
[image: ]




A Study of Small Screen Web Design Methodology
by
Bradley Martin

Supervisor: Gareth Jones


Project submitted as part of the requirements for the award of BSc (Hons) Computing (Applied Computing)

April 2021




DECLARATION 
 
I, Bradley Martin declare that I am the sole author of this Project; that all references cited have been consulted; that I have conducted all work of which this is a record, and that the finished work lies within the prescribed word limits. 
 
This work has not previously been accepted as part of any other degree submission. 

[bookmark: _gjdgxs]  
 
Date : 23rd April 2021
 
 

FORM OF CONSENT 

I Bradley Martin,  hereby consent that my Project, submitted in candidature for the B.Sc.(Hons) Computing (Applied Computing) degree, if successful, may be made available for inter-library loan or photocopying (subject to the law of copyright), and that the title and abstract may be made available to outside organisations. 



  
Date : 23rd April 2021


Abstract	5
1. Introduction	6
1.1. Aims	6
1.2. Objectives	6
1.3. Report Structure	7
2. Literature Review	7
2.1. Sources	7
2.2. Set of Sources	9
3. Methodology	10
3.1. Research Methodology	10
3.1.1. Philosophy & Approach	10
3.1.2. Data Collection	11
3.1.3. Risks & Limitations	11
3.1.3.1. Risks	11
3.1.3.2. Risk Evaluation	12
3.2. Development Methodology	13
3.2.1. Software Development Methodology	13
3.2.2. Software Requirements	13
3.2.3. Hardware Requirements	14
3.3. Conclusion	14
4. Design	15
4.1. Design	15
4.1.1 Requirements	15
4.1.3 Wireframe & Prototype	15
5. Analysis	16
5.1 Survey Analysis	16
5.1.1 Questions	16
5.2 Conclusion	25
6. Evaluation	25
7. Conclusion	26
7.1 Summary	26
8. Reflection	26
9. Appendices	27
9.1 Appendix 1.	27
9.2 Appendix 2.	27
9.3 Appendix 3.	28
9.4 Appendix 4.	28
9.5 Appendix 5.	29
9.6 Appendix 6.	29
Bibliography	30

[bookmark: _318irrt3xczm]

[bookmark: _yc1w945giuz]Abstract
This project is about studying the various design methods that could be used when creating web pages that support both desktop and mobile devices. The methods that were primarily researched in this project are Mobile First design and Responsive Web design, this is due to these methods being more the more commonly used options compared to others. 
The goal of this project is to determine which of the design methods are best suited when creating a web page that is capable of providing a presentable layout to not only desktop users but mobile users also. The current hypothesis is that Mobile First design is the best design method. This is important to find out due to the increasing amount of mobile users over the web in recent years. 
The aim of this project is to research the various methods used for mobile design and come to a conclusion on which methods are best suited, it is also to develop two similar websites with one using Mobile first design while the other using Responsive Web, test both to ensure that both work as intended and have various users test out the websites to then compare the feedback given between each of them. 
At the end of the project there were a few findings. Responsive Web design is one of the better methods to use when creating a website to support mobile devices, however, Mobile First seems to be a better option overall compared to every other.



