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1:  INTRODUCTION - PROBLEM AREA
We choose Lifestyle, Leisure and Entertainment as our problem area for this project. Within that broad area our focus was on Lifestyle. We again shorten the focus to a niche in productivity and healthy
habits. Through background research we aimed to identify current issues within this space within the young adult and teenager demographic to justify both a need for the application and a gap in existing
solutions. . 

Within our research, focusing on issues on productivity and heathly habits, we decided to focus on improving habit-tracking for young adult as our problem scenario. 

With a growing trend of low attention spans (Hayes, 2023), young adults are struggling to establish consistent healthy habits, and remain productive. We have found that this problem
disproportionality affects young adults, with the cause being largely tied to an overexposure to social media and smartphone addiction (Carstens et al, 2018) (Duke & Montag, 2017). By establishing
consistent, productive habits, the cycle of poor productivity can be broken, as individuals are found to be most productive when faced with consistent challenges – big or small (Simonsen, 2020).

We have identified this to be an important issue to explore over other problem areas, as this is an issue that impacts many of our peers in their daily life. As well as this, social media and smartphone
dependency is becoming a more and more prevalent issue, as technology becomes deeper integrated into our day-to-day. We believe that by exploring this issue deeper, we can uncover the most
effective ways consistent productive habit making can be adopted. 

This leads us to our original problem statement and five research questions we developed to aid in the conduction of our primary research. Although we have five research questions, these can be
separated into experiences on existing self-tracking solutions and productivity / healthy habits broadly. We wanted to understand what made people productive, what barriers exist making it difficult to
build good habits and how best to target our demographic.

“To understand how self-tracking apps can be better suited for young adults, in order to
address the demographic's specific needs regarding productivity.”

Appendix A.0



1:  INTRODUCTION - PRIMARY RESEARCH

01 02 03 0504

How do gamified
applications improve

engagement? 

How can self-tracking
applications be better suited for

young adults?

What type of features are
effective or missing from self-

tracking applications

What are the barriers
preventing young adults from

being productive

What motivates people to form
and maintain habits and be

productive?

For our research protocol we will conduct interviews, online ethnography and questionnaires. This allowed for a range of qualitative / quantitative and lab-based / in-the-wild. As mentioned in the
previous slides the data we gained can be separated into experiences with self-tracking and productivity / healthy habits. Therefore for analysis we developed two separate affinity diagrams to help
display the different types of data. For synthesis we developed three personas and two storyboards.

1 2 3 4 5 6

Questionnaire 
see Appendix A.1

Interviews 
see Appendix A.2

Online 
Ethnography

see Appendix A.3

Affinity 
Diagram

see Appendix A.4

Personas
see Appendix A.5

Storyboards
see Appendix A.6

Primary Research Analysis Synthesis

Appendix A.



1:  INTRODUCTION - EXISTING SOLUTIONS + RESEARCH SUMMARY
Productivity applications are quite common, there are a variety of different ones out there. For this discussion we will be focusing on two different productivity
applications similar to our vision: Habitica and Flora.

Habitica Flora
Flora blocks distracting apps in a pleasant way to help you focus on what's more important in real life. If you cannot resist

the temptation of using your phone and leave the app while growing a tree, the tree will be killed! (App Store, n.a.) 
Habitica is a free habit-building and productivity app that uses retro RPG elements to gamify your tasks and goals.
Use Habitica to help with ADHD, self care, New Year's resolutions, household chores, and more! (App Store, n.a.)

Both applications are limited, lack customisability and do not have statistics. Specifically, Habitica is too limited due to how ‘gamified’ their app is and the application is freemium, and Flora leaves little
room for freedom with only the Pomodoro method which no pause or exiting allowed and has no audio to indicate breaks. Flora is however quite effective with hundreds of 5 star reviews and is well
known. Habitica has a niche target audience which allows them to cater better to their audience’s needs and wants. 

A lot of our research also revealed the limitations of existing solutions. Overall, participants also supported gamified or a fun and engaging application for self-tracking over a regular one. The main
complaints about existing solutions were that they were ‘tedious,’ ‘too complication,’ ‘cost money,’ ‘ads.’ Having this in a application aimed for self-improvement is counter productive. Users identified
what was most important for them in self-tracking apps with the necessity for a good UI, easy to use, customizability, visibility of progress and motivation. Visibility of progress was most notable,
people wanted to clearly tick off tasks, view statistics of progress and have audio for completing tasks (Appendix A.4.3). It was identified that the top 4 motivators for participants are self-
improvement, pressure, success and competition which should be considered in our approach.

One of the key insights discovered in the primary research was that having healthy habits often results in higher productivity (Appendix A.1.2, A.4.2). Therefore we narrowed the scope of our product to
focus on building habits rather than overall productivity. Furthermore as mentioned in the existing solutions sections, participants had very clear perceptions of what they liked or wanted and disliked
within new applications, leading us to our new problem statement:

“To discover the most effective ways to implement personalised, engaging and manageable
habit tracking solutions through a digital medium”

Appendix A (all)



2:  CONCEPT DEVELOPMENT - IDEATION PROCESS
We approach early ideation with rapid methods with reverse thinking, crazy 8's, mind mapping and storyboarding. To increase the effectiveness of our ideation we conducting this in a group session
(Harley, 2017), allow us to first develop our own ideas briefly and come together to further develop specific concepts. Following this we further developed individual concepts with more detailed sketching
and used a decision matrix to choose which concept to further develop. Once we formed this foundation we completed an ethic canvas before finalised our design concept. The three ideas we narrowed
our ideas to were:

Competitive leaderboard based app
With this concept, we imagined a more competitive

experience, where users would have an online
leaderboard that promoted having the longest habit

streak.

Freeform “pinboard” based app
With this concept, we imagined an app where users

would be given a freeform “pinboard”, where they could
add a number of widgets provided by the app. This

would allow for an extremely customisable experience,
however, we worried that this concept may be too user-

led nd provided little social interaction.

Point system, profile based app
With this concept, we envisioned an app that promoted
habit tracking through some kind of point system. We
found from our research, that this method of incentive
was effective in encouraging young adults to become

consistent in other habit tracking apps. 

Ultimately, we decided to move ahead with the 2nd concept, as we felt it combined the customisation of the third concept, and the gamification of the first concept. As well as this, when assessed
in our decision matrix, this idea scored the highest.

Appendix: B.3.2 Appendix: B.3.3 Appendix: B.3.4 
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iteration 2

Final
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iteration 3

2 Expert tests 3 User tests

3:  TESTING & ITERATING - PROCESS OVERVIEW
As a brief description of the overall testing and iterating process. In total there were three rounds of usability testing starting on mid-fidelity wireframes to high-fidelity interactive prototypes. As noted
below, the number of experts or users is per interface. In the first round of usability testing we were quite limited as the prototype was not interactive, this therefore required more involvement by the
moderator when the participant successfully completes a task, for this two usability testing protocols were developed for experts and users. The experts will complete a cognitive walkthrough while the
users will vocalise their thought process with a think aloud. The second round of testing involves an in-depth usability testing session with two experts which complete an heuristic evaluation individually
and then a lengthy discussion with the moderator to gain a further qualiative data regarding their perspectives and experience. The third and final round involves three users (per interface) which will
involve a Think Aloud, SUS Survey and contextual interview. Between each round of testing iterations are made based off our analysis and insights from the data gathered.

Round 1
*per interface

Round 2
per interface

Round 3
per interface

*As the watch interface doesn’t have all features available to test in the first wireframe testing session, extra expert and user testing will be conducted  on the mobile wireframe for
features NOT in the watch wireframe. This will become more clear in the next page

Appendix D



3:  TESTING & ITERATING - WIREFRAME TESTING PROTOCOL
To briefly describe the iteration from wireframes to mock-ups, we first started with five features we needed to test and develop. Due to the limited capabilities of a smart watch with a small screen
(Ghazarian, 2014), only three features will be tested with extra testing conducted on the smartphone version.

Our goal is to see if the habit adding / customising features (Task 1,2)
To see how time the set up efficient (Task 3,4)
To see how intuitive the user customisation options are (Task 5)

How did the system for setting up a habit and inviting a friend feel? Was it easy 
Did the process for creating a new habit feel too long?
Would you have liked to customise the environment (habit tracking page) of your character
more?

For both User and Expert testing there are two scenarios covering different tasks for them to
complete:

Scenario 1: You just downloaded the app and want to start a habit with your friend. Your goal is
to set up your profile, then create a new habit with a friend. (Tasks: 1, 2, 3) [Desktop, Mobile,
Watch]

Scenario 2: After meeting your goal of completing your habit 10 days in a row, you earnt some
coins! With these coins, buy and equip a hat for your character. Then edit your homepage to set
yourself a goal for the week. (Tasks: 4, 5) [Desktop, Mobile]

We established three usability testing goals:

User Testing Protocol
Users will only be informed of the scenario and be told to vocalised their thought process with
the Think Aloud method. Afterwards an interview is conducted.

Expert Testing Protocol
Experts will be informed of the scenario but also the specific tasks as they go through a Cognitive
Walkthrough, requiring them to grade each step within a task as either a success of failure on
four categories. Afterwards an interview is conducted. 

Expert + User POST Interview Questions

Appendix D.1.1

Appendix D.1.1



EXPERT
Cognitive Walkthough

3:  TESTING & ITERATING - USABILITY TESTING METHODS ROUND 1

USER
Think Aloud

A cognitive walkthrough is used to evaluate the learnability from the perspective of a new user which is highly structured as
you walkthrough tasks and assess it. The cognitive walkthrough requires a minimum of two experts, one acting as a
facilitator and the other as an evaluator while we will be the moderator (Salazar, 2022).

From the words that some would consider the founder of UX, Jakob Neilson supports Think Aloud as the #1 Usability testing
tool, “Thinking aloud may be the single most valuable usability engineering method.” (Neilson, 1993) This method which is
employed in the user testing of the wireframes simply involves prompting users to completes tasks and talk through their
thought process to identify how they can work through your application from a user’s perspective. (Neilson, 2012)

EXPERT + USER
Post Interview

Following the usability testing for both Experts and Users, a contextual interview will take place. This allows us to further
explore areas we observed them to struggle with to gain further clarification and also further opinions or recommendations
we can take into consideration in our data analysis and further iterations (Usability.gov, 2023)

Using data from transcripts, Think Aloud, Cognitive Walkthrough and interviews we analysed our data with a combination of bottom-up and top-down methods and synthesised these into a usability
testing insights table. We found three key insights from each interface. More details on establish these insights can be found in Appendix D.1.4

Users were confused on how to create a new habit, and
assumed it was accessible in the home page

Users wanted the avatar shop to be expanded and have
the ability to try on an item before you purchase it

Users did not recognise how to add a widget to their
home page and how to make widgets move

Users felt overwhelmed with the amount of buttons when
configuring a new habit

Users did not mind spending extra time configuring a
new habit - being if they focus on only one habit 

Users wanted more digital feedback to confirm certain
decisions (selecting a character)

Users felt that some instruction text was unnecessary or
distracting.

