lab Availability (IQ Building) 
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Class Group Chats (Microsoft Teams) 

10 

Local Amenities Directory (Hospitals/Clinics/Dentists) 

Campus Maps 

PC/Laptop Reservation 

11 Events in Swansea 

12 UWTSD News  

13 Car Park Availability  

14 Course Information 

15 Local Transport Information 

16 Fingerprint Security 

17 Student Union Event Information  

 

5.2.1.2 Persona & Scenario Defined Features 

Priority Details 

N/A Save Items from Library Resources for Later Viewing 

N/A Hand-in Notifications/Reminders  

N/A Assignment/Exam Result Notifications 

N/A Save Favourite Features/Information for Easy Navigation 

N/A Live Prayer Room Availability / Booking 

 

5.2.1.3 Features Not Included 

Priority Details 

N/A Lecturer Location/Booking 
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5.2.1 Grouping of Features 

 

Grouping of features allows the generation of options for structing the information or 

features an app will have. It helps identify schemas of navigation, menus and 

taxonomies which enhances the likelihood that user’s will find the information they 

want from a system [1].  

Card sorting is an industry recognised technique used to group together related 

features or information, it can be done by the design team or by a user group session 

where users are asked to identify features they would group together [3].  

For this assignment, the features will be grouped together, by the design team, to 

form a basic menu structure. Evidence is provided in appendix B.   

 

5.2.2 Information Architecture Schema 

 

Using diagramming software, draw.io, an information architecture schema was drawn 

up from the results of the card sort. It is worth noting that some items, such as library 

room availability are polyhierarchical, which means there is more than one parent 

node [24]. This feature can either be reached through the ‘Availability’ section or the 

‘Library’ section. Furthermore, the IA may differ from the user scenarios as the card 

sort was performed after this section, meaning that although the scenarios helped 

with the IA, better structures were discovered from the card sort.  

It is recognised that figure 3 is difficult to see due to the image size. A PDF file 

accompanies this report containing the schema.  



 

 

 

Figure 3 - Information Architecture Schema 



 

In figure 3, the schema shows two ‘favourites’ pages. This represents the main home 

page, which, will be completely user defined. Most apps and webpages fill their home 

page with clutter, however, for this app, students from all different backgrounds, 

courses and ages have chosen their most desired features: some suit certain students 

but not another, therefore, students will be able to design their own homepage, made 

up completely from the features/pages/information most important to them.  This 

theory will be tested through the storyboards in section 6.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

6. Prototypes / Storyboards 

 

Prototypes or storyboards are basic graphical depictions of a UI which is used as an 

effective, low fidelity technique for proving a particular design pattern or concept 

works [25].  

Prototyping brings together all the research and translates it, creatively, into a tangible 

ideation. In doing so, design teams can produce excellent tools for testing their ideas 

with users and clients in the early stages of development to allow for timely 

constructive feedback and iterative changes [1].  

The prototypes produced for this assignment are based on the user scenarios and have 

been printed out for testing. This technique is known as, ‘paper prototyping’. 

Discussion and results regarding the tests are found in section 7.  

It is worth noting that for a real design process, more storyboards would be produced 

and tested, however, due to time constraints on this assignment, just one set will be 

produced, carrying out a few tasks from a few user scenarios.  

 

6.1 Main Design Patterns Used 

 

Design patterns are proven, reusable patterns which improve the ‘habituality’ or 

familiarity of an interface [23]. The initial wireframe mock-ups employ some of the 

most well-known mobile design patterns, this is to increase the interfaces support for 

user’s behavioural patterns, most notably: safe exploration, instant gratification, 

satisficing, changes midstream, habituation, spatial memory, prospective memory and 

streamlined repetition. In doing so, user’s will achieve their goals far more easily [3], 

[23]. 

The 12 universal motivations will be briefly mapped to the interfaces discussed in the 

following sections, however, the final assignment for the UxD module will discuss the 

universal motivation in more detail in respect to the final prototype designs.  



 

A full storyboard/prototype set can be found in appendix C. 

6.1.1 Springboard Pattern 

Upon first use, the home page of the app is empty. It does not offer any functionality 

or useless information to the student, it simply informs of what to do: add favourites 

to create their own home page. When students have added favourite features or 

pages, the app displays them using the spring board pattern.  

 

The springboard pattern also known as the ‘launchpad’ pattern is a landing screen 

which has pointers to other parts of the application. It is a pattern which is easily 

recognised and learnt and works well across all platforms [26]. 

