


Contents
1/ Task 1	2
1.1/ Introduction	2
1.2/ Twitter and Mastodon: Overview	2
1.3/ User Groups	2
1.4/User Experience	2
1.5/ Features	3
1.6/ Conclusion	3
2/ Task 2	3
2.1/ Introduction	3
2.2/ Test Personas	3
2.3/ Information Gathering	4
2.4/ Task Analysis	4
2.5/ Essential Criteria	5
2.5/ Wireframes	5
2.6/ Feedback	7
2.7/ Conclusion	8
References	9
4/ Appendices	10
Appendix A: User Personas	10
Appendix B: MoSCoW	11
Appendix C: Task Hierarchy	12
Appendix D: Full Wireframes for UWTSD Cluedo	12








[bookmark: _Toc130561095]1/ Task 1 
[bookmark: _Toc130561096]1.1/ Introduction 
This report will discuss two social media platforms, Mastodon and Twitter, analysing and comparing the user experience. 
[bookmark: _Toc130561097]1.2/ Twitter and Mastodon: Overview
Both Mastodon and Twitter are social media platforms offering microblogging, with Mastodon gaining in popularity since Elon Musk took over Twitter [1]. One of the major differences between the two is the decentralised network of Mastodon, with semi-independent servers managed by admins [1]. Gracewood [2] describes Mastodon as “like Twitter, but anyone can run their own server”. Every server will have their own admins, who can choose servers they wish to interact with, and remove any users within their server who do not conform to their policies [2]. Some servers will be locked down, whereas others are open to all [3]. Twitter however, to a user, is a centralised system where everyone accesses the same Twitter, no matter what the interests or where you are in the world [3]. 
[bookmark: _Toc130561098]1.3/ User Groups
It’s immediately obvious when first using Mastodon that it is not as user-friendly as Twitter and favours the ‘tech-savvy’, allowing users to create individual servers. Even reading and amending details such as the networking algorithms or interface design is possible [4]. A driving factor for Mastodon is being able to set up an individual server and having complete control over who can access that server [3].Thus Mastodon could be desirable for employers, where servers are created around their employees only [3]. Mastodon is ad-free and therefore whilst it eliminates a marketing user group, offers the user a much cleaner timeline which adds convenience and entices those who may have concerns over data privacy [5]. 
With Mastodon being ad-free, the main microblogging platform for marketers is likely to be Twitter. Not only does it cater for marketing, but Twitter is also user-friendly and familiar and therefore attracts more mainstream and casual users. With Twitter having a much larger userbase in comparison to Mastodon, those who want their voices to be heard will be much better using Twitter. The user interested in following celebrity lifestyles would also be inclined to remain on Twitter. 
Whilst Twitter does cater for the casual and mainstream user, more users are becoming conscious of their data privacy and content consumption, thus creating an overlap with more casual users taking to Mastodon [2].  
[bookmark: _Toc130561099]1.4/User Experience 
Schneiderman [6] explains the importance of user interfaces being integral to the success of many businesses. An effective user interface can improve workforce efficiency, improve decision making, and drive learning in schools, however user interfaces that have had little consideration, can impact user experience in a negative manner, causing frustration and de-motivation. 
One of the biggest drivers to good user interface is consistency [6]. Both Twitter and Mastodon overlap with familiar icons and user flows and are consistent throughout the applications. Nielsen [7] explains that the way you design should meet the user’s language. Whilst Mastodon does not use the same terminology as Twitter, they have used very similar icons. This makes it much easier for a user, who may be used to using Twitter, to join and use Mastodon. Not only the icons, but the location is also in the same places, which doesn’t create too much thought for the user. 
The author did note that Twitter offers more shortcuts than Mastodon. For example, the settings icon is almost always available on the Twitter in the top right corner whereas on Mastodon its only available on the main feed and the user’s profile. This could cause the user frustration if they were looking for the setting and weren’t aware they had to select a specific screen. This adheres to Nielsen’s 6th heuristic of “recognition rather than recall” [7]. 
When accessing the setting section of both applications, the settings on Mastodon are more visually pleasing. The setting menu is simple and displays the main options first. When going into advanced settings, it does leave the application, which isn’t ideal if the setting option isn’t on the main screen, however the initial main screen options are not overwhelming which is refreshing. 
[bookmark: _Toc130561100]1.5/ Features
When originally signing up to Mastodon and selecting a server, it isn’t very intuitive, in the authors opinion. It could overwhelm the user and leave them feeling frustrated and dissatisfied. There are also elements of Mastodon where developer code is visible. For those users who may not be ‘tech-savvy’, this will be intimidating. By using concepts that are unfamiliar to the user, it will cause confusion and frustration [7].
Whilst a decentralised network will be a driving factor for many moving across to Mastodon, some users may miss being able to see tweets from those who have opposing interests and opinions. Mastodon also offers longer microblogging with 500 characters [8] and whilst this could be considered a benefit, some users may not enjoy reading longer chunks of text. As Twitter only offer 280 characters, you can often decide whether a tweet is worth reading quickly whereas with the long character limit, it may be more time consuming for the user. 
[bookmark: _Toc130561101]1.6/ Conclusion
To conclude, whilst the architecture of Twitter and Mastodon is very different, the user interface is considered similar, with familiar icons and locations. The extra functionality on Mastodon may drive the casual user away. Through fear and confusion however, those who are confident with technology may reap the rewards of a clean, advertisement-free timeline. 
[bookmark: _Toc130561102]2/ Task 2