Users did not want to spend time navigating to different
pages.

Users wanted a more visible contrast when editing the
homescreen.

Smart Phone Smart Watch Desktop

Appendix D.1.4



3:  TESTING & ITERATING - WIREFRAME TO MOCKUPS - MOBILE

Two of the three key insights encompassed the home page in the
wireframe usability testing. 

Both experts and users did not recognise how to navigate to the
habit page to add a habit. Therefore we added a CTA and re-
arranged the nav bar in terms of importance. It will become evident in
round 3 of usability testing that this addition greatly improved the
user’s ability to navigate to the habit page.

Users were also confused on how to add to home page and move
widgets. Previously when the user would click edit home the objects
will become ‘moveable,’ and a large ‘+’ button is placed in the middle
right above the navigation bar which is where you go to configure a
new habit. We found it necessary then to separate this into it’s two
functionalities, Edit home or move and Add.

HomeHome

Appendix C.1.1 Appendix C.3.1



3:  TESTING & ITERATING - WIREFRAME TO MOCKUPS - MOBILE

The other key insight regarded the avatar shop, Users and
experts indicated it is valuable for them to try on the
accessories before they purchase it. Furthermore, Experts
noted that there was no way to see purchased items. We
added the ability to try on each item which appears as a pop-
up. The layout of accessory items also changed in comparison
to the wireframes with a much larger box allowing the user to
see the item more clearly.

We also removed the filter button as previously we wanted to
include clothing but decided to limit accessories to Hats and
Glasses. This was also done to include an inventory button.
However, users are able to stack a hat and glasses together.

To note there are many more minor changes based off
usability testing results made in the progression from mid-
fidelity wireframes to high-fidelity mock ups. However the
majority of the changes were motivated by the design system
in terms of layout and UI. The mock ups will be discussed
more in-depth in the Iteration 1 section but to see more of the
mobile wireframes see Appendix C.1.1

Avatar Avatar

Appendix C.1.1 Appendix C.3.1

Appendix C.3.1



3:  TESTING & ITERATING - WIREFRAME TO MOCKUPS - WATCH

The other key insight regarded the avatar shop, Users and
experts indicated it is valuable for them to try on the
accessories before they purchase it. Furthermore, Experts
noted that there was no way to see purchased items. We
added the ability to try on each item which appears as a pop-
up. The layout of accessory items also changed in comparison
to the wireframes with a much larger box allowing the user to
see the item more clearly.

We also removed the filter button as previously we wanted to
include clothing but decided to limit accessories to Hats and
Glasses. This was also done to include an inventory button.
However, users are able to stack a hat and glasses together.

To note there are many more minor changes based off
usability testing results made in the progression from mid-
fidelity wireframes to high-fidelity mock ups. However the
majority of the changes were motivated by the design system
in terms of layout and UI. The mock ups will be discussed
more in-depth in the Iteration 1 section but to see more of the
mobile wireframes see Appendix C.1.1

Mockup

Wireframe



3:  TESTING & ITERATING - WIREFRAME TO MOCKUPS - WATCH

From our testing with the watch, we found that
users wanted a confirmation screen to provide
users with more system feedback before
committing to a decision. This led us to create
and extra frame in the first mockup, confirming
with users the identify associated with the code
inputted.

As well as this, we made the buttons on the
watch bigger, as we found that skinny boxes
were a lot harder to use on a watch interface.
Because we made these input boxes smaller, we
needed to create more pages for users to
navigate through. While this may have led to a
longer navigation process, we found in our user
research that users were happy to take more
time to navigate through pages that demanded
less input.

Mockup

Wireframe



3:  TESTING & ITERATING - WIREFRAME TO MOCKUPS - WATCH

Mockup

Wireframe
As mentioned in the previous slide, the invite friend  and
add new habit pages were the ones that went through the
most obvious iterations in this stage. 

Here in the invite friend page, we made it so that only two
buttons were available to click, as took up almost 50% of
the space respectively. This meant that users were less
likely to miss-click, and was easier for users to understand
the path flow they were choosing to go through. 

As well as this, in the mockup, we made it so that when
creating a custom habit, users would go through a whole
new page to set the duration, and that input fields would
take up no less than 30% of the page.



3:  TESTING & ITERATING - VISUAL DESIGN DECISIONS
Before moving on to the first high-fidelity mock-up iterations and discussing changes from wireframe user testing we will first go over our visual design
decisions.

Our group consolidated on our design being a minimalist aesthetic with a simple sans-serif font of Figtree, rounded corners and with monochromatic tones with drop shadows and strokes applied to
create depth. However, for our accent colours we wanted the accents to change depending on which character you have selected. Therefore we developed our accent colours for each character but also
accents which will be used in the sign up and log in pages which will also be used in various vector illustrations and the logo. To ensure these colours will be consistent we set them up as variables.

From primary research (Appendix A.1.2) it was clear that individuals with learning difficulties
were more likely to struggle with productivity and healthy habits, therefore a significant
demographic for our target audience. Therefore we ensured all colours passed the WCAG test
at AA+

Our high-fidelity mock-ups were developed with the frog character and therefore the green
accents. We developed examples of what other versions will look like (see Appendix C.2.4). 

The creation of our mock-ups were guided by the HIG by apple to ensure our product is
accessible and follows the basic guidelines. This can be seen in our design system with our
grids, text and buttons all following the HIG. 

Appendix C.2.3

Appendix C.2.2

Custom icons were also created for each character which is used in the navigation bar in the Desktop and Mobile interface. In terms of button sizing in the mobile interface all are given 44pt x 44pt or
larger spacing, this is evident in all buttons, icons and input boxes (see Appendix C.2.1)

For further clarification on our design system with specifics of sizing, grids and application of buttons, boxes and colours see Appendix C.2.1 to Appendix C.2.4.



Reward Based motivation and visibility
Users earn points to motivate them to complete tasks
implementing the Fixed rewards pattern,  furthermore from the
clear visibility of task completion and reminder text in the top
right we use the need for closure, set completion and Zeigarnik
Effect patterns to further push users to complete tasks which
also links to the incomplete pie chart. (UI-patterns, n.a.)

Out of all the pages the home page has the most functionalities. Being highly customisable, users are able to add and delete widgets and move widgets to
where they like. They are also able to earn points by ticking off tasks

3:  TESTING & ITERATING - ITERATION 1 MOBILE - HOME

Home

Clear Visibility of progress
Users are able to clearly see their daily completion with this
pie chart as well as a clear tick, stroke through text and
bolded points for each task they complete.
(UI-patterns, n.a.)

Personalised and Customisable user experience
The homepage is structured as a dashboard (UI-Patterns, n.a.) Users are
able to completely customise the home page through removing, adding and
moving widgets around the page. Some examples of additional widgets
include reminders, statistics, affirmations and weekly goals. This allows the
freedom for users to choose exactly what they want to see.

Slider for Daily streak of retention.
In order to persuade users to continually use the application a slider
bar was added to visualise active and inactive days in the
application. This involves praise with the text ‘Welcome Back’ at the
top (UI-patterns, n.a.)

Settings quick access
Settings is a design pattern which allows you to edit preferences,
the design is a Hamburg menu which also includes the  habit
library and friends list. (UI-patterns, n.a.) 

Appendix C.3.1.5



The next round of usability testing will be conducted on the high-fidelity mock-ups to identify necessary changes to the UX and UI to improve the
application. 

3:  TESTING & ITERATING - ITERATION 1 MOBILE  - AVATAR

Avatar

Keep navigation visible 
Through keeping this visible at almost all
times users feel more confident and have
more freedom to navigate

Try before you buy
Usability testing indicated this was an important feature
of inclusion (Appendix D.1.4). The ability to ‘preview‘ lets
users feel more confident in their decisions (UI-Patterns,
n.a.)

Filter through options 
The limited choice design pattern here limits the filter
options to three with one being for inventory items. This
is to reduce complexity and prevent deviations (UI-
Patterns, n.a.)

Character CTA
The user’s character is displayed largely at the top to
both show off your avatar but also remind users to buy
accessories.

Appendix C.3.1.4



Single action
Limited choice is applied to prevent extra distractions which
could prevent the user from making progress. To increase
recognition and familiarity these look the same as the Daily Task
buttons. (UI-Patterns, n.a.)

The habit page itself utilised the Progressive Disclosure design
pattern (UI-Patterns, n.a.) through having a single page
dedicated to one action this limits the amount of options and
distractions to focus on the primary task at hand.

Fun, engaging, gamification approach!
To make this section more engaging the frog character
progresses daily by hopping onto different lilypads to
visualise progress. Each character has a different way for
progression, for example ducks hop between ponds.

Clear visibility of progress and task
A fixed section is at the top which displays the task,
duration and current day of habit progression.

Although there are many capabilities for this application, we only allow users to complete one habit at a time making it their sole focus to help make it
into a long term habit.

3:  TESTING & ITERATING - ITERATION 1 MOBILE  - HABIT PROGRESS

Habit Progress
Social accountability and competition! 
As a way to keep user’s accountable they are able to invite and
complete a habit with another person. This allows them to either
be motivated from social accountability or friendly competition
(UI-Patterns, n.a.)

Appendix C.3.1.7



Colour accent correlating to completion rate
Due to how small the text has to be for this section we utilise
recognition over recall with  the colour accents indicating level
of completion, with grey for 0% or inactive days,  light accent
for 25%<, regular accent for 25%-75% and dark accent for
>75%. (UI-Patterns, n.a.)

Filtering options
Allow users to go back in time and see how their progress has
changed over weeks / months!

This page was not tested in the wireframe usability testing as there are limited functions other than filtering and viewing various statistics. This was
important to include due to primary research insights.

3:  TESTING & ITERATING - ITERATION 1 MOBILE - STATISTICS

Statistics
Visible points on all main pages 
With reward based incentives as a core aspect of the application
it is important for users to be reminded of the amount of points
they have.

Clear textual hierarchy 
Apparent on all pages the titles are much larger in hierarchy

Dashboard design
Similiar to the homepage the statistic page uses the dashboard
design pattern. (UI-Patterns, n.a.)