Microsoft state this pattern in their guidelines for developing Windows Phone 

applications and it has been chosen due to its familiarity to students as this is the first 

pattern they see when logging in to any UWTSD PC: MyDay. It provides instant 

gratification, as it is easy to understand. Safe exploration, as there are clear routes 

back to safety, and habituation through familiarity with current Microsoft systems the 

university employs.  



 

The tiles will also be fixed in the order they were saved, unless reorganised by the 

user, to adhere to the spatial memory behavioural pattern. The two examples shown 

show different way the tiles will be arranged depending on how many there are, 

however, the tiles will always display in the same order. 

6.1.2 List Menu Pattern 

The list menu pattern [26], also known as hierarchical navigation, is similar to the 

springboard as offers easy access to another point in the application. It too is similar 

across all platforms. The same behavioural patterns apply as the springboard pattern. 

 

6.1.3 Tab Menu Pattern 

Each platform has their own version of this pattern, however, Apple outlines this 

pattern in their guidelines as a standard [27]. The tab bar keeps the main, most useful, 

buttons in one place [26].  

In the FACE app this pattern houses, on the home screen, two buttons: search, for 

easy finding of information and menu to access the main menu of the application. 



 

When a menu is accessed this menu tab house another button: home, for easy 

navigation back to the home page.  

 

 

This menu supports the spatial memory, as it is always in the same place. Habituation, 

as this is one of the most common patterns used in mobile apps. Safe exploration, as 

it never moves so users know they can always return home safely. Changes in 

midstream, again, as it never moves the user can quickly tap ‘menu’ to select a 

different feature if they change their mind, and, satisficing as it is almost intuitive and 

definitely easily learnt.  

 

 

 

 

 

 

 

 

 



 

7. Usability Testing 

Usability testing is a process which uses real users of a product or system to evaluate 

the it and find out whether it meets the specific usability criteria [28]. Dumas and 

Joseph [29] state that every usability test should share the following characteristics: 

1. The goal is to improve the usability of the product or system. 

For the FACE app, the goal is to provide a proof-of-concept for the initial 

designs and discover if the proposed IA, labelling and copywriting works and 

to improve these if necessary.  

2. The participants represent real users. 

Real students will be employed for the usability tests, with consideration of the 

user personas.  

3. The participants do real tasks.  

The tests have been designed around the user scenarios meaning that the test 

is conducting actual tasks users may carry out.  

4. You observe and record what the participants say. 

Usually, a recording of the session would be made, however, for this 

assignment, notes will be taken on the user test script used. 

5. Data is analysed, problems are diagnosed, and recommendations are made 

to fix them. 

The collected answers and data will be evaluated, and any problems identified, 

and fixes suggested for use in the 3rd UxD assignment.  

Krug [30] states that 3 users are enough to find the most significant problems with an 

interface, he adds that even one is better than none. It is for this reason, that three 

tests will be carried on users which are as close matching to the user personas as 

possible.  

The tests will be conducted using a test script, modified from Krug’s [30], [31], which 

ensures consistency throughout. The script welcomes the user, explains how the test 



 

session will be carried out, conducts a pre-test questionnaire and leads users through 

predefined tasks [32].   

The task list has been derived from the user scenarios. The full scripts can be found in 

appendix D. 

 

7.1 Test Results 

The test script is also included in the submission to avoid referencing the appendix for 

the relevant questions.  

 

7.1.1 User Test One 

User’s Details 

Name  Henry Cobbold 

Demographic 18-25, single, no children.  

Description from 

Personal Questions 

Henry is a full time Applied Computing student, from Exeter, living 

in Swansea. He is a heavy smartphone user, utilising a wide range 

of apps for personal use.  

 

System Usage 

Questions 

Henry uses OneDrive, Mendeley & Outlook apps to help with his 

university life. OneDrive is the main app used to access his 

university files/resources on the move. He likes OneDrive due to its 

speed and easy to use UI, as it is a Microsoft product, he trusts the 

brand.  

Question Answers 

1. No problems, found the menu button instantly. Logo offers 

familiarity as does the layout – looks like a typical app.  

2. Menu is clear, shows things he would find useful, he states it is a 

menu he would find no problem in using.  

3. Found ‘My UWTSD’ instantly, however, suggested a whole 

separate menu section for Personal Details this as it is important 

enough. 

4. No problems in finding library menu or external database 

section.  