[bookmark: _Toc130561103]2.1/ Introduction
Task 2 focuses on the design techniques for the user interface of a UWTSD special of the game Cluedo. User Research will be carried out in the first instance before moving onto the design phase, incorporating appropriate interaction design theory. 
[bookmark: _Toc130561104]2.2/ Test Personas
User personas are fictional user descriptions which highlight the goals, pains and preferences of end-user groups which represent those who will use the software [9]. For this report, four user personas will be created, however the number of personas can be essential to success of the product, and it’s vital not to create too many personas, with the chance to overload the design process, thus hindering decision making [9]. 
Before creating user personas, it’s essential that user research has been carried out. These user personas will then be used to generate appropriate wireframe designs, considering the goals, pains, roles and preferences of the personas gathered. 
Appendix A shows the four personas which have been highlighted as user groups for the UWTSD Cluedo game following user research. Initial considerations when designing the game was that all personas would have one common goal, to play Cluedo, however following research it became obvious that not all users would know how to play Cluedo when accessing the site and therefore it’s important to consider persona A, where the goal is to learn to play Cluedo. This persona highlights that there is a need for the inclusion of instructions and a help option on the interface. 
Persona B highlights the importance of mobile/tablet access, as whilst they do have access to a desktop, their goal is to play Cluedo before bed, and therefore would not consider playing on anything other than a mobile/tablet. This persona also suggests that users want ease of use, winding down before bed would not include becoming frustrated with the number of clicks and time is valuable.
In contrast, persona C highlights the need for desktop access. Whilst persona C has access to a mobile device, their preference is desktop due to the size of the phone screen and therefore this persona requires Cluedo to be desktop-friendly too. 
The goal of persona D is to interact with friends and less so to play Cluedo. This highlighted the want for a ‘play with friends’ option. Without this option, persona D may not consider playing Cluedo at all. 
[bookmark: _Toc130561105]2.3/ Information Gathering
It is essential that designers understand the information required to meet user needs and the position of those users [10]. Suitable user research methods which are conducted successfully can provide developers with information to create appropriate user profiles which is essential to ensuring the user base is designed for [11].
To gather user personas, the author conducts observation of 2 games of Cluedo, both with 8 players, with UWTSD. Whilst this observation was important to understand the steps taken to play the game, it was noted that this would not be enough as most players were of similar personas, and therefore further research would be recommended with different members of staff. Whilst more observation would have been desirable, this report is time and cost bound and therefore observations and focus groups to follow was chosen. When carrying out observations and focus groups, it’s important to consider inaccessibility issues prior to ensure all user groups are catered to [11]. Focus group should include a moderator to encourage users to provide detailed and truthful answers [11]. 
Mackenzie explains that if an investigator is the observer, then any observation should be collect manually using a notepad or similar [12]. Therefore, only rough notes were made during the observation which can produce high-level requirements. Once those high-level requirements were gathered, a discussion was had, in focus group format, to agree on those requirements and gather MoSCoW criteria. The outcome of this observation and focus group is displayed in appendix B. During the observation and focus group, it was important that the author did not ask any leading questions and ensured everything discussed was documented. 
[bookmark: _Toc130561106]2.4/ Task Analysis 
Task Analysis is carried out before designing an interface and works by splitting tasks into sub tasks to work towards achieving successful performing system [13]. Appendix C shows a hierarchical task analysis (HTA) carried out by the author following user research. HTA is desirable for interface design as it articulates how tasks should be carried out and can help gain insight into the process in completing each task [13]. A disadvantage of HTA can be that it requires a level of skill from the analyst and requires input from users to ensure the tasks are correct, and in the right order [13].   However due to the initial user research captured by the author, a HTA was able to be completed.
[bookmark: _Toc130561107]2.5/ Essential Criteria
The HTA highlights areas of information that is required for the game to be a success. There are then sub-tasks, which can be optional such as, searching for friends to play with (the alternative is selecting at random), however selecting other players is essential to making the game a success. As information such as selecting players and selecting characters are essential, these have been designed with consistency at the forefront to encourage ease of use. There could be shortcuts incorporated, or previous selections remembered, to ensure repetitions are kept at a minimum. 
As this game of Cluedo is designed around UWTSD, the author has ensured that you’re only able to sign up with a university e-mail address. 