Appendix C.3.1.8

For further screenshots and
explanation of the initial high-fidelity
mobile prototype see Appendix C.3



View focused habit
This is the app’s key purpose, as it is marketed as a
habit tracking app. Here, users can see their
progress relating to how long they have kept up
their habit streak as well as this, users can set up
new habits to start or add to their habit library, as
well as add friends to complete their habits with -
adding a layer of social accountability.

View daily tasks:
Allows users to navigate to their daily tasks pages. On
this page, users can add and check off tasks - earning
them points. 

Points
Here, users have the ability to look at how many points
they’ve earned by completing tasks and completing habit
streaks. With these points, users are able to buy items
for their character to wear.

While the homepages are customisable, we decided that it would be best that users could only customise the layout of their homepage from their phone
or laptop - which would be synced and reflected in their smartwatch’s interface. We ensures that when designing the homepages for the watch, each
button was large. This being as smartwatch screens do not have much room to integrate a lot of text and visual features in their designs. 

3:  TESTING & ITERATING - ITERATION 1 WATCH - HOMEPAGES

View avatar
Here users can view their avatar with all their
accessories. On the watch however, they are unable
to shop for new accessories - as a tedious feature like
trying on and equipping objects is not well suited for
a watch interface. 

Appendix C.3.2.2



Invite friend
Here, users are able to invite their friends either
from their friends list, or from a unique friend code
that every user is given. The ability to invite friends
to a habit is the app’s main point of social
interactivity. This feature also encourages users to
be consistent in their habits, as a layer of social
accountability is added.

Habit name & chosen streak goal
Habit name is chose by users when configuring their
habit. As well as this, they can choose how long they
want to maintain their habit streak for. Every feature of
the configuration process is customisable, as users can
type in any habit, and set a custom number of days for
their streak 

3:  TESTING & ITERATING - ITERATION 1 WATCH - HABIT TRACKER

Friend’s avatar added into user’s habit tracker page
Users are able to see the friend that they added in
their habit tracking page. Before adding their friend,
users are prompted to confirm that they had added
the correct code by seeing a preview of the character
as well as the user’s real name. 

Appendix C.3.2.5 & C.3.2.3 

Note; Watch interfaces are lower quality because they were exported with lower
resolution -  being as they were designed for a small screen



3: TESTING & ITERATING - USABILITY TESTING PROTOCOL ROUND 2
The second round of usability testing will involve two experts for an in-depth evaluation of the usability of the first iteration of the high-fidelity interactive prototype. Once the experts have introduced
themselves and everyone is familiar with each other, the moderator of the usability testing expert session will introduce the application with the following script: “The application you will be testing today is
called Achievo. It is a gamified habit tracker with a reward incentivised system, you are able to complete tasks to earn points to upgrade your character. It is designed to be highly customisable for users with
the home page as the main access point for tracking and completing tasks.” (Appendix D.2.2)

Each interface had slightly different protocols with the specifics of what features they are going to test. For the mobile application the experts are given the following scenario alongside a list of 6 features to
test “You have been using Achievo for a few months and want to log in to track your progress!” (Appendix D.2.2) Each expert will then be required to fill out an heuristic evaluation individually and be given
the freedom to either be an observer or interact with the prototype. Whilst this is happening the moderator must not intervene, however should track quantitative metrics such as first click and success rate.
Following the completion of the individual heuristic evaluation a collaborative discussion will commence with the moderator and both experts to gain deeper qualitative data regarding the usability of the
application. 

Ease of use for the habit page
Ease of use in the onboarding and sign up progress 
Ease of use of home page 
Learnability of the home page 
Utility in the statistics page
Learnability of the avatar page
Memorability of how to use habit page 

Furthermore it should be noted not all features of each
application will be tested, and these are not the same across
applications, we developed 7 usability goals which related to all
usability testing sessions

Log in and complete all your daily tasks
add some weekly goals to your home page
And move the daily progress widget to the top right. 
Once you complete your daily tasks, complete your daily
habit 
Using the points you earned, buy and equip an accessory for
your avatar
Go to the statistics page and explore the features

Smart Phone features to be tested:
1.
2.
3.
4.

5.

6.

Setting up a character
Check off a daily task
Creating a new, custom habit
Invite a friend to join a habit with a unique code

Log back on (tick whether or not habit had been completed -
landing page ver.)

Watch features to be tested:
1.
2.
3.
4.

 [TURN OFF DEVICE]
1.

EXPERT
Heuristic Evaluation

An Heuristic Evaluation usability method is conducted by experts using Jakob Neilson’s 10 established usability heuristics -
“a set of high-level guidelines based on an understanding of human behaviour, psychology, and information processing.” As
noted, this method is especially useful in the early stages of interactive prototype development, hence it’s use following the
first high-fidelity iteration. (Moran & Gordon, 2023) Furthermore, the use of 10 usability heuristics allows for more clarity in
analysis and insights from usability testing.

Appendix D.2.1 + D.2.2 + D.2.3



H8: Aesthetic
and minimalist

design

H7: Flexibility
and efficiency of

use

H1: Visibility of
system status

H8: Aesthetic and minimalist design H7: Flexibility and efficiency of use H1: Visibility of system status Other noteable heuristics

Users need to be informed of the
amount of steps required in a
particular feature or task.
There is not enough text
hierarchy as sub-titles and
buttons look the same
There is limited separation
between areas like the header
and the body due to UI
The home page has the most
issues with UI or H8, experts did
not know where to look

Experts wanted more options
when adding a widget to the
home page.
The process of placing the new
widget yourself which you have
to scroll down to the bottom to
see decreases efficiency
Item should automatically be
equipped after I purchase it
Having a separate page just for a
single task / habit seems
unneccesary

Assumed the weekly goals were
automatically added until they
strolled down
Do not know how many steps there
are in the log-in process
The wording and visualisation of
some of the statistics are confusing
The keyboard is good at informing
users of the current action in the
interactive prototype.

Use of a dropdown is not
necessary if there are only
two options (H3)
The weekly completion rate
statistics does not make
sense as it should start from
Monday to Sunday (H2)
Good amount of error
prevention (H5) in the log-in
with buttons to go to the
register page
Good amount of user
freedom (H3)

3: TESTING & ITERATING - MOBILE DATA ANALYSIS AND SYNTHESIS
For the analysis of the heuristic evaluation data and information from the discussion a data summary of the heuristics was first created which was used as
an overview of the data and to identify the most significant heuristic usability issues. 

As visualised, H8, H7 and H1 were the top 3 heuristic usability issues placed sequentially on what is most significant. With H8 having 10 counts, H7 with 7 counts and H1 with 5 counts. It was quite
obvious during the discussion that the UI resulted in confusion and clutter throughout the application. To better understand next steps an in-depth usability insights table, structured like the heuristic
evaluation by each task with additional information gained from the discussion (see Appendix D.3.2). Overall, from the usability improvements inputted by the experts and the data synthesis it was clear
what changes needed to be made. However, it was decided that the issues with the overall UI would not be changed till the final iteration, but smaller changes for sizing for example will be. This was mostly
due to time constraints, but also due to the next round of usability testing being on different tasks to what the experts did, which have less complex UI’s. To consolidate the main insights from round 2 of
usability testing these will be categorised into each heuristic usability issue.

Appendix D.3.2



H1: Visibility of system status
H2: Match between system and the

real world
H6: Recognition rather than recall Other noteable heuristics

Scroll required to see “add
friend” button” - however,
experts noticed that this was a
restraint that came with
designing on a watch
The most key features of the
application should be the most
easily accessible, however, this
might need to be neglected in
some areas due to the hardware
constrictions of a smart watch
(small screen space)

Character should move forward a
lilypad to show that the user had
check that they had completed
the habit
Number should change at the top
to indicate however many days
the user had completed their task
(after ticking)
It’s important to ensure that by
the next round of testing, all
features are fully functional and
responsive to the user inputs

Include more forms of visual
communication - rather than text
based communication
UI should include more symbols to
indicate the different functions
Button make it clearer that by
clicking it, a new habit can be
created

It should be clearer that users
can tap anywhere to proceed
to the next step. This being in
reference to the landing page.
(H7)
Was unsure as to where they
would find their unique friend
code, as well as the code of
who they were trying to add.
(H10)

3: TESTING & ITERATING - WATCH DATA ANALYSIS AND SYNTHESIS
From our heruistic testing of the watch interface, we found that these were the heuristics that needed the most improvement

When testing the watch interfaces with experts, we found the visibility of system status, match between system and the real world, and recognition rather than recall were the most prominent issues.
After gathering this data and the severity of these heuristic pitfalls in the heuristic table (Index D.3.2). We made an affinity diagram (Index D.3.2)  to grasp better insights to understand what needed to
change. This affinity diagram also included quotes from the post heuristic interview (Index D.3.2) conducted after expert testing.

Appendix D.3.2

H1: Visibility of
system status

H2: Match
between system

and the real
world

H6: Recognition
rather than recall
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3: TESTING & ITERATING - ITERATION 2 MOBILE - LOG IN

before

after

Removed the vector illustration: Experts
indicated this was unnecessary and felt out of
place and did not reflect the actions they were
tacking.
Altered Hierarchy: Experts communicated that
to better communicate the alternative log in
options this should be below the enter email
input.
Enhanced visibility with Progress bar: Experts
assumed the continue button in the before
image was final step but afterwards there is an
additional page requiring them to enter a code
sent to their email, to better inform users a
progression bar was added at the top.
Improved user control: In the final stage 

As mentioned previously, there are
two scenarios with the mobile
prototypes, one requires a new
account and one an existing account
hence why a Log-in process was
developed. Experts noted a few key
issues in this.

1.

2.

3.

4.
      before logging in, one expert claimed they 
      would not want to do the log-in process 
      again and wanted a stay logged in function.
      This was added and a different vector
      was included to better reflect the
      actions of the user and to eliminate 
      white space.

Appendix C.4.1.1
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Simplify the user experience. Instead of requiring a separate page to set the repetition
of the goals, this can now be done in one page, using repeat symbol using familiar
iconography.  
Fixing errors in the design. The experts noted an error in the second screenshot in the
first iteration, with both a continue button and a add weekly goals button. This was
simply changed with just a ‘add’ button where the continue button used to be.
(Appendix D.3.3)
Process when adding to homepage. Previously when you would continue once
configuring the habit, you have to manually place the weekly goals. One of the experts
rated this a 3 in severity rating. They thought it would be automatically placed, and also
got confused with what the hand icon meant. Therefore, instead of this user’s now get
a successfully added pop-up with a tick gif (sourced from Lottiefiles) which also
explains it has been added to the bottom of the home page. (Appendix D.3.2)
Additional clarity. One expert thought that weekly goals meant a single goal that you
have one day to complete repeated weekly. To add additional clarity a small text
explanation was added. (Appendix D.3.2)

One of the experts explained this “Option for repeating goals doesn’t need a drop down,
maybe a slider or toggle button, expecting more option, could maybe add the repeating
option on the previous page when adding the goal” (Expert 1, 2 severity rating). (Appendix
D.3.2)

1.