[bookmark: _c2636p6da8b5]1. Introduction
This section of the report will contain the introduction to the Aims and Objectives of the project. It will then be followed by an introduction to the structure of the report, this will contain information on how the report is laid out.
[bookmark: _cdkz47ne0su]1.1. Aims
There have been a few aims decided for this project, the first aim of the project is to analyse the various methods that can potentially be used when creating websites supporting mobile devices and develop a further understanding of them. The second aim of the project is to develop two websites, each using separate design methods with one of them being Mobile first and the other method being Responsive Web. The final aim is to conclude which of the methods used on the developed websites are best suited for mobile design.
[bookmark: _2h4oj7t5n10z]1.2. Objectives
There are a few objectives to help successfully achieve the aims, the first objective is to research the various methods that can be used for mobile web design. The next objective is to research the advantages and disadvantages of these methods to develop a better understanding of them. The final objective is to evaluate the methods.
The next aim was creating two websites using the two separate design methods, the first objective for this aim is to create wireframe for both a desktop layout and mobile layout to ensure the best possible experience for all users. The next objective is to involve website prototyping, this will allow for a better overall structure to be created by the time development of the websites come around. The third objective is to apply both of the design methods chosen to the websites being created.
The final aim is to conclude which method out of the two used is best suited for mobile design. The first objective is to ask people to use the websites using both a desktop size and mobile size screen. One of the objectives for this aim is to create two separate surveys for the users who have tried both websites, one for each of the websites that will ask the users how their overall experience was on the websites. The final objective for this is to create a report to display the findings based on the survey results.
[bookmark: _q2cxnzgqhx7o]1.3. Report Structure
This report will have a linear structure, it starts with the abstract which provides a brief overview of the contents of the report followed by the aims and objectives which cover the overall goals of the project, the report then leads into the literature review, followed by methodologies, this part goes over the research and development methods planned for the project. The next part of the report includes design and implementation followed by the data gathering section of the report. The final section of the report includes the analysis, evaluation, conclusion and reflection.
[bookmark: _zdbsbu4r9utr]2. Literature Review
This section of the report will include a literature review. This literature review will be based on the research of the various methods that can be used when creating websites that support mobile devices.
[bookmark: _s61t1ufldz7r]2.1. Sources
This section will be covering a variety of sources that have been gathered, these sources will be used to gather information on the methods that are planned to be used for the websites getting developed. The validity and reliability of these sources will also be covered.

The first source is a book that is all about the Mobile First design method, this book discusses topics such as ‘Why Mobile First?’ and ‘How to go Mobile’. This book is titled ‘Mobile First’ and the author of the book is Luke Wroblewski.[1] This book is relevant to the project as it has a lot of information on one of the design methods that will be used on one of the websites in this project. The book contains information on ‘why the Mobile First approach for websites and applications makes sense now’, this book also goes into some of the differences this approach has when designing websites for desktop experiences first. The author of this book, Luke Wroblewski is currently a product director at Google and was CEO of Polar [2], this is also Luke’s third book related to web development so it is safe to say that he is a credible source of information. The foreword of this book was written by Jeffrey Zeldman, who also published this book. Jeffery Zeldman is an experienced web designer. The book contains a few strong points but also has some problems. One strength of the book is that this book was published in 2011 meaning that the information inside should still be relevant even now. Another strength is that this book contains good information on what you should be looking to achieve when trying Mobile First. One weak thing about this book is that it lacks coding examples of Mobile first, this book instead mostly looks at the practices of the method.[1]

The next book that was reviewed is a book about Responsive Web design, this book discusses techniques for building a responsive webpage. The book is titled ‘Responsive Web Design’ and the author of the book is Ethan Marcotte.[3] This book is relevant to the project due to it including information on Responsive Web, which is one of the methods being used in the project. This book contains information on building responsive website layouts using different types of methods. The author of this book, Ethan Marcotte is very experienced in this field as he is the one who originally coined the term Responsive Web Design. The publisher of this book was also Jeffery Zeldman while the foreword was written by Jeremy Keith, he is an experienced web developer who has also written a few books.[4] One strong thing about this book is that it includes coding examples of the responsive layouts that Ethan Marcotte is trying to teach people. Another benefit of this book is that it was published in 2011, this means that the information is still somewhat relevant today.

