Tristan Harward

Sherman Lee

Prescott Nasser

Christopher Fan 
User Testing
Study Proposal

1. Objective

· Determine if users are able to complete the tasks using the interface 
· Does the user correlate a logical flow of actions associated with the main interaction elements such as tabs, side menus, drop down menus etc. 

· Obtain a qualitative understanding of the users’ experience when they attempt to share music online. 

· Identify any points of confusion or frustration that novice users will have in attempting to perform the tasks

2. Description of system being tested


The interface is aimed toward website owners who would like to share music on their website through an embedded streaming music player.  They would accomplish this by logging onto our service to upload songs, enter specific information and comments they want to share about the song, and modify preferences to share similar artists and music, and customize the player.  After completing these actions, our service outputs a simple snippet of code that the user can incorporate back into the original homepage.  

The tasks we expect users to perform are making music collection accessible to others, sharing specific information about a song, presenting music player in a visually aesthetic way, and sharing information about artists and music similar to specific songs.

Target Persona: 

· Ted
· Age: 20
· Gender: Male

· Educational Background: High School Diploma

· Background: Ted is also in a band. 

· Level of Expertise: 

· Technology Expertise: Basic knowledge of internet

· Has not used MySpace or other online music streaming websites

· Has Ipod and familiar with iTunes interface for uploading music from the computer to the portable player. Has not bought anything from iTunes online music store.

· Attitude: His friend Joe maintains Ted’s band website in his spare time. Ted likes to be in charge of “look” of the band, but does not have familiarity with coding. Ted depends on Joe to translate his artistic ideas into the website. He would like a more active role in customizing the appearance and also the content available on the website. 

· Favorite Music: The inspiration for his works comes from his favorite bands such as the Goo Goo Dolls and Third Eye Blind. He would like to give credit to these bands for giving him good ideas.

3. Task Environment and Materials


The test will be performed in a home-like environment.  The user will be in a quiet room where they may be listening to some music.

A recorder will be used to record everything the user has to say.  We will have a dedicated person to write down observations with pen and paper.  We will also need a stop watch to keep track of how long the user will take to complete a specific task.

4. Methodology

a. Introduction to test subjects
1) Hi, thanks for volunteering for our user testing.

2) Introduce everybody and their roles.

3) We are currently students in Computer Science: User Interfaces. We are currently creating rough interfaces of an online streaming music player. The purpose of this test is to determine if our interface enables users to perform certain tasks.  We will ask you to perform a certain set of specific tasks. During this process, please vocalize anything you are thinking. For instance, if you have trouble determining the next course of action, please verbalize this thought. 

4) The data we are collecting will be anonymous and we will not include your name or any other personal information about you. 

5) This test is completely voluntary and you can stop at any time you wish.

6) Once again, it would be extremely helpful to us if you “think out loud”.  Please communicate with us any thought that goes on in your mind when you are going through the process of completing a task.

7) We know that sharing copyrighted music is illegal.  Users of our service should not share those types of songs.

b. Any training you plan to perform

1) No training needed. 

c. How you are going to ask the test subjects to perform the tasks, 

1) Easy Task: Suppose you have already uploaded songs onto our service.  When you first log in, you will see a list of your uploaded songs.  This is where we will start from.  Now let’s say you want to share specific information about each song to other listeners.  Could you try to perform this task?

2) Moderate Task: Now suppose you want to share specific information about similar artists and music with listeners.  Can you try to perform this task on the interface?

3) Hard Task: Finally let’s say you want to make the music player aesthetically pleasing.  Could you go ahead and try to perform this task?

d. Wrap-up discussion with the test subject
1) Double check key findings.

2) Thank the person.

3) Provide contact information.

4) Let them know they can find out more about our project.

e. How you are going to thank the test subject for helping you 

1) Tell them how much you appreciate them for their time.

2) Buy them a drink or coffee.

f. How you plan to record information from the study
1) We will use a recorder to record everything the user has to say and what they are thinking when they are “thinking out loud”.

2) We will also record observations in excruciating detail with pen and paper.

3) A stop watch will be used to keep track of time of how long it takes to complete a task or how long a user spends on a specific screen/interaction element. 
g. Modifications

1) Instead of prompting the user to perform each of the three tasks separately, we told the user all three tasks to perform at the beginning. It allows the user to act with less constraints and gives us a better understanding of when the user considers a task accomplished.
5. Tasks


Easy Task: User wants to share specific information about a song to other listeners. 

· Uploaded Files

· List of 3 song names

· “Song Name”

· “Another Song Name”

· “Yet Another Song”

· Specific information the user wants to enter on the site

· Song Name (given), The User’s Band’s Song 

· Album – “Rocking Songs”, Artist – “The Rocking Band”, artist website – “www.therockingband.com”, lyrics – “oh yea, this is the song, we rock all night”

· Personal Commentary

· Why I Like this song – “There is an awesome riff 30 seconds in”

· Any random tidbits about the band – “We started in my grandmother’s garage!”

· Story behind the song – “After a long jam session, we went to eat and write songs all night….”

· How the song relates to my current life right now – “We currently have practices that sometimes last all night…”

Moderate Task: The user wants to share this song with other similar artists and music with their listeners.

· The user wants to share peer artists that are friends of the band called “FSM Grunge Rockers”

· The user wants to share songs under the same categories as the similar artists “Goo Goo Dolls” and “Third Eye Blind” 

· The songs tend to make the user very “happy” when listening to them

· Otherwise, the user wants his songs to be accessible to listeners looking for similar music within same genre or category

     Hard Task: The user wants to make the music player aesthetically pleasing. 

· The user should be able to change the general appearance of the player

· The user should be able to adjust the color of the player

6. Test measures

· Determine if users are able to complete the tasks using the interface 
· Does the user input the correct specific instance data given in the right sections of the interface? Were specific design elements used improperly or not used? 

· Does the user feel confident that the interface has sufficiently been used to accomplish the task

· Does the user correlate a logical flow of actions associated with the main interaction elements such as tabs, side menus, drop down menus etc. 

· Observer should watch if the user performs the actions in a confident pattern. Is there any hesitation, or pause when a user clicks or interacts with the interface

· How often to users experiment with interface elements? Do they confidently click once on an interface element? Do they click multiple times as if unsure about the behavior? Do they oscillate between different interaction elements?

· Obtain a qualitative understanding of the users’ experience when they attempt to share music online. 

· Ask the user to verbally vocalize their thought patterns when interacting with specific design elements

· Why are they going to interact with a specific design element? Are they picking something at random? Are they clicking something because it has specific wording? Are the clicking something because they have seen similar types of design elements?

· After clicking a interaction element, did it do what the user was expecting?

· Identify any points of confusion or frustration that novice users will have in attempting to perform the tasks

· Observe if the user hesitates when performing interactions with the interface

· Ask why the user is hesitating

· Vocalize indications of frustrations or uncertain behavior

· Random clicking to find the next course of action

· Long pauses as if uncertain what to do

· Repeated actions expecting different results

· User searching for “expected” actions that are missing from the interface to accomplish a task

· After each task, clarify with the user whether it was easier, or harder than expected to accomplish the task.

Study Report

Challenges

1. Both users had slight confusion of what actions constituted the completion of task 2 even though they had successfully accomplished the task (observation 5). From the cognitive walkthrough, we incorporated changes to the interface that made any use of tags an act of sharing the song with other songs of similar tags. The two users had previous experience with tags, and assumed that the tags would be used in some sort of sharing mechanism. However, the users did not really make the necessary association that their use of tags automatically accomplished task two. The users were unaware that they were accomplishing task two. Only when one user viewed the “profile” page and read the “Share songs with other similar songs using tags” description did the user then confirm his assumption that tags were used in sharing. This violates the design principle of recognition rather than recall.  More information and usage of tags is hidden under the “profile” page.  The option isn’t directly visible to the users and they would have to search under different pages to look for it.  We could fix this by incorporating an option to make convert a local tag into a global tag from within the individual song interface. An option such as “apply to all songs” would in essence allow global tags to be created when normal tags are created. 

2. Observation 3 indicated that essentially, the users thought that saving at any point while making changes in any of the three tabs for a song would save all the changes. However, our current interface only supports saving of the tab you are currently in.  This violates the design principle of consistency and standards.  In most interfaces with tab features, users can switch between tabs without losing any information.  In our interface, typing information under one tab and then switching to another tab without saving could cause you to lose that information if you never go back to the original tab and click save.  We could fix this by saving changes made to a song instead of individual tabs within a song. Instead of forcing users to “save” changes made to each tab within a song, the “save” button will save all changes made to all tabs. 

3. There needs to be better explanation of the use of Global tags (observation 6). The user at first could not make the distinction between the global tags and the individual song tags. This violates the design principle of help and documentation.  The user could not figure out how to use a “global” tag because they didn’t have any access to help or concrete examples of using “global” tags.  We could fix this by adding more documentation on the usage of “global” tags.  In essence, the global tag is a shortcut to add a “global” tag to every uploaded song. Upon further explanation, the user was able to generate a correct use of a global tag. However, none of the users used a global tag because it was buried within the “profile” page. 

4. Observation 2 indicated that the users tended to generate what information they could input on the screen from the on-screen indicator descriptions. Both users casually glanced over the “Getting Started” page (observation 10), and jumped straight into the interface. Generally, they had no trouble figuring out what to do on the screen when after reaching it. However, their interaction was less scripted than planned because they did not read the “Getting Started” page thoroughly. One user indicated that she knew the interface designers had a particular “ordering” of actions due to the numbered list nature of the “Getting Started” page. But she ignored it because she generally ignores most “Getting Started” pages. The ordering of options on the side menu matched the scripted ordering of actions introduced in the “Getting Started” page, so it in essence performed the function of the “Getting Started” page. 

Users should not have to go to a separate page to figure out what they could do on the current page.  This violates the design principle of recognition rather than recall.  The instructions for use of the system should be visible, but instead you need to go to a different page and you might forget what you need to do when going back and forth between pages.  To fix this we need clear communication of the courses of action that can be performed from every screen. 

Positive Findings

1. Users exhibited a clear logical flow when performing task one. Observation 1 generally showed that the users performed actions to accomplish task one with clear confidence and method. The usage of the tabs follows the design principle of consistency and standards.  Users are probably already familiar with tabs and not that click a tab will show different information that you can edit.  They don’t have to wonder whether the action of clicking the tab will do something drastically different.  Also, the labeling of the tabs followed the design principle of match between the system and the real world.  The labels spoke the users’ language with words they are familiar with.  This made it more intuitive what tabs to click to help accomplish the task.

2. Users were able to complete all three tasks. This is a result of good naming conventions for tabs, menus, etc. and general simplicity of the entire interface.  Good naming conventions follow the design principle of match between the system and the real world because the names speak the users’ language.  They are familiar with the names.  Simplicity of the entire interface follows the design principle of aesthetic and minimalist design.  The side menu is simple, easy to follow, and shows enough information without clutter.  Each page linked by the side-menu also is very simple, doesn’t show too much information, and isn’t cluttered.  There is no irrelevant information.  The users were able to accomplish actions to accomplish all three tasks.  Refer to Challenge #1 above about concerns for task number two. 

3. Users were comfortable with the various interface design elements. There was no hesitation or confusion about what would happen after clicking on an interface element. Forms, combo-boxes, drop-down menus, tabs, and the side-menu are all interface elements that users are already familiar with.  This follows the design principle of consistency and standards.  Users are already familiar with using those elements so they have no problem with using them in our system.
Changes

Proposal Changes

After User #1 was tested, we made several changes to our proposal:

1. Instead of starting at the “Manage” page, we decided to start at the “Getting Started” page to get a better idea of how the user would follow from the beginning.
2. Emphasize the idea of thinking out loud and give a better explanation.
3. Emphasize treating the interface like you would a computer, and do not skip any steps or actions.
4. Ask the user to be more imaginative about their persona. Like, “Who’s your favorite band? Okay, now imagine you’re the lead singer for the band and you want to put a music player on your web site….”

5. Instead of prompting the user to perform each of the three tasks separately, we told the user all three tasks to perform at the beginning. It allows the user to act with less constraints and gives us a better understanding of when the user considers a task accomplished.
Prototype Changes
After User #1 was tested, the following changes were made to the paper prototype:

1. Addition of a link to “Getting Started…” above the main navigational links on the left. This should make it easier for users to get back to the process if they get lost. [2]

2. Addition of a line of explanation for “Global Tags” on the “Create Profile” page. [6]

3. Addition of arrows from the “Getting Started” items (1-5) to their corresponding common navigation on the left side. This makes a consistent connection between the steps and the persistent navigation, making the steps easier to follow regardless of where you are in the process. [2, 10]

After User Two was tested, the following additional changes were made:

4. Changed the design of the tabs on the “Manage” page to be more like the Windows interface, where the tabs change back and forth, but they share a common pair of Save and Cancel buttons. [3]


5. Added a short explanation of the purpose and tasks associated with each page on the page itself. This serves as a kind of context help or learning aid, and helps with recognition rather than recall. [2]

Observations

1. Smooth progression of actions to accomplish Task #1: Share song information

· User One

a. The user identifies the “song info” tab correctly

b. Proceeded to click on the song info right away

c. Straightforward procedure to enter the song information directly into the form 

d. The user next proceeded to the “tag” tab

e. He correctly put the genre information right into the tag using the interface

f. Was looking for a corresponding “genre” section in the “song info” tab page found the opportunity to put “genre” information through tags

g. However did not click the save button 

h. Jumped to the personal information and entered info into the comments of the song part.

i. When user thought the task was completed he said “that’s basically it” after going through each of the tabs.

· User Two

j. Jump to song info and entered correct information

k. Also did not hit Save

l. Skipped to tags in next decision and put a relevant tag “orchestral” 

m. Went to “personal comments section” and enter good comments

n. User thought the task was completed when they went through each of the tabs and figured there was nowhere else to go to enter in more info.

2. Click first then discover functionality on the page

a. Both users did not take much time to read the all the numbered steps on the “getting started” page, and did not express the desire to return to that page. 

b. The users logically went through the options on the screen looking for functionality that would help perform the task. 

c. For Task #1, user 1 logically went through the tabs in order from left to right (song info->tabs->personal). 

d. The user clicked first, looked at the information on the screen, then correlated what information could be entered and how that would help to accomplish the task.

3. Behavior of clicking “save” 

· User 1

a. Did not use the save buttons after entering tag information. 

b. The user later expressed that he thought changes appearing on the screen would still be in effect as he changed from tab to tab within a song. 

· User two 

c. Only clicked save on the “personal comments” page to indicate that she had essentially performed task one.  

4. User actions to perform task 2: Share song with other songs of similar artist or music type

· User 1

a. Went straight to tags tab without hesitation

b. The user said has familiarity with “tags” from other services like flickr

c. Has a question about what a “mood tag” in the instruction description for tags

d. Believes that the genre tag he entered before is enough and does not enter further tags

e. Went to the comment section to provide information relevant to the section similar to the artists

f. He entered text to actually explain the rationale behind why other artists are similar to the song

5. Both users had slight confusion of what actions constituted the completion of task 2. 

· User One

a. The user never went thoroughly through the “profile” page to discover the “share songs with similar artists/music using tags”. 

b. The user assumed that tags would be naturally used to associate the song with songs with similar tags, but was not entirely sure about this conjecture. 

c. Since the user has experience with tags, a confirmation statement on the opening “getting started” page would have confirmed the use of “tags” with task #2.

a. User Two

d. She had experience using tags and shared the sentiment of user one that using tags would automatically associate the song with songs of similar tags. 

e. However, she needed only confirmed this thought when she went to the “profile” page and saw the “share by tags” option. 

6. Exact use of Global Tags

a. User 1 did not understand at first the distinction between “global” tags and tags associated with a single song.

b. He expressed the need for a better description describing what a global tag is.

c. After we gave a better definition, the user was able to give a correct example of when he would use a global tag.

7. User actions to perform task 3: Make the player aesthetically pleasing 

· User 1

a. Jump to customize player side bar right away

b. Went to basic customization

c. Went directly to change color scheme


d. Selects the “winter theme” to see how that actually changes the appearance

e. Then experiments with the “choose skin” drop down menu

f. Went to standard skin then clicked finish

· User 2

g. Jump to customize player and basic customization

h. Jumped straight to the color portion drop down menu

i. Skipped right away to the “custom colors”

j. Click on the purple section

k. Choose skin portion next 

l. Looked at the dropdown to decide to switch between minimal, standard,  full

m. When asked said that “full” mean “more information” text detail about artist

n. Click finish 

8. Interacting with music player in “preview” of skin

a. Both users did not click any of the interactive buttons on a “preview skin”

b. Looking at the skin was good enough to gleam functionality

c. Tended to ignore the checkbox list showing functionality of the different types of music skins

9. General Comments about “Custom Color” feature from User 1

a. Impressions on what feature is: “You can change the colors of particular portions of the player”

b. Did not click initially the custom color because would take too much effort to micromanage the colors

c. Understood the importance of the hex value portion of the custom color

d. Felt it was enough to allow 2 types of colors for each skin design

10. General thoughts about the “Getting Started Page” for User 2

a. She realized that there was an ordering of actions due to the numbered list

b. But she jumped to other different types of shortcuts because she knew about similar types of interactions 

c. Expressed that she generally does not follow tutorials

d. She was wondering how to go back really back to the first page upon further thought

e. Did express that a clear order in the tutorial would be helpful, you can skip it if you need to like she did.

11. General Impressions from both users

a. Felt comfortable using the interface elements at every screen

b. Liked the clean simple layout

c. Both users have interacted with much more complex websites and felt they could discover functionality from this website if needed 