2.

3.

4.

Some of the advice from experts was carried over into other sections, with all drop downs
which have only two options changed to a tick box instead.

3: TESTING & ITERATING - ITERATION 2 MOBILE - ADD TO HOME

before

afterDuring the discussion section of usability testing, experts
indicated the process for adding weekly goals had the most UX
issues. Both participating experts indicated a severity rating of 2
(minor) or 3 (major). (Appendix D.3.1) The process of adding a
weekly goal in the first iteration required you to first set the
goals, and on the next page set if they are repeatable and finally
manually place the weekly goal. The new process now requires
users to set the goals and choose the repetition on one page, and
receive a success pop-up that it has been added to home page.

Appendix C.4.1.4
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3: TESTING & ITERATING - ITERATION 2 MOBILE - MINOR CHANGES
In this section we will go over a few minor changes made based off expert usability testing results. Although
changes were added for the edit home functions, the Experts enjoyed this functionality with the least heuristic
evaluation notes taken for this task in usability testing (Appendix D.3.3 + D.3.1)

before after

EDIT HOME

STATISTICS

before after

1

22
3 3

Improved visibility. As the points is a vital aspect of the application with a rewards based system, the size was increased.
This was applied to all other pages which had the points visible. (Appendix D.3.3)
Changes to the visualisation for moving widgets. Although experts were able to recognize the move icons as an interaction
to move a widget, it made the home page look much more clunky. Utilising recognition over recall, in the second iteration the
widgets wiggle similarly to that of the apple home screen. (Appendix D.3.3)
Better relation to existing representations. Originally, the daily completion rate statistic started on Friday and ended on
Thursday as in this example the next day is meant to be Friday. As noted in the discussion and heuristic evaluation (Appendix
D.3.1 + D.3.3) it should start on Monday and end on Sunday similarly to other weekly based statistics.

1.

2.

3.

There were some additional changes made to the statistic page aswell, which involved changing the wording for some of the
statistics for better clarity for users.

Appendix C.4.1.7

Appendix C.4.1.8Appendix C.3.1.8
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3: TESTING & ITERATING - ITERATION 2 - MINOR CHANGES
In this section we will go over a few minor changes made based off expert usability testing results. This will also
include some animation changes to better apply persuasive design patterns of praise, set completion and choice
closure. (UI-Patterns, n.a.)

To reflect on the usability testing, Experts did not like that there was a separate page dedicated towards habits
and you cannot complete this directly on the home page (Appendix, D.3.3) I explained to them in the discussion
that it would be possible to do this from the home page but it was not included in this example. Furthermore, as
mentioned previously the habit page utilised the Progressive disclosure design pattern to limit distractions from
the primary task at hand, which i important to aid in building long-term habits. (UI-Patterns, n.a.)

before

after

HABIT PROGRESS

COMPONENT CHANGES

before after

Improved visibility. Expert 1 indicated that the “Visibility of the daily exercise check off is pretty low” in the
heuristic evaluation (Appendix D.3.2). A simple black 1pt stroke was added to solve this.
Minor UI Error change. Experts in the discussion raised attention to the title in iteration 1 saying ‘Habits’
instead of ‘Habit’ despite there being only a singular Habit able to be completed (Appendix D.3.3). This was
instead replaced to Habit progress.
/4.Praise Visualisation. In order to better visualise completion of tasks and make it feel rewarding a confetti
gif (sourced Lottiefiles) is added in the animation when a task is complete. This not only praises the user’s
progression, but provides closure and set completion. (UI-Patterns, n.a.)

1.

2.

3.

1

2
Appendix C.4.1.6

Appendix C.3.1

Appendix C.4.1.3Appendix C.3.1.7

This section has covered the most notable changes made from iteration 1 to iteration 2, however the Experts
also noted some significant UI issues with the home page being visually confusing, being hard to know where to
look on the home page as an example (Appendix D.3.2). However due to time constraints we decided to wait
until the third iteration to make significant UI changes which requires a change to the mobile design system.
To see more of mobile iteration 2 see Appendix C.4.1



3: TESTING & ITERATING - ITERATION 2 WATCH - HOMEPAGE

Before: Appendix C.4.2.2 After: Appendix C.5.2.2

Here, we redesigned the watch homepage to be more icon based - as per expert feedback. When doing our heuristic evaluation on the watch interfaces, the experts
noted that our homepage design was very text heavy, and suggested that we integrated more icons in order to promote H6 (recognition rather than recall) (Appendix
D.3.2). By making this change, users are able to get a better understanding of what each button entails and how it related to the function they are trying to achieve.

As well as this, the text from the “View focused habit button” changed to be “start new habit”. By making this change, users had a clearer idea of how to create a new
habit if having never made a habit before. Since users can only focus on one habit at a time, the phrasing of this button reverts back to “view focused habit” once a habit
has been set. The motivation to change the phrasing of this button also came from the heuristic evaluation, as the experts noted that the initial phrasing was unclear
when they were instructed to specifically create a new habit (Appendix D.3.2). By changing this, it also addressed H6 (recognition rather than recall).



These pages did not previously exist

3: TESTING & ITERATING - ITERATION 2 WATCH - ADDING FRIEND

Appendix: C.4.2.3 & C.5.2.4

After getting expert feedback that they were “unsure where on this device (as well as a friend’s device) where the code to input would be” (Appendix D.3.2), we added an extra button in the
habit tracker page to show the users friend code. When clicking on these buttons, users are also provided with extra information pertaining to the code’s purpose, as well as how to find it on
another user’s device. We felt that adding these pages was necessary in improving the interface’s usability, as it addressed H10 (help and documentation) by providing users with more
explicit information as to how the codes work.

In our expert feedback, we also received the note that it may be hard to find the invite friend button as users would need to scroll to find it (Appendix D.3.2). While we agreed that the need to
scroll to find this key feature inhibited the interface’s ability to meet H1 (visibility of system status), we felt that this would be very difficult to remedy given the hardware constraints of a
smartwatch’s small screen. The experts also acknowledged this, stating that “we know that because it’s a watch, it’s kinda hard to fit all the elements in the page so we had [finding the add
friend button] as a minor issue.”. Therefore while this wasn’t directly fixed, we hope that since a portion of the button shows in the un-scrolled frame, users would know that the ability to scroll
is there.

Page extended to show added
“My friend code” button



3: TESTING & ITERATING - ITERATION 2 WATCH - HABIT CHECK

Appendix: C.5.2.1

Here, we decided to add a new chain of interfaces that user will encounter every time they open the app on their watch, after having set up their profile and a habit. This is greatest change we
made between this iteration and the last and felt it was crucial in making the watch interface more usable. From the expert feedback, it was noted that there were too many steps needed to
tick off a habit when navigating from the homepage (Appendix D.3.2). This was rated as an issue that needed to be immediately fixed in the heuristic table, as habit tracking is the main
function of the app. To amend this issue and improve the system’s visibility and status (H1), we added a new series of pages that users would encounter every time they open the app on
their watch. By immediately asking the users if they had done their daily habit and prompting with this question on every open until they answered “yes”, we hoped that this would further
encourage users to stay consistent with their habits as they are given a constant reminder, as well as improve the engagement with the app, as most users would want to download the app
for this feature alone.  After clicking either option, users are taken to tehir homepage, however, for users that click yes, they are given a “good job” animation, making the system feedback more
obvious to users. 

Since we decided to add a whole new series of pages in our iteration, we have no interfaces to compare these new interfaces with.



3: TESTING & ITERATING - ITERATION 2 WATCH - MINOR CHANGES

Before BeforeAfter After

Here, we made the small change of adding extra text to the end of the character set up
flow. In the heuristic evaluation, the tested experts noted that it should be “made more
clear that users can tap anywhere to proceed to the next step.” (Appendix D.3.2). In
making this small change from “tap to start tracking” to “tap anywhere to continue”, we
better address H7 (Flexibility and efficiency of use). 

From the previous iteration to this one, we noticed that we had an oversight in that we
didn’t make it available for users to add new tasks to their daily tasks list on the watch
interface. As well as this, the experts noted that they weren’t able to tick off tasks in the
prototype they tested (Appendix D.3.2). To fix this, we made it so that users could now tick
off tasks in this page, as well as add tasks. When adding a task, we also ensured that the
“add task” button stayed at the top of the list - as we felt it was a crucial feature that users
should encounter right away.

Added extra text before users proceed to homepage Added “add task” function & ensured ticking off tasks were responsive

Appendix: C.4.2.1 Appendix: C.4.2.2Appendix: C.5.2.1 Appendix: C.5.2.2



3: TESTING & ITERATING - USABILITY TESTING PROTOCOL ROUND 3
The third and final round of usability testing will require three separate user usability testing sessions for each interface. The structure of the user testing protocol is similar to that in round 1 with an in-
person session with an additional SUS Survey to be completed by each user. The moderator of the session will first introduce the application with the same script in usability testing round 2 with experts.
The user will then be informed of the scenario and tasks which differs in each interface and encouraged to verbalise their thought process. Whilst this is happening the moderator should track the success
rate and first click metrics. Following this the user will fill out the SUS Survey and be asked questions upon completion for a deeper understanding of the results. (Appendix D.2.2)

Ease of use for the habit page
Ease of use in the onboarding and sign up progress 
Ease of use of home page 
Learnability of the home page 
Utility in the statistics page
Learnability of the avatar page
Memorability of how to use habit page 

The same goals from Round 2 are applicable here:
Sign up
Configure a new Habit 
Invite friend to habit

Smart Phone features to be tested:
1.
2.
3.

Set up a new characters
Check off a daily task
Navigate to statistics page
Navigate to avatar page
Navigate to upcoming deadline page
Add a new, custom habit
Invite a friend to join a habit with a unique code
Edit habit to remove the friend
 [TURN OFF DEVICE]
Log back on (tick whether or not habit had been completed -
landing page ver.)

Watch features to be tested:
1.
2.
3.
4.
5.
6.
7.
8.
9.

10.

USER
SUS Survey

A SUS Survey is a quick 10 question usability testing method which is effective in a small sample group which reflects the
sample size of the testing session. Although the scoring system is somewhat complex it is known to be reliable and simple
way to identify a usable and unusable system. The range of questions is also helpful for us with 5 ‘positive’ and 5 ‘negative’
based questions. This was not applied in the first round of usability testing as the wireframes were low-mid fidelity making
it difficult for user’s to answer some of these questions. As the users now will see high-fidelity interactive prototypes they
will be better able to grasp the application and it’s functions. (usability.gov, 2019)

Appendix D.2.1 + D.2.2 + D.2.3

USER
Think Aloud + 

Contextual Interview

Due to how successful the round 1 user usability testing was we decided to re-use these methods in this round of user
usability testing. As emphasised by Jakob Neilson, Think Aloud is one of the best usability testing methods. The structured
contextual interview used in the round 1 did limit the depth of the data we gained, and therefore for this round an
unstructured contextual interview will occur, relating questions towards moderator observations and user SUS results.

As you can see, the features tested for the Smart phone is much less than that of the Watch. Each group member is in charge of each
interface’s development were able to choose which features to test which will better inform the changes in the iterations.



Log-in task had most usability issues but a low severity rating.
Users swiftly navigated to habit page, differing from round 1 results. 
100% of users clicked habit library when configuring a habit
100% success rate for the inviting friend feature
Overall the tasks were well received by the users resulted in a high
SUS score average of 84.16

3: TESTING & ITERATING - MOBILE DATA ANALYSIS AND SYNTHESIS
The mobile usability testing session had three users complete SUS surveys. The interface was well-received by users with an average SUS score of 84.17 (see Appendix D.4.1 for all SUS). The users tested
sections of the interface that hadn’t been tested yet by the experts. Furthermore, observations by the moderator were gathered of the user’s actions and the tracking of the quantitative data of the success
rate and first click metrics found a few errors in the interface. This will become more evident with the discussion of the changes however it was clear the UI was somewhat confusing with it misleading the
users in some cases (see Appendix D.4.2 for observations). Due to the depth of the data gained in round 2 of usability testing I did not find it necessary to re-test these features and instead wanted to focus
solely on features that hadn’t yet been tested. It should be noted that at this time the messaging feature was non-functional and not apart of the features but will be in the final high-fidelity product. 

The most issues were apparent in the log-in process but these were a low severity rating as it had low impact
on the overall experience

100% of users had issues with the keyboard which was mostly resulted from prototyping issues.
66% of users had issues with the avatar character selection. 

Users quickly were able to navigate to the habit page which differed from the results in round 1 of usability
testing. Furthermore only one of these users recognised the CTA whilst the others clicked the Habit page on the
navigation bar. This indicates that the change with re-arranging the navigation bar was successful.
When configuring the habit 100% of users clicked the habit library button before realised it was non-functional
Overall the inviting feature for the habit was well received with a 100% success rate. However each user
inviting a friend a different way. One of them clicked the friend list but quickly went back as they thought this
was an inaccessible feature similar to the habit page due to visual familiarity. 

To consolidate the data gathered a usability testing insight table was created which included quotes and
observations (see Appendix D.4.3). Here are some interesting insights gained from the data:

It was quite clear from observations that UI still caused some confusion in the final round of usability testing which was further affirmed in the second round with
experts, therefore it was clear that an extensive UI change was necessary to overcome these issues. 

Make the keyboard automatically close instead of required them to press enter (Efficient) (Learnability) - applied
User wanted the selected avatar to be more clear by expanding so other ones cant be selected (utility) and wanted the error message to be more clear (learnability)
A habit library page should be created and be empty as it is for a new user scenario (learnability) (utility) and change notifications dropdown to a slider or checkbox (learnability) - applied
Due to the habit library button being non-functional and looking similar to the friends list button, user assumed it doesn’t work, to fix this add habit library (learnability) - applied

From the usability insight table (see Appendix D.4.3) four usability improvements were identified 
1.
2.
3.
4.

Due to the fact the SUS score was so high, there were few insights and identifiable improvements to instil in the next iteration. On top of the usability changes noted above, an extensive UI change will
occur, changing the existing design system established for the first iteration of high-fidelity prototypes. The goal for these changes is to simplify the UI and limit visual clutter in order to improve the user
experience. 

Appendix D.4.1 + D.4.2 + D.4.3



3: TESTING & ITERATING - MOBILE DESIGN SYSTEM CHANGES
From round 2 and round 3 usability testing it was apparent that the mobile interface needed a UI design system change to improve clarity within the design. The most significant changes occur in the
buttons and boxes. Previously a drop shadow with 10% blur and 25% opacity, the opacity was changed to 10% in the new UI. This was applied to all boxes previously with a drop shadow applied except
for pop-ups. The application of colours for buttons also changed, previously secondary buttons and input boxes had a white fill and black 1px border but now this use the grey accent colour as the fill with
no stroke. There are some additional secondary buttons which do not have this and instead have a white fill with a 1px grey accent stroke. This change was motivated greatly by Experts stating some
elements were hard to differentiate (Appendix D.3.3). There are two variants in the application and use of boxes in the UI interface, one is simply a white box with a 24px radius (radius is the same as that in
the first design system, see in figma file or Appendix C.2.4). The other variant uses a 1px grey accent stroke, as mentioned above this is also seen in some buttons which will be evident on the Avatar page.

Furthermore the size of some of the icons, especially the ‘X’ button has been decreased, the
majority of these icons are now dark grey instead of black. Two new text hierarchy sizes were
also added in these UI changes. being the H2 - Subtitles - 20pt and Body text - Regular - 20pt.
This was to increase the visual hierarchy within some pages that require subtitles. The larger body
text will be used mostly in pop-ups on the buttons and body text. This was also changed based
on Expert feedback, especially on the avatar page which was revealed in the discussion
(Appendix D.3.3). 

The only other changes is the application and use of colours. An additional colour accent was
created acting as a dark text colour. In terms of the application of these colours each page now
has a header which uses the regular accent colour and the page title with the new dark text
accent. Here is a snapshot of the new UI with different character selections:

Appendix C.5.1.1

Appendix C.5.1.13



3: TESTING & ITERATING - 3. ITERATION - MOBILE

1

2

2

3 3

4

5

6

Better use of Praise: In the previous iterations a daily progression slider was here to visualise and inform the users as a way to praise their commitment on the application. However, experts were
confused on it’s functionality and it contributed to the cluttered UI. Therefore eliminate both these issues text will be used to praise the user’s commitment by stating ‘you have been productive for NO.
days” (Appendix D.3.3 + D.3.2) (UI-Patterns, n.a.).
Header simplification in home page: Similarly to the previous change, this change was motivated due to a cluttered UI. Before the changes three buttons “Add,” “Edit Home,” and “Settings” with a cog
icon where all placed in this top section which made it difficult for users to know where to look. Therefore a hamburg menu was added with three lines uses the user’s recognition of menu icons. The top
of the menu has the buttons previously on the home page but also access to the habit library (5) and friends list (6) in which you can add and message friends.
Invite button familiarity: Previously a text button was here saying ‘invite,’ with the goal of simplifying the UI this was changed to just a plus friends icon.  
Button change: Experts claimed that a dropdown was not necessary unless there were many options, one user also thought this and therefore was changed to a tick box (Appendix D.3.2, D.4.3)
Habit Library: This page was added as 100% of users originally clicked this when trying to configure a habit (Appendix D.4.3)
Social features: The friends list allows users to add friends and message each other directly on the application. Previously, users were only able to message from the habit page and could only invite a
friend to a habit through the friends list page. Users thought this didn’t make sense and should be accessible in both (Appendix D.4.3)

There were some changes in the UX in order to simplify the UI in the final iteration outside of the design system UI changes. 
1.

2.

3.
4.
5.
6.

Appendix C.5.1



4: FINAL PRODUCT - MOBILE OVERVIEW
Achievo is a personalised, customisable and incentive based habit tracking application with the aim of building long term, permanent habits. The
application encourages users to stay consistent through social accountability, rewards and clear visibility of progress. The application has four main pages,
Home, Habit Progress, Avatar and Statistics which are accessible at all times in the navigation bar.

Home
The home page is a customisable dashboard
where you earn points for completing tasks.
The user can personalise this to include as

little or many additional features as they like!

Habit
This page is dedicated for the user to build a
long term habit through limited distractions,
social accountability, a gamified design, clear

visibiltiy and praise upon progress!

Avatar
The avatar page allows users to spend the
points they earn from completing tasks on
accessorising their unique character with a

variety of different hats and glasses!

Statistics
One of the crucial features missing in other
similar applications is in-depth statistics. In

here you can visualise your commitment
and progression over time! 

Appendix C.5.1.9Appendix C.5.1.7Appendix C.5.1.6Appendix C.5.1.3



4: FINAL PRODUCT - MOBILE - CUSTOMISING HOME PAGE
Users are motivated differently, some may want to see their statistics whilst others may only want to see their tasks and allowing for customisation of the
home page personalises the experience and better motivates them to stay consistent.

Appendix C.5.1.2

Example 1: Statistics based
This user includes statistics mostly at the top
of their home page as they are motivated by
seeing their progress and getting 100%
completion rates.

Example 1: Task focused
This user wants to limit the complexity and
other distractions on the home page. This
allows them to see what tasks they have to
complete clearly.

Example 1: New Widgets
Although the primary function of the
application is building strong habits, users
are also able add additional features such as
weekly goals, affirmations, reminders and
much more!

Appendix C.5.1.2 Appendix C.5.1.2

here are some examples of
additional widgets and
functions users can add to their
home page!

Appendix C.5.1.4



4: FINAL PRODUCT - MOBILE - ADDING TO HOME PAGE
The custom ability features are both accessible in the hamburg menu button at the top right of the home page. 

Button Hierarchy: Access customability
functions and buttons easily in the hamburg
menu at the top

Multiple Options: There are many options
for users to add onto their home page for
more extensive customisation to better help
the user achieve their goals and establish
habits

Customisation options: When adding new
features users get to further customise. In
this example the user can choose the
amount of weekly goals they want and if
they repeat weekly

Visibility of status: Users are informed by a
pop-up that the widget has been
successfully added and where they can find
it on their home page

Appendix C.5.1.4Appendix C.5.1.4Appendix C.5.1.3 Appendix C.5.1.4



4: FINAL PRODUCT - MOBILE - MOVING WIDGETS ON HOME PAGE
The custom ability features are both accessible in the hamburg menu button at the top right of the home page. 

Button Hierarchy: Access customability
functions and buttons easily in the hamburg
menu at the top

Apple edit familiarity: Widgets move
similarly to what is seen on the apple home
screen to make the process simple and
familiar for users

Apple edit familiarity: To move a widget the
user has to click and drag the widget to
where they like.

Apple edit familiarity: The widget will be
placed where the user wanted automatically
re-arranged the layout to exit edit mode click
the done button

Appendix C.5.1.5 Appendix C.5.1.5 Appendix C.5.1.5 Appendix C.5.1.5



4: FINAL PRODUCT - MOBILE - CONFIGURING A HABIT

Empty habit page: When users are currently not tracking a habit
a clear CTA button is placed in the centre with limited choice to
help encourage users to start a habit.
Configure options: Users have to option to either manually
configure a habit or to directly start a new habit which has been
previously configured from the habit library. The habit library is
also accessible in the settings menu on the home page, in which
you can directly start habits from the library and configure
additional habits. Once configured users have the choice to either
save or start
Save confirmation: When users save the habit this means it will
be accessible in the habit library. In this case a clear success pop-
up is shown on the screen for the users helping them recognise
what their action did and that it was successful. 
Start: When users start a new habit, it will automatically set up
the habit page.
Habit progress: In this the habit tick box and header which
includes the task name, duration and current day is visible at all
times. with the task, duration and current day visibile at all times
at the top of the screen. Furthermore, users are able to invite
friends to complete the habit with them to increase social
accountability

Users are able to quickly configure and choose a
habit to focus on for a chosen duration

1.

2.

3.

4.

5.
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4: FINAL PRODUCT - MOBILE - COMPLETE HABITS WITH FRIENDS
To help keep a user accountable they are able to invite a
friend to complete a habit with one another, and message
each other directly on the habit page or friends list. If
notifications are enabled they will also be notified of their
friends progression!

Multiple options: Users have three options they can use to invite a friend to
their habit, being Email, Unique Code or from their Friends List. As
mentioned briefly users are unable to find new friends directly on the
application and therefore would be expected to find information of their
email or unique code externally.
Additional confirmation: Noticeably throughout the application there are
many pop-ups which appear as an extra layer of assurance in the user’s
choice and to inform them of their actions. In this case it is important as the
user needs to make sure they are inviting the right person to their habit
instead of a random user. If the invited friend is already completing a habit
there will be an error message instead.
Friend progression: You and your friend are visualised on the habit page,
you can see them progress each day on the Habit Progress page.
Furthermore, if you enabled notification when setting up the habit you will
be informed when your friend progresses.
Direct messaging and notification: When you have a friend completing a
habit with you a message button icon appears in the bottom right above the
task tick box. Here you are able to message each other easily. This is to
allow for better social accountability or friendly competition between one
another. User’s are informed when there is a new message with a small red
dot on the button.
Messaging: Users are able to message each other on the habit page but
also in the friends list as another option. The design is quite simple and
user’s are informed when their message has been read or sent and at what
time. 
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4: FINAL PRODUCT - MOBILE - ADDING A FRIEND 
Users can view, add, message and invite friends to existing habits all in the friends list page which can be found in the home page menu settings or in the
habit page invite.

Invite button: When the user clicks the friend plus or invite icon on the top
right in the friends list page which is accessible from the home page
settings menu or habit invite. 
Invite options and confirmation: In this they have two options to invite
friends, either with their unique code or email. This would require you to
have contact with them outside of the application as there isn’t a way to
meet and interact with random users. Once a user successfully enters their
email or unique code and press add an additional confirmation appears
allowing the user to check it is the right person before sending the
invitation. 
Status of friend request: Once the invitation has sent the user can view
pending invitations at the header of the page. Once the invitation has been
accepted a notification like pop-up comes down from the top to inform the
user. 
Direct message: You are able to invite the friend that has been added to
your ongoing habit or message them directly in the friends list page. 
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4: FINAL PRODUCT - MOBILE - ONBOARDING
Users have a simple process for creating a new account and logging in to further prevent users from getting deterred or discouraged

Clear visibility: Users can clearly see the amount of points they have at the top right in
the header, alongside a large image of their character.
Filter options: Users have three simple options within the avatar page, being inventory
which will show the items the user owns and then hats and glasses in which you can try,
view and buy new accessories. 
Item boxes: Users are able to try on an accessory before they buy it, showing the item by
itself and cost of the item. When the user clicks ‘try’ a pop-up appears asking if they
would like to purchase it, visualising their character with the item and showing the price. 
Stacking accessories: There are two different types of accessories within the
application, hats and glasses. These are separated as they can an item from each can be
equipped at the same time, for example a cowboy hat and sunglasses.
Available options: Overall in the final version of the prototype only four accessory
options are available with two hats and two glasses. This is a decent downfall of the final
product due to the significance of reward based motivation within the application, limited
options will likely make users lose interest faster. This of course would be expanded with
more options if further development occurred.
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4: FINAL PRODUCT - MOBILE - SIGN UP AND ONBOARDING
Users have a simple process for creating a new account to prevent users from being deferred from the application. From research in A1 it was evident that long
sign up processes would discourage users from either staying consistent on the application or from completing their account registration (Appendix A.4.3)

Limited personal information needed: When registering a new
account there are only two required fields for your personal
information, being your name and email. These are indicated to
be required with an asterisks ‘*’. Your name is used in the home
page to make the experience more personalised to better
motivate consistency, and your email is used to log-in and as
an identifier similar to the unique code.
Unique code: The unique code is an identifier for your account,
meaning passwords and usernames are not needed simplifying
the sign up process. These can be accessed at all time in the
application in the profile section in the settings menu. Your
unique code can be used by your friends to add you and invite
you to habits. However, your email can also be used in these
cases. 
Personalising the user experience: There are two steps in
setting up your account, your personal information and then
choosing your character and it’s name. Due to the limitations of
the final prototype the user will get an error message if they
select a character which is not the frog. If further development
would occur all characters would be available. When selected
the circle is filled with a different accent colour.
Onboarding: Once the account is created the user will be
shown a default home page which is blurred out with a pop-up
which summarises the application, showing your name, and
your character! If needed, the user also has the option to go
through a walkthrough of the application. Due to many
additional features of the application being hidden by the user
in the add to home panel, we found that a walkthrough may be
necessary for new users to utilise all that the application has to
offer. The tutorial is non-functional in the final prototype. 
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4: FINAL PRODUCT - MOBILE - LOG IN 
Users have a simple log-in process with multiple log-in options and a verification code sent to email to increase security of the user’s data.

Primary log-in button: With the intention of this
application being used consistently by users the Log-in
button is the primary whilst the register button is a
secondary. On this page you are also able to click the text
button ‘What is achievo?’ to learn more.
Log-in options: Users have the ability to either log-in with
their email or with Google, Facebook or Instagram. If the
user accidentally clicks the log-in button instead of the
register button as it is primary button and therefore likely,
they are able to click the text button at the bottom left
which directs the user to the register page.
Verification: To ensure security for the user they are
required to enter a code sent to their email. This is
necessary as there is no password required to set when
signing up. However, to prevent this from occurring each
time users can enable the tick box to stay logged in,
recognising the device the user is using. Errors with email
deliveries can occur, therefore the user of when they
should get the code and an option to get the code re-sent.
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6. Appendix
A. Research / A1

B. Concept Development / A2
C. Artefacts 

D. Usability Testing
E. References / Team Charter

https://www.figma.com/file/eCVdA5sAf58z3EE1MpO3V3/DECO2200-Planning?type=design&mode=design&t=5VA8u4xckvgE68dh-1


A. Research
Secondary and primary Research



https://uxstudioteam.com/ux-blog/self-tracking/ 
UX self tracking tips 

Notification 
https://www.nirandfar.com/notifications-that-work/ 

Existing apps and missing elements 
https://www.notionhub.net/free-templates/gamify-goals-tasks-and-daily-habits/ 
https://www.tiktok.com/search?q=notion%20game&t=1691630398629 
https://www.tiktok.com/@youarelovedtemplates/video/7161992990037167403 
There are no gamified apps specifically focused on habit and productivity tracking

Most are related to individual tasks like fitness, drinking water, to-do lists, etc…
The only one similar is “https://habitica.com/static/home” however, it is very strong on the ‘game’ sense, we
want our app to feel like your life is a game not like you are building a custom persona / rpg. 

https://www.forestapp.cc/ 
Focus app – if you leave the app, your tree dies

Virtual Cottage
App where you can set a timer and just listen to lo-fi music. 

Why productivity is important / habits 
https://www.healthline.com/health/mental-health/why-are-habits-important
Habits improve mental health greatly
Increased motivation

Different types of habits
Preventative (brushing teeth)
Eating habits (eating a portion of vegetables with each meal)
Habits of mind (positive self talk, diary or journaling, meditation)
Productive (to-do lists)
Social and communication (
Unwanted (procrastination)

Do people have issues with productivity 
https://facilethings.com/blog/en/micro-tasks 
The reason is that whenever you recognize a task or project as completed, your brain releases a load of
dopamine, a neurotransmitter that is responsible for generating feelings of accomplishment, satisfaction and
happiness. This release of dopamine not only makes you feel good but also motivates you to continue
completing tasks and extend that pleasant feeling.

A.0 Secondary research and research plan

Attention span issues
https://www.wyzowl.com/human-attention-
span/#:~:text=According%20to%20research%2C%20our%20attention,or%20object%20for%209%20
seconds. 
Decrease from 12.25 in 2000 to 8.75

With a growing trend of low attention spans, young people are struggling to keep and maintain healthy
habits and remain productive. With digital generations entering adult life, it is easy to remain distracted and
forget important tasks and habits which aid in their overall mental and physical health . To address the
issue of attention span and our age demographic, producing a fun and incentive based self-tracking
application could help users overcome these barriers and build long term habits. 

How do gamified ways of self tracking improve engagement?
How can self-tracking apps be better suited for young adults?
What type of features are effective or missing from self-tracking applications?
What are the barriers that are currently stopping young adults from being productive?
What motivates people to maintain and create healthy habits and be productive?

Problem Area & scenario
Problem Area: Lifestyle, Leisure and Entertainment

Scenario: How can self-tracking apps be better suited for young adults, in order to address their needs
regarding productivity.

Research questions

*Find secondary research to justify why these are our research questions. 

https://uxstudioteam.com/ux-blog/self-tracking/
https://www.nirandfar.com/notifications-that-work/
https://www.notionhub.net/free-templates/gamify-goals-tasks-and-daily-habits/
https://www.tiktok.com/search?q=notion%20game&t=1691630398629
https://www.tiktok.com/@youarelovedtemplates/video/7161992990037167403
https://habitica.com/static/home
https://www.forestapp.cc/
https://store.steampowered.com/app/1369320/Virtual_Cottage/
https://www.healthline.com/health/mental-health/why-are-habits-important
https://facilethings.com/blog/en/micro-tasks
https://www.nytimes.com/2009/10/27/science/27angier.html?_r=0
https://www.wyzowl.com/human-attention-span/#:~:text=According%20to%20research%2C%20our%20attention,or%20object%20for%209%20seconds
https://www.wyzowl.com/human-attention-span/#:~:text=According%20to%20research%2C%20our%20attention,or%20object%20for%209%20seconds
https://www.wyzowl.com/human-attention-span/#:~:text=According%20to%20research%2C%20our%20attention,or%20object%20for%209%20seconds


A.1.1 Questionnaire Planning:
• Justification: In order to gain a broader view of the information regarding productivity, self-tracking our survey will
target people who both use self-tracking apps and don’t, and people who are also productive/have good habits and not.
I find that is important to understand all 4 of these factors. In terms of self-tracking apps, we need to understand why
people use it and how it is effective, and it’s impact on productivity in general. We also want to find out why people
don’t use self-tracking apps, and if they consider themselves to be productive, and why if so. Furthermore, identifying
people who are productive without these apps are important as we can find out what motivates them, and therefore
incorporate similar motivations within the application to aid users without healthy habits. However, we want to expand
on questions targeted to particular people, especially those who use or have used self-tracking applications to find out
what works within those apps, what doesn’t, or personal issues preventing them. Of course, the survey also needs to
include basic demographics, and for this, mental health will also be considered. Mental health and healthy habits are
often related, with people with mental health issues often struggling to maintain healthy habits, and see what we could
do to accommodate our application and make it more accessible for them.
• Aim for 50+ participants
• Approximately 5-10 minutes long
• Rikert scale questions mostly with some yes and no.
• I want the first few questions to focus on productivity and habits
• I want to find out which participants are productive, and which have good habits
• I want to find out what motivates participants to be productive
• I then want to find out how they are productive and how they maintain good habits
• I also want to find out why people find it difficult to be productive or maintain good habits
• The next questions I want to focus on self-tracking applications, particularly with productivity and habits. It would ne
necessary to provide a description and further information (make this a separate section, make sure to include
educational, self improvment in this)
• I want to find out which participants have used self-tracking or applications before
• I want to find out what type of self-tracking applications participants use
• I also want to find out how effective these applications were, and what made them effective.
• Ask about notifications, if they were effective or not.
• I want to find out the impact these applications had

Section 1 - Demographics
1. What is your age?
2. What is your gender?
3. What is your highest level of education?
4. What is your occupation (select all that apply)
5. Do you identify as someone with a mental illness, physical impairment or learning difficulty? (OPTIONAL)

Section 2 - Productivity and Habits
1. You are more productive than the average person [rikert scale]
2. What tools do you use to remain productive? (select all that apply)
3. What techniques do you use to remain productive? (select all that apply)
4. What motivates you to be productive? (select all that apply)
5. Do you struggle with self-determination?
6. Would you say you have healthy habits?
7. It is easy to maintain your habits [rikert scale]
8. It is hard to establish and create new habits [rikert scale]
9. How often do you forget or lose track of time, preventing productivity and your daily habits [rikert scale]
10. Productivity and healthy habits are necessary for success [rikert scale]
11. What type of habits do you STRUGGLE with the most? (select all that apply)
12. If you find it difficulty or really easy to remain productive and establish good habits. Why do you think this is? (OPTIONAL)
Section 3 - Self-tracking applications
1. Have you actively used self-tracking applications before?
a. YES - sent to section 4 / b. NO - sent to section 6
Section 4 - Self-tracking continued
1. What type of self-tracking or self-improvement applications have you used? (select all that apply)
2. Would a more fun and engaging tracking application be more effective than a professional one?
3. What features or aspects did you like or dislike about the application(s)?
4. Were notifications effective at keeping you on track?
5. Have you specifically used a habit or task tracking application before?
a. YES - sent to section 5 / b. NO - sent to section 6
Section 5 - habit tracking
1. What habit tracking application did you use? (OPTIONAL)
2. Would a ‘gamified’ habit tracker application motivate you to stay on track with your habits?
3. What features did you enjoy in the habit tracking application you used?
4. What would you improve on or features you would want added in a habit tracker?
Section 6 - never used self-tracking
1. What has deterred you from using these types of applications? (OPTIONAL)
2. Do you think if you had a self-tracking application, your productivity would improve and maintaining habits would be easier?
Section 7 - final questions
1. Do you think productivity and habits are improved with most self-tracking applications
2. Why do you think some people struggle to remain productive or hae healthy habits? (OPTIONAL)
3. Why do you think some people struggle to use self-tracking applications? (OPTIONAL)
4. What features would you want in a habit or task tracking application?



A.1.2 Questionnaire Raw Data:

*Sample as data set is too large, for full data, go to this link: https://docs.google.com/spreadsheets/d/1TVf0WlNuwzN8grSqGl1zpAN3QjE--Zamk7tmANHcI0I/edit?usp=sharing 



A.2.1 Interviews planning
We have decided to conduct conversational, semi-formal interviews that will allow us to gain better, more personalised insights into the effect of different self-care and productivity habits used by our target demographic, which – in this case –
was largely young adults due to the scope of our project and our access to people of that age. Although we acknowledged that this method is prone to bias, since we did not have as many participants, it nonetheless provided valuable insight and
allowed us to adjust and create our personas, storyboards, and other key research elements accordingly. The questions were created with reference to the results given by the questionnaire outlined above. Interview questions Since we wanted to
largely focus on personal insights and perspectives we may not have sufficiently explored, the interviews were largely conversational, open-ended, and informal. Rather than limiting myself to a select set of questions, I instead created a few key
questions that I could go off of (based on design, think, make, break, repeat book), thus allowing myself to gain a wider scope of experiences._
The interviews aimed to answer three questions:
1. What contributes to making a person productive or unproductive?
2. Why or why not do productivity methods work?
3. What methods, if any, have worked in helping the individual establish healthy habits?

Additionally, I had the following questions that I could revert to if I got stuck:
• Would you call yourself a productive individual?
• Do you find yourself able to do tasks effectively?
• why? are there any methods you've found helpful?
• have you ever used a digital method of incentivising yourself to do tasks (eg. study, self-help)?
• have you ever used a physical method of incentivising yourself to do tasks (eg. study, self-help)?
• how do you motivate yourself to do things?A.2.2 Interview transcripts



A.2.2 Interview transcripts



A.3.1 Online Ethnography planning
Online ethnography plan
We have decided to conduct an online ethnography as it allows us to understand data from an observational point of
view, as well as provide data from “in-the-wild”. Since method assesses online data, we decided this would be valuable
when understanding how best to design digital interfaces.
Plan (based on design, make, break, repeat book):
1. Choose an online platform
- Focus on reddit, specifically subreddits about planning, organisation, and
productivity
- Also potentially look at app store reviews on productivity apps
2. Decide on specific set of criteria
- Choose to focus on reddit posts that address personal experiences with the Intersection of productivity and digital
productivity apps.
- From apps mentioned by users, also consider the year they have been created, and if they address the concerns from
users who have had problems with productivity apps prior.
3. Read entries posted on online platform and make note of observations
- Make note to observe:
o What people say
o Attitudes of different users
o Common themes that emerge
o Social interactions between people across posts
4. Analyse field notes
- Create an affinity diagram to understand people’s attitudes, as this will allow us to see the most common sentiments
being expressed by users.

A.3.2 Online Ethnography data



A.3.2 Online Ethnography data



A.4.1 Affinity Diagram

Online Ethnography Affinity Diagram



A.4.2 Affinity Diagram

Attributes regarding productivie and healthy habits



A.4.3 Affinity Diagram

Attributes regarding self-tracking applications



A.5.1. Synthesis - Persona



A.5.2. Synthesis - Storyboards



B. Concept Development
Concept Iterations to Final Concept



B.1.1 Ideation Methods and planning

Written features needed for app based off affinity diagram user research and design brief 



B.2 Ideation Evidence 

B.2.1 Crazy 8 feature ideation - Emily B.2.2 Crazy 8 concept ideation - Emily



B.2.3 Ideation Evidence - Reverse Thinking

B.2 Ideation Evidence 



B.3Individual Concepts - Sketches

B.3.1 Sketch 1 - Yasmine B.3.1 User flow for Sketch 1 - Yasmine

Yasmine’s concept involved a tree to visualise habit progression, when you can only climb up
the tree once you’ve complete a habit X amount of times a day.



B.3Individual Concepts - Sketches

B.3.2 Sketch 2 - Yasmine B.3.3 Sketch 3 - Yasmine



B.3 Individual Concepts - Sketches

B.3.4 Main Sketch - Emily

Customisable habit tracker application based on social
accountability and statistics to motivate and retain user
attention. Users also have the ability to gain points to upgrade
their avatar. 



B.4.1 Decision Matrix

Decision Matrix Yasmine 
(leaderboard & freeform board concept

Decision Matrix Emily 
(User profile concept)



B.5.1  Concept Explanation and Justification

Following our decision matrix, we needed to expand our concept further to better fit into all our criteria and reflect our user data from A1 better. We decided to
mostly progress with Emily’s concept whilst incorporating the habit tracker aspect in Yasmine’s concept as the main feature of the application.

We also incorporated other concept ideation features from the Crazy 8's, (see 2.2) replacing the Avatar feature with a character feature instead, with the choice of a
frog, duck, piglet and cat. 

The app will function the same as Emily’s concept, but now with a Habit page which will reflect the character you choose (frogs will leap from lilypad to lilypad as they
progress). 

The application will be developed in three channels, Mobile, Desktop and Watch. It will also incorporate collaboration social interaction as user’s can ‘compete’ or
hold each other accountable if they choose to complete a habit together. 

We also identified that individuals with healthy habits were more likely to also be productive, hence why our application has the main focus of building habits rather
than a general task tracker. We also will ensure it is accessible for those with disabilities as they were considerably more likely to struggle with habits and productivity. 

The next page will go over some features included based off the affinity diagram in 1.3 of the appendix. 

List of features (in relation to affinity diagram of key features)
Short login progress 
A.4.3: Were easy and simple to use
Easy access to tick off tasks and see progress on home page
A.4.3 Did not require a lot of time spent in the app
Customisable home page, can move ‘widgets’ around and add additional features
such as to-do lists
A.4.3 Were customisable
A.4.3 Were easy and simple to use 
Statistics Page
A.4.3 Checklist or statistics to see how far I’ve come
A.4.3 Had self-motivated rewards, e.g. visible statistics

List of features (in relation to affinity diagram of key features)
Points and reward system for completing tasks
A.4.3: Had self-motivated rewards, e.g. visible statistics
A.4.3: Sense of completion or community 
Audio queue and visibly tick off tasks
A.4.3: Had self-motivated rewards, e.g. visible statistics
Customisable Avatar
A.4.3: Looked good and were fun to use
A.4.3: Had self-motivated rewards, e.g. visible statistics
A.4.3: Sense of completion or community 
Complete Habits with friends
A.4.3: Sense of completion or community 



B.6.1 User Journey 



B.7.1 Ethics Canvas



B.7.2 Ethics Canvas - Writing

young Adults
University Students
High School students
People with a lot of commitments
people who struggle with productivity and habits
people with learning difficulties or disabiltiies

People become productive
better time management
building consistent healthy habits
better choices for productivity and health

Competitive between friends with productivity
social and communication habits improved
better time management - can see friends more

distractions due to gamification being counter -
productive
technical errors for points system

ensure our product is secure and accessible for
those with disabilities
Limit distractions and allow for extensive custom
ability so people are motivated by what fits best

Individual Affected

Behaviour

Relations

Product or Service Failure

What can we do?

consumption of content as a wate of time
more prioritisation of stopping fast media
content

conflict based on the social accountability
aspect. If people compare how productive they
are
people could judge your negative habits or what
you want to improve
some personal habits or goals if exposed, like
overcoming addition will impact social and work
life.

Competitive between friends with productivity
social and communication habits improved
better time management - can see friends more

energy and internet
technology 
mobile, desktop, smart watch

Worldviews

Group Conflicts

Relations

Problematic Use of Resources

B.7.3 Ethics Canvas - Justification

As the application will likely be used by people with learning difficulties
or mental health issues (found in questionnaire data) It is important to
make it accessible, not distracting and have a high contrast ratio
People could chose to track sensitive areas such as addition within the
application.
Some people do not respond well to competition or social accountability
when completing a habit with others. This could be because they
struggled with their progress and notifications could continually impact
that. This feature is not necessary when completing a habit and
notifications can be switched off.
Gamification can be a distraction to user’s and be counter productive.
This is why our home page is designed to be the main access point for
users and moving off this page is not necessary.

Specific Areas for justification in our development



C. Artefacts
C.1: Wireframes

C.2: Original Design System
C.3: Mock-ups / Iteration 1

C.4: Iteration 2
C.5: Iteration 3

C.6: Design System Changes

Figma Link for interactive prototypes only: https://www.figma.com/file/eCVdA5sAf58z3EE1MpO3V3/DECO2200-Interactive-Prototypes?type=design&mode=design&t=ZBV5aDjeC19718NT-1
Figma Link for Usability testing + Wireframes + Mockups: https://www.figma.com/file/TG2hXiKzAW0o8DOBFB0waY/DECO2200-other?type=design&node-id=1%3A18104&mode=design&t=n7lNZyeYXmHKMXGK-1



C.1 Wireframes

C.1.1 Mobile Wireframes

C.1.1.1 Feature 1. Register an account (Mobile)

1. Create an account
2. Choose a Name and continue
3. Select a Character
4. Give the character a name
5. Exit pop-up



C.1.1 Mobile Wireframes

C.1.1.2 Feature 2. Add new habit

1. Navigate to Habit page
2. Add Habit
3. Name habit
4. Set duration to 30 Days
5. Start new habit 



C.1.1 Mobile Wireframes

C.1.1.3 Feature 3. Invite friend to habit

1. Navigate to Habit page
2. Click Invite
3. Enter unique code
4. Click Add



C.1.1 Mobile Wireframes

C.1.1.4 Feature 4. Buy and equip a hat for your character

1. Navigate to Avatar page
2. Click Buy
3. Click Equip



C.1.1 Mobile Wireframes

C.1.1.5 Feature 5. Add weekly goals to your home page 

1. Click Edit Home
2. Press ‘+’ button
3. Click Add weekly Goals
4. Type in weekly goal
5. Place Weekly goal on home page
6. Exit edit mode



C.1 Wireframes

C.1.2 Watch Wireframes

C.1.2.1 Feature 1. Select a Character

The Watch wireframes did not include all
features in the mobile and desktop version
due to the limited functionalities of the
watch and the more likely use of it being to
quickly tick off tasks.

Select Character
Enter name for character
Exit pop-up

You are required to link your account to
apple watch, there is no sign up or log in

1.
2.
3.



C.1.2 Watch Wireframes

C.1.2.2 Feature 2.
Add new habit

1. Navigate to Habit page
2. Add Habit
3. Name habit
4. Set duration to 30 Days
5. Set notifications to Daily
6. Start new habit 



C.1.2 Watch Wireframes

C.1.2.3 Feature 3. invite friend to habit

1. Navigate to Habit page
2. Click Invite
3. Enter unique code
4. Click Add



C.1 Wireframes

C.1.3 Desktop Wireframes

C.1.3.1 Feature 1. Connect Account

Click Connect Account
Use Unique Code

1.
2.



C.1.3 Desktop Wireframes

C.1.3.1 Feature 2. Choose Character

Select Avatar
Name Avatar
Exit pop-up

1.
2.
3.



C.1.3 Desktop Wireframes

C.1.3.2 Feature 2. Choose Character

Select Avatar
Name Avatar
Exit pop-up

1.
2.
3.



C.1.3 Desktop Wireframes

C.1.3.3 Feature 3. Add new Habit

Click Edit tasks / Habit
Click Edit Habit to go to Habit library
Click Add Habit
Configure Habit
Exit Habit page (accessible through
home page widget)

1.
2.
3.
4.
5.

The Desktop system is different from that
of the iPhone, as there is no navigation bar
the ‘homepage’ acts as a portal to the rest
of the application and it’s features



C.1.3 Desktop Wireframes

C.1.3.4 Feature 4. Invite friend to Habit

Click habit widget on homepage
Click Invite friend 
Enter Code

1.
2.
3.

The Desktop system is different from that
of the iPhone, as there is no navigation bar
the ‘homepage’ acts as a portal to the rest
of the application and it’s features



C.1.3 Desktop Wireframes

C.1.3.5 Feature 5. Buy and Equip Hat for avatar

Click Avatar widget on homepage
Navigate to accessories
Click on Hat
Click buy
Click Equip

1.
2.
3.
4.
5.

The Desktop system is different from that
of the iPhone, as there is no navigation bar
the ‘homepage’ acts as a portal to the rest
of the application and it’s features



C.2 Original Design System

C.2.1 Typography

The font we used was one called ‘Figtree.’ We followed the HIG from apple in terms of sizing for the fonts on each channel



C.2.2 Icons and illustrations

Our navigation bar incorporate custom illustrator made icons in .svg format with a
stroke weight of 3 and a filled and unfilled version to indicate status. These were made
as SVG’s to make it easy to change the colour.

We created illustrations for each character and a few items to
display in the avatar shop. The options for accessories will be
expanded in the next assignment.

We used other icons as well to indicate different things, we
tried to make them all 3 stroke weight but were unable to find
enough. The sizing displayed in this example is not the same as
in the actual mock-ups. 

A logo was also created for our application. The name of the
application is ‘Achievo,’ we manipulated this and added a light
bulb referencing a spark of productivity and a checklist to
reference progress and goals.

C.2 Design System



C.2.3 Colour

We chose a monochromatic colour palette, utilising this alongside stroke weight and drop
shadows to create depth and separation in our design. The main accent is used in the sign up
process acting as the brand colours. However, once an account is set up the accent colours in
the application are associated to which character you chose.

C.2 Design System



C.2.4 Accent example

This here displays how the homepage differs based on the avatar chosenC.2. Design System



C.2.4 Boxes

This portrays the design approach to boxes and sizing.
Following the HIG the iPhone input boxes and buttons will
be over 44pt at 50pt. The watch is slightly smaller at 40pt.
There will also be a radius of 24pt for the phone and a
20pt radius for watch. These boxes will also have a stroke
weight of 1 around the border. In the iPhone design, a
drop-shadow of X=2, Y=10, Blur=10 will be applied to
create depth in some sections,

C.2. Design System



C.2.5 Grids

Using online references we created grids for our mock-ups to ensure design consistenty and
alignment. The iPhone example also includes exclusion zones to make space for the home bar and ios
status bar. These exclusion zones have been followed in all of the mock-ups

C.2 Design System



C.3 Mockups

C.3.1 Mobile

C.3.1.1 Onboarding and Sign Up

Illustration on Page 1 from undraw,

Removed ‘continue’ button which
would lead to tutorial as users will
click this to try to exit the pop up,
instead added a small text button as
an option for users

Changed from original wireframes to
have two buttons side by side
instead of register in text below log-
in, this is because users would often
click log-in straight away 

Combined choose avatar and name
avatar into the same page to simplify
the process



C.3 Mockups

C.3.1 Mobile

C.3.1.2 Creating new habit 

Dark accent colour for
current day of the week.
Dashed line for inactive
days

Primary button is Regular
accent colour



C.3  Mockups

C.3.1 Mobile

C.3.1.3 Inviting friend to habit

We decided to add a confirmation page when adding a friend,
this was not found from user testing however.

Button when active, using light accent Colour



C.3 Mockups

C.3.1 Mobile

C.3.1.4 Buying and equipping item to character

We decided to add a confirmation page when adding a friend,
this was not found from user testing however.

Users wanted to be able to try on the item
before they purchased



C.3 Mockups

C.3.1 Mobile

C.3.1.5 Adding weekly goals to home page

Ability to add more goals and scroll to view them all. Sizing was
considered so it could easily be pushed up to accommodate the
keyboard



C.3 Mockups

C.3.1 Mobile

C.3.1.6 Moving a
widget on the home
page

users were confused about the original ‘edit home’ button being
able to both edit home and add, therefore we made two
buttons to reference the different functionality

From expert testing, have it
say ‘Done’ when active

Some users didn’t see or understand
this function, we created more
seperation to make it seem like you
grab it to move. In the prototypes we
intend to apply the ‘wiggle’ effect
seen on the iPhone screen

Delete button when you are grabbing
and dragging one of the widgets



C.3 Mockups

C.3.1 Mobile

C.3.1.7 Habit progress flow

C.3.1.8 Statistics pageLight green