The third book that was reviewed is a book about Wireframing, this book is essentially a guide to wireframing. The book is titled ‘The Guide to Wireframing’[5] and is written by the author Chris Bank. This book is relevant to the project because the project will require some wireframing to get a rough design of the project ready. This book contains information on wireframing and seems to help mostly beginners get into it, it covers topics such as wireframe styles and the design principles for wireframing properly. The author, Chris Bank, seems relatively unknown and the book doesn’t seem to have any peer review nor does it have a foreword or publisher so this does make the source a little less reliable. One strength of this book however is that it includes a good amount of information on the principles of wireframing.[5]

The fourth source that was reviewed is another book, this book is based on prototyping. The book is titled ‘Prototyping for Designers’ and is written by the author Kathryn McElroy.[6] This book is relevant to the project because the websites that are being created will get prototyped beforehand. This book is aimed toward mostly beginner and intermediate designers, a lot of the information in the book is based on physical prototyping however it also includes sections on digital prototyping for web apps and such. The author, Kathryn McElroy is a writer and designer.[6] 

The fifth source is a web article about mobile first design. This article is called ‘What is Mobile First Design? Why It’s Important & How to Make It?’, this article is written by Vincent Xia.[7] This article is also relevant for the same reasons the book ‘Mobile First’ is. This article goes over some of the basics of mobile first such as covering what is it and why it is important. There isn’t much information on the author Vincent Xia and there isn’t a lot of information provided in this source which doesn’t make this the most reliable source.[7]

The sixth source is another web article but this time is about responsive web design. The article is called ‘Responsive Web Design - What It Is And How To Use It’ and is written by the author Vitaly Friedman.[8] This source is relevant to the project due to it covering one of the design methods that will be used. This source covers the basics, it contains information on what responsive web design is and the concept behind it. This source also provides coding samples for CSS, HTML and JavaScript. One strength to this source is that it has quite a lot of information regarding the topic of responsive web.[8]
[bookmark: _xdeugjisnvrr]2.2. Set of Sources
Once all the sources were reviewed they were gathered and had been placed into sets, there are three primary sets, the first set is based on Mobile first design and the second set is based on Responsive web design. The final set contains the extra sources which aren’t the most reliable sources for this project. 
The first set of sources, Mobile first design, includes the book by Luke Wroblewski known as ‘Mobile first’ and the article ‘What is Mobile First Design? Why It’s Important & How to Make It?’ by Vincent Xia. Both contained information on the topic of mobile first however Luke’s book contains a lot of the principles and the book itself is a much more credible source. Vincent’s article had limited information on the topic but can still potentially be useful.
The second set of sources, Responsive web design, includes the book by Ethan Marcotte known as ‘Responsive Web Design’ and the article by Vitaly Friedman, ‘Responsive Web Design - What It Is And How To Use It’. Both of these sources are useful and also contain coding samples for users to try so that they can learn the principles easier. Both of these sources will be useful for the project.
[bookmark: _womxi8jt8lrl]3. Methodology
This section of the report will include the discussion of the research and development methodologies that were planned to be used throughout the project. This section will also cover both the software and hardware that was required to ensure that the project goes as planned.
[bookmark: _cdzodnmm1egr]3.1. Research Methodology
This section will include information on the research methodology that had been decided upon to use throughout the project. This section will start off by covering the philosophy and approach that was used along with the data collection method. Potential risk and limitations that could occur during the project have also been addressed along with ways they can be counteracted.
[bookmark: _ndfk1f8ei629]3.1.1. Philosophy & Approach
This project used a positivist philosophy, this is because a positivist philosophy is more suited for this type of project due to it being based on factual knowledge that can be obtained by research. This project requires research on the various methods that can be used for mobile design which is why this philosophy was best suited. Positivism produces a fairly large amount of quantitative data compared to the alternative phenomenology which produces smaller qualitative data. This method was applied to certain areas of the project such as researching and the survey. The approach that this project used is known as the deductive approach. Deductive approach is a strategy that typically involves developing a new hypothesis on pre-existing theory to then design a research strategy, this research strategy gives the ability to test the hypothesis. Similar to positivist philosophy, the deductive approach is also associated with quantitative data and research. Deductive approach works well with this project due to the hypothesis created on pre-existing theory, the hypothesis for this project is that Mobile 1st design is the best design method for developing websites that support mobiles.
[bookmark: _z4u1mjiwye2d]3.1.2. Data Collection
The data that will be collected from the project will mostly be primary data. The primary data will be gathered from two surveys that will be created, there will be one survey for each of the websites that will be made and will be compared once enough data has been obtained. These surveys will mostly contain quantitative questions however there are also going to be qualitative questions to develop a further understanding of why the users have that opinion.
[bookmark: _xy41qv57nsd]3.1.3. Risks & Limitations
There are a few potential risks and/or limitations that could end up affecting the project. If these risks aren’t properly prepared for then the project could be heavily set up or perhaps even fail entirely.
[bookmark: _nbfu073zvwn7]3.1.3.1. Risks
One possible limitation that can be encountered is time constraints. This limitation may happen during the development phase of the project where failing to meet any deadlines set could potentially lead to the project falling behind. This could lead to certain sections of the project having to be delayed or potentially removed. If complacent then this risk could even happen multiple times. One way to counteract this from occurring is by spending extra time on the project. Another way to counteract this is by managing the time available properly, this can be done by using a GANTT chart, using a GANTT chart allows for effective time management and to allow for realistic deadlines.[9]