5. Henry frequents the university library so knows that the external 

journal/resource repositories are called ‘external databases. He 

had no other suggestions for this. 



 

6. Added page to favourites with no problem.  

7. Used ‘Home’ button to navigate home.  

8. No issues in finding Swansea events. 

9. Stated that Student Union events should match their branding 

and be called ‘MyTSD Union Events’ for easy recognition.  

10. No problem in adding to favourites and chose ‘Home’ to 

navigate back to main screen.  

11. Tiles are clear, easy, obvious what they are, self-explanatory. 

12. Found ok but had to think about it! Took longer than expected.  

13. Suggested bringing room availability to the main menu, 

avoiding burying it.  

14. No problems found. 

15. Henry thought the tiled layout was similar to Moodle and 

questioned whether the tiles would move around, like Moodle. He 

also suggested them all being the same, smaller size.   

 

7.1.1.1 Conclusions  

The design team has discovered the following from this test: 

Good  

• Layout is familiar and looks as users expected.  

• Menu is clearly & as expected. 

• Navigation home & adding favourites is simple and intuitive.  

• Tiles are clear and obvious.  

 

Recommendations  

• OneDrive integration would be highly useful to students like Henry and Owain.  

• Personal profile/details should be in its own section due to its importance.  

• The Students Union Events labelling should match their branding better. 

• Location of Room Availability was difficult to link to ‘My UWTSD’. Possibly add 

descriptions of what each menu holds. 

• Tiles on home page must not move like Moodle. 

• Tiles on home page should all be same, smaller size.  

 

 



 

7.1.2 User Test Two 

 

User’s Details 

Name  Owen James 

Demographic 18-25, single, no children  

Description from 

Personal Questions 

Owen in a 3rd year Environmental Conservation student, from 

Swansea who also works part time. He owns a smart phone and 

uses apps mainly for music, news and instant messaging.  

 

System Usage 

Questions 

Owen mainly uses the ‘MyDay’ app as it contains all his university 

links in one place. He mainly uses it to Moodle and his timetable. 

He likes it as it avoids the browser, allowing him to quickly get to 

where he wants.  

Question Answers 

1. No problems in opening menu. Looks like a familiar app layout. 

2. Menu has all key items he would want. 

3. Found with no problems.  

4. Found the Library but chose ‘Library Catalogue’ first as he felt it 

would be a sub-menu under the catalogue.  

5. Suggested ‘Open Access Journals’ instead of ‘External Databases’ 

6. Added to favourites, no problems. 

7. No problems, used Home button. 

8. No problems, found events in Swansea easily. 

9. No suggestions, felt labelling was clear and concise.  

10. No problems. 

11. Questioned whether tiles would get smaller if more were 

added. Felt it looks like his MyDay & BBC news apps.  

12. Chose campus maps at first as it he felt rooms/computers 

would relate to a campus. Chose ‘My UWTSD’ on second go but 

took 5-6 seconds and was still unsure after choosing.  

13. Suggested bringing availability to top-level menu. Campus maps 

and Availability should not be under ‘My UWTSD’. 

14. No problems found.  

15. Good layout, instantly recognised they were links but preferred 

smaller tiles instead of a mix to avoid scrolling.   

 



 

7.1.1.2 Conclusions  

The design team has discovered the following from this test: 

Good 

• Familiar layout, menu easy to find.  

• Favourites easy to add.  

• Majority of paths through system simple and easy.  

• Liked layout of favourites on home page – familiar.  

Recommendations 

• External Databases should be under library catalogue and called ‘Open Access 

Journals’ 

• A reconsideration of the location of ‘Availability’ is a must, it took too long to 

find, and mistakes were made on the way. Possibly bring it to its own menu.  

 

7.1.3 User Test Three 

User’s Details 

Name  Danielle Aldridge 

Demographic 36-45, married, no children.  

Description from 

Personal Questions 

Danielle is from Porthcawl but now resides in Swansea. She is a 1st 

year Humanistic Counselling student. She has smartphone and 

mainly uses social media and lifestyle apps (Fitness, Diet, Cooking, 

Shopping etc.). 

 

System Usage 

Questions 

Danielle uses MyDay, UniDays, Totum, Student Beans and Outlook. 

MyDay is her main app as it contains everything she needs in one 

place. She manly uses it for Moodle as it is quicker than using the 

browser.  

Question Answers 

1. No problems found. Did not think app was familiar.  

2. Menu is basic (not a bad thing). Offers everything she thinks she 

needs in one place.  