[bookmark: _Toc130561108]2.5/ Wireframes
Following appropriate task analysis, wireframes have been created in Balsamiq to display how a potential UWTSD Cluedo game could work. 
Figure 1 shows the log in screen when you first download the application. This should set the tone for the entire application, with consistency being paramount. The application will be designed to a high standard, to instil trust into the user, and to ensure a positive user experience. A QWERTY keyboard has been chosen due to familiarity and ease of use when inserting personal details. There is also the option of voice recognition to ensure persona C is satisfied that their needs are met.
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Figure 1
Figure 1 also displays an error message which is displayed when an e-mail address that is not assigned to the university to input. Following Shneiderman’s eight golden rules [14] it was important to ensure error capturing offered informative feedback, leaving the user satisfied knowing what is expected of them. If this wasn’t the case this could lead to frustration and the user may take their custom elsewhere. This error message doesn’t include any code and is written in a user-friendly way. It’s displayed in red so the message is clearly highlighted to the users, and this will be kept consistent throughout the design. 
Once on a screen where going back to the previous page is an option, a ‘back’ button appears in the top left corner. This follows Krug’s [15]  first rule of usability, “Don’t make me think!”. By placing the back button at the top left corner, it’s the most obvious place to look, requiring minimal effort from the user. The back button also builds confidence in the user, knowing that there is easy reversal and therefore encouraging exploration [6]. This will be consistent throughout the application, once again, minimising user effort. Another consistency once logged in are the buttons in the top right-hand corner as shown in figure 2. The question mark always offers an immediate help option. Once selected, users will be taken to the help screen which will outline rules of the game, again with an easy route back to the main game. 

[image: ]
Figure 2

The user icon next to it will offer a ‘Main Menu’ option as shown in figure 3.
[image: ]

It was important to give the user an option to quit the game at any point to ensure they feel in control. The main menu remains small to ensure it doesn’t overload a user thus making the application become intimidating [14]. 
A minimalist design has also been considered throughout ensuring there’s no overloading of text to distract the user or for the user to become overwhelmed [7].
[bookmark: _Toc130561109]2.6/ Feedback 
Following creation of the prototypes, these designs were sent to 3 students, 4 friends, 1 family member and 6 co-workers. The author ensured that a range of users had been captured, including different age ranges, and different goals. The author ensured that it included testers who had played Cluedo before, and those who had not. The author ensured the prototype was tested by a family member to ensure persona C, partially sighted, was met. Further research should include the prototype being tested by a larger audience including more less able bodied, such as hearing impaired. 
The feedback was collected by use of survey, where the author ensure questions were not leading, and captured both subjective and objective information. The user decided upon this technique, as they required honest and cheap feedback. The author could have also considered using an interview technique which would have provided the option to ask follow-up questions however due the number of users they required feedback from, interviewing would have been too time consuming and expensive.
Feedback included that whilst the prototypes were easy to understand and simple, there could have quicker access to important information rather than going through a main menu such as the card and card sheet. If the prototype were to be considered further, then this could be always introduced onto the current screen, like the icon and help button. The author was surprised at this feedback, as the main menu only required two extra clicks, however for personas such as persona B who have a lot of responsibilities and don’t like wasting time, this highlights just how important that can be to a user group.  
[bookmark: _Toc130561110]2.7/ Conclusion
To conclude, there are several core guidelines that can be followed to ensure a positive user experience when designing a user interface. The user interface must be designed in a way to allow users to achieve without too much thought. The UWTSD Cluedo wireframes adhered to these guidelines to strive for positive experiences however the feedback, whilst mainly positive, did highlight areas of improvement which will be considered when undertaking further research. 
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(Note: wireframes have also been uploaded on Moodle)
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PERSONA A
Name: Alison
Demographic: 18-25, single, full-time student, lives alone.

One-ine description: Alison is 3 first-year student studying Computing
Goal:-

o Lear how to play Cluedo.
Pain: -

o Lotsoftext

o Long training videos.
Media & device preferences: -

o Desktop.

o Has access to mobile but prefers a larger screen
Roles & responsibiites: -

o Student councillor

o Rentsa house

PERSONA B

Name: Bob
Demographic 30-35, part-time student, full-time employee, married, 3 children.
One-ine description: Bob is  final year apprentice student studying Engineering whilst working full-

time job.
Goal:-

o Play Cluedo to wind down before bed.
Pain: -

o Too many clicks.

o Adverts.

o Missing out on time with his famiy.
Media & device preferences: -

o Mobile or tablet.

o Has access to desktop but would like to play from bedsofa.
Roles & responsibiites: -

o Managerial duties at full-time job.

o Care for 3 children from Spm-gpm.
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PERSONA C
Name: Carol
Demographic: 18-25, in a relationship, ull-time student, partially sighted
One-line description: Carol is a full-time PhD student studying Accounting & Finance and is partially
sighted
Goal:-
« toplay Cluedo
Pain: -
« applications that do not account for disabilities
Media & device preferences:
*  Desktop and tablet
o Has mobile phone but struggles with text size.

Roles & responsibiites: -
o Volunteer at local food bank.
o Lives with 2 other PhD students.

[PERSONAD

IName: Daniel
[pemographic: 50-55, single, lecturer, lives alone.
lOne-line description: - Daniel is a full-time lecturer for Computing department who lives alone.
Goal: -
o Interact with friends.
pain: -
o Complex user interfaces
* Unclear error messages
IMedia & device preferences: -
« Mobile.
o Does not own tablet/desktop.
[Roles & responsibilities:
o Full time job.
o Owns 2 large dogs.
o Cares for unwell mother.
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