One potential risk that can occur is any sort of development/data on the project getting lost. This risk can occur for multiple reasons such as hardware failure, software corruption or malware attacks. The impact of this can vary but can potentially be catastrophic if not dealt with properly. The likelihood of this risk is unlikely but not impossible. One way to lower the chances of this risk occurring is by making sure to back up the project often, this can be done by backing it up on multiple storage devices such as external hard drives or even cloud storage.[10]

Another limitation that could occur is the limitation of resources such as hardware and software. Due to the university being closed there is a chance that the project may be restricted due to limited access to hardware and software that may need to be used. The likelihood of this affecting the project however is fairly low due to most software required being free.

Another limitation which can affect the project is that a lack of knowledge in certain aspects of the project may occur. This could happen during the project when attempting to implement something without the knowledge to do so, this could lead to time constraints over the long run. The likelihood of this occurring is unlikely due to the familiarity with the type of project being created.
[bookmark: _8c010wmfypy]3.1.3.2. Risk Evaluation
Some risks/limitations mentioned are more likely to happen compared to some others while others can have a larger impact on the progress of the project. A risk evaluation matrix provides the ability to monitor these risks/limitations and come to conclude how big of a threat some of these risks potentially are.[11] 
	Risk/Limitation
	Likelihood (1 - 5)
	Impact (A - E)
	Threat Level

	Time Constraints
	3
	D
	3 D, High

	Development Loss
	2
	E
	2 E, High

	Resource Limitation
	1
	D
	1 D, Medium

	Lack of Knowledge
	2
	B
	2B, Low



Please view Appendix 1, as this includes the risk evaluation matrix as a reference to the threat levels.
[bookmark: _yx639zxe12u7]3.2. Development Methodology
In this section, the software development methodology that will be used for this project will be discussed. This discussion will include the methodology chosen and the reason why. The next part of this section will include the resources that will be required to complete this project, this will include information about the software and hardware needed.
[bookmark: _q13ztun6ysbs]3.2.1. Software Development Methodology
There are a multitude of options when it comes to deciding which software development methodology is best suited for this project such as ‘Waterfall’, ‘Scrum’ or ‘Agile’ methodology, these are all suitable for the project however the ‘Waterfall’ methodology has been chosen. This methodology has five main stages known as ‘Requirements’, ‘Design’, ‘Implementation’, ‘Verification’ and ‘Maintenance’. This methodology is a linear approach where it flows from one stage once the one above has been completed, one downside to this methodology is that there isn’t really a way of going back to a previous stage, however, due to its simplicity and analytical methods it works well with smaller sized projects such as this one. The requirements for this project are fixed and this means that the ‘Waterfall’ methodology was able to be as efficient as possible as it works best with projects with fixed requirements in comparison to projects without.[12] Another method that was considered is known as the ‘Prototype Model’ methodology, this is because it had similarities to a ‘Waterfall’ approach but one of the downsides to this methodology is the amount of user involvement,[13] this could potentially slow down the project development quite a bit, another reason is because it seems more suited towards projects that are bigger than this.[14] Please view Appendix 2, as this includes a diagram of the Waterfall Methodology.
[bookmark: _3yk380ykc4w7]3.2.2. Software Requirements
There are a couple of softwares that were required to make sure this project worked out properly. The first software that was required is a source code editor, the editor that was chosen to develop the project is Visual Studio Code. Visual Studio Code had been chosen for the project because it supports a variety of programming languages including the three languages that were required for this project, HTML, CSS and JavaScript. A photo editing software was also required for this project and the software chosen for that task is Adobe Photoshop, this is due to the familiarity the developer of the project had with it along with it being capable of doing any editing required. Any browser can be used for this project however Google Chrome was used.
[bookmark: _ow8ywr62hp8s]3.2.3. Hardware Requirements
Due to the project being web-based there weren’t really many requirements for hardware other than a working computer. The hardware that has been used for this project will be a laptop, a desktop PC and an external drive to transfer files whenever that was necessary.
[bookmark: _bdq23pjinz8p]3.3. Conclusion
To conclude this section, the best suited philosophy for this project is the positivism philosophy. The approach that was decided upon is the deductive approach and a method of data collection will be surveys to gather primary data with mostly quantitative answers. The risks and limitations of this project have also been addressed and evaluated by using a risk evaluation matrix to identify which risks/limitations need to be prioritised. The software development methodology is the ‘Waterfall’ methodology. Finally, resources that were required such as software and hardware requirements were specified in this section. 
[bookmark: _oufve7ve6a0f]

[bookmark: _63p849cfpa11]4. Design
This section of the report will include the design and implementation process of the two web applications that have been developed for this project. This section will start with detailing the design, this will be done by addressing the requirements and method, while showing the initial designs of the wireframe and prototypes.
[bookmark: _2bhb54v0t4ug]4.1. Design
In this section, the requirements will be outlined along with the methods mentioned. The initial design phase will be included with the wireframe and prototype created.
[bookmark: _ucsvzmq2ty6j]4.1.1 Requirements
There are a few requirements that have to be addressed before the initial design phase. The main requirement for these websites are to be to support not just a desktop web application, but a mobile web application also. One website will have to be created using Mobile First design while the other will be created using Responsive Web design. The UIs for the mobile will have to be designed separately from the desktop UI. Both websites should allow the user to complete simple tasks on both screen resolutions without many problems. Users must have the ability to navigate the websites efficiently and easily. For mobile devices the navigation bar should always be vertical to allow for easy control. The websites created will also have to look appealing to the users of the site. Information on the website will have to be simplistic and not overwhelming. Text will have to contrast the background to allow for an easy reading experience. The implementation phase will be successful if all of these requirements are met.
[bookmark: _jzi2uth2648f]4.1.3 Wireframe & Prototype
A wireframe for the home page was created first for both a desktop and mobile layout, this gave a rough idea on how the home page should look. Once that was created the prototypes were then also made, these were similar to the wireframe but brought along a colour scheme that is planned for the project. The colour scheme decided to include the simple dark greys and white to provide a nice contrast for users. Please view Appendix 3, 4, 5 and 6 as these include the wireframe for the desktop and mobile version of the home page along with the prototype of the home page for mobile and desktop
[bookmark: _csd5i5uicvv]5. Analysis
In this section of the report the data gathered from the survey created will be analysed to come to a conclusion on what the results were from the two websites created.
[bookmark: _cimrt84t12r5]5.1 Survey Analysis
This section will be comparing the set of results that have been received from the survey created. The survey asks the same questions for both design methods. Looking at the results will give an idea on which method was most effective in this experiment.
[bookmark: _snqygvnt0eod]5.1.1 Questions
Question 1
The first question of the survey was ‘How old are you?’ This was the opening question to gather an understanding of the age group that replied to this survey.
[image: ]
As you can see the age group of the people who responded to the survey varied quite a lot however it is clear that the age group 26-30 had the most responses with 40% along with another 40% being younger than 26.



Question 2
The second question of the survey was ‘What device do you use the most when browsing the internet?’ This gives a good idea on what the people who responded typically use as their way of accessing websites.
[image: ]
Based on the results above, 50% of people who responded mostly use mobile phones to browse the internet closely followed by desktop/laptop. 

Question 3
The next question is asking the user how many times they browse the internet every day. This will give an idea on how active the people answering are online.
[image: ]
The responses from this question are fairly split. 40% of users use a device to browse the internet more than 10 times a day while another 40% only browse around 1-5 times.

Question 4
This question is where the survey begins to ask questions about the websites produced. The survey starts with mobile first and asks how easy was navigating the website while using the desktop view.
[image: ]
The results show that it was clearly at the very least easy to navigate through the site, this shows with the 70% claiming it was very easy.

Question 5
This question is similar to the last one but asks about the mobile experience navigating rather than the desktop experience.
[image: ]
The results are also similar to the last question but this time with a higher percentage on the very easy option with a total of 80%.

Question 6
The next question is about the content that is displayed on the pages on the website, the question asks how satisfied were they viewing the content when using the website on a desktop size.
[image: ]
Based on the results, the users were satisfied with the content and how it has been displayed on the page, this shows due to there being 90% of results being satisfied or higher.

Question 7
Similar to the last question but with the alternative mobile experience that is supported with the website.
[image: ]
Compared to the desktop experience, users are more satisfied with the content and how it is presented through a mobile size screen, this shows with 30% of users being satisfied and the other 70% being very satisfied.

Question 8
This is where the mobile first section of the survey starts to end, one of the last questions in this section asks the user if they were satisfied with the overall desktop experience from a mobile first design.
[image: ]
The results show that most users are satisfied other than one who thought it was ok, on the other hand the other 90% of users were satisfied or higher.

Question 9
This is the final question for the mobile first section and it is similar to question 8 with the only difference being it related to the mobile experience instead.
[image: ]
The results show that users were much more satisfied with the mobile experience that was made with mobile first methods. This shows due to there being 80% of users having a very satisfied response.

Question 10
The questions are now repeated to get an understanding of how users felt their experience was with the responsive website instead.
[image: ]
The results show that users were satisfied with the desktop navigation made with responsive web design. This shows with 30% of users being satisfied and the other 70% being very satisfied.

Question 11
[image: ]
The navigation in the mobile view received worse responses in comparison to the mobile first method but overall still isn’t terrible. This response generated 30% Ok, which isn’t the best considering the responses mobile first received.

Question 12
[image: ]
The content displayed on the desktop version of the website received good responses overall with 50% of users being satisfied and the other 50% being very satisfied.

Question 13
[image: ]
Similar to the feedback received on question 11, it seems that the responsive web method used wasn’t able to display content as well on a mobile device in comparison to a desktop device.



Question 14
[image: ]
The results above show that users were overall satisfied with the desktop experience that was made with responsive web design.

Question 15
This is the final question of the responsive web design section of the survey, which will follow a conclusion of the responses that the users provided.
[image: ]
The results show that the overall experience on mobile was satisfactory for most of the users however 20% thought it was ok.



Question 16
After the users have given their responses on their experiences with mobile first and responsive web, they are then asked which of the experiences did they prefer.
[image: ]
As you can see from the results all the users preferred using the mobile first method compared to the alternative.

Question 17
Finally the users are asked for their reasoning behind why they preferred to use mobile first developed website over the responsive web one.
[image: ]
As you can see from the responses there were a few reasons as to why they preferred mobile first, the most common reasons stated were due to the navigation functionality and how the content was displayed. 
[bookmark: _o6db06u6j9um]5.2 Conclusion
After reviewing the responses that the users provided after using the website, it is safe to conclude that the users believed that the mobile first website provided a better experience. The responses received were fairly similar in regards to the desktop experience however most complaints were with the mobile experience from the responsive web method, this could be due to mobile first prioritising mobile design while responsive web prioritises desktop web design.
[bookmark: _aeywpfv7rgjf]6. Evaluation
In this section of the report, the aims and objectives will be compared to the project that has been developed to determine if the project has been successful. The first aim of the project was to analyse the various methods that can potentially be used when resting websites supporting mobile devices. The objectives that were set for this aim have been met, this aim was purely to research the design methods that would be used in the project and get information on them such as the principles, these were found in the books ‘Mobile First’ and ‘Responsive Web Design’. The second aim was to create two functioning websites which both use separate design methods, one using mobile first and the other responsive web design. The first objectives for this were to create a wireframe and prototype for the website before implementation, both of these objectives were met. The final objective for this aim was to develop two websites using the decided design methods, this object was met as a website was created with mobile first principles and another was created with responsive web principles. The final aim for this project was to conclude which of the methods used on the developed website are best suited for mobile design. The first objective was to have people use the website and then give feedback via the survey, the objective states two surveys however later down the road it was combined into one to allow ease of access for the users. The final objective was to create a report which displayed the findings based on the survey results, this objective was also met.
[bookmark: _88zcit1n0cru]

[bookmark: _q8robpie9527]7. Conclusion
This section will include an overall conclusion of the project and will include a summarisation of the sections that were in the report.
[bookmark: _m6ebwad6he71]7.1 Summary
In conclusion of this report, the aims and objectives for this project were met, the literature that was reviewed in the literature review section were helpful for ensuring this project finished properly. Although some of the sources in the literature review weren’t needed, most were still relevant and up to date even if the source was published a few years back. The next part of the report was the methodologies, the research methodology was discussed and with it the philosophy, approach and risks/limitations were identified. The development methodology was also discussed and the software methodology was decided upon along with the software and hardware requirements being outlined. After that the design section of the project concluded with the requirements for the websites being set and the wireframe and prototypes being designed. The implementation stage included the problems that occurred during development along with what needed to be done to overcome. Once the websites were created the analysis section involved a report on a survey created for users to provide feedback on the websites, the analysis section came to the conclusion of which mobile first design method was best suited in this case.
[bookmark: _kk6hiv6yl7iy]8. Reflection
After finishing the project, it can be called successful due to a few main reasons. The first main reason is because the aims and objectives have all been met. Another reason that this project can be called a success is due to the projects purpose of evaluation mobile design methods has been served. Throughout the duration of this project knowledge was gained from the sources that were reviewed along with other external ways of learning the methods. Although this project is believed to be a success, there are a few things that could’ve gone much smoother. Time management was a big part of this project and due to not managing time properly there were a few setbacks along the way. If a project like this would be done again, time management would have to be thought of much more.
[bookmark: _nynjfktdlno7]9. Appendices
[bookmark: _g6a7y2tgnxcf]9.1 Appendix 1.
Risk matrix evaluation to evaluate the threat level of a risk to the project
[image: ]
[bookmark: _lc3eiqy50ti6]9.2 Appendix 2.
Diagram of the Waterfall methodology
[image: ]
Image from (https://www.smartsheet.com/content-center/best-practices/project-management/project-management-guide/waterfall-methodology)
[bookmark: _ass882f1elz1]9.3 Appendix 3.
Wireframe mobile design of home page
[image: ]
[bookmark: _a7l2r66njpp9]9.4 Appendix 4.
Wireframe desktop design of home page
[image: ]
[bookmark: _usiiierh0mq3]9.5 Appendix 5.
Prototype design of the home page on a mobile device
[image: ]
[bookmark: _omaqsl49lry1]9.6 Appendix 6.
Prototype design for the home page on a desktop device
[image: ]
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