3. Found with no problems.  

4. Found library and external resources instantly. Commented how 

much easier it was than the website.  

5. Danielle uses the external journal sources a lot, so she recognised 

the name ‘External Databases’. Suggested dropping the ‘External’. 

6. No problems, favourited page instantly.  

7. Used home button to navigate back home.  



 

8. Found Swansea Events with no problems. Would have used 

search if she could. 

9. Labels are clear and concise. Again, commented about badly 

labelled items on current website. 

10. No problems with adding to favourites and finding home.  

11. Didn’t find tiles familiar and big ones ‘take up a lot of space’. 

12. Struggled with finding personal details, didn’t think to look in 

‘My UWTSD’, only found through process of elimination.  

13. Label ‘Availability’ obscure – availability of what?  

14. Navigated back to home and added favourites with no 

problems.  

15. Preferred the little tiles, said it would annoy her that they were 

different sizes.  

 

7.1.1.3 Conclusions  

The design team has discovered the following from this test: 

Good  

• Menu is good. Found most tasks no problem. 

• Navigating home and adding fav’s is easy.  

Recommendations  

• Rethink the ‘External Databases’ name. 

• Big tiles take up too much space – will possibly have to scroll. 

• Personal details needs to be moved out of ‘My UWTSD’ 

• Availability needs explaining – maybe labels underneath. 

• Small tiles for favourites.  

 

7.2 Testing Conclusion   

 

7.2.1 The Good 

Each test found some commonalities across what users thought was good. Mainly, the 

layout of the app was commended for its simplicity and similarity with other systems. 

Only one participant did not find it familiar, with most saying it was similar to MyDay 



 

which does employ the springboard design pattern as well. The menu and home 

buttons were clear and easy to use as was adding pages to the favourites list.  

7.2.1 Recommendations 

Many problems UI were highlighted. Firstly, all the users found locating the 

‘Availability’ area of the app difficult to find. This would suggest that this needs 

relocating to another area of the app, possibly its own high-level menu on the home 

page, additionally, ‘Availability’ should be labelled to explain what it means, possibly 

with sub-level labelling making it more clear what is behind this button.  

Secondly, although each student recognised the ‘External Databases’ link, 2/3 

suggested it be re-named. ‘Open Access Journals’ is a great suggestion as it explains 

the content well.  

Thirdly, 2/3 student felt that personal details should also be moved out ‘My UWTSD’ 

and have its own high-level menu, due to its importance. Finally, all three students felt 

that smaller tiles for the home page favourites would be better. Some stated that this 

is because they would not want to scroll down to find their quick links and others felt 

it just looks neater with smaller tiles.  

 

 

 

 

 

 

 

 

 

 

 



 

8. Evaluation & Conclusion  

Assignment two has employed various techniques for initial stages of prototype 

design. Firstly, user research has been carried out to actually find out what real 

students would like from a FACE app, this has then been used to created four user 

personas which have provided reference for the whole UI development process and 

have been used to create four user scenarios to gain an understanding of how 

potential users would use the app.  

The research stages have led to a requirements list being drawn up in the MoSCow 

format, which, along with the questionnaire, allowed for a feature list to be written 

which has then been organised using a card-sorting technique to group related items 

together.  

Design patterns have then been investigated to discover what would work best for an 

app of this nature, the research has led to initial prototypes being drawn up and 

printed out, on paper, to employ the paper prototyping usability testing technique 

where students are challenged to perform simple tasks on the mock-ups to discover 

the integrity of the IA, labelling and overall look and feel of the app. The results of 

testing will be carried forward into assignment three where recommended 

improvements will be made.  

Assignment two has proven challenging, and the scale of the assignment was 

underestimated, however, the prototypes produced provide a good foundation to 

carry into the next assignment. However, improvements to the user research could be 

made through a better designed questionnaire and by interviewing more students to 

gain a broader insight about what ‘general’ students want.  

Testing could also have been improved. The tests may have somewhat been too 

simple, as every user found what they were looking for well, however, this could be 

down to good UI design, but more difficult tests would have really proven this case.  

Further recommendations can also be made regarding the name of the app. It was 

discovered that many students not in FACE were using the faculties facilities and 

therefore should be included in the target user group, however, naming the app ‘FACE’ 



 

may possibly exclude certain students and damage their ‘affiliation’  to the university 

and may possibly diminish their ‘status’ in turn damaging the university’s brand [3].  
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11. Appendix A 

The appendix contains the scanned copies of the interview test results.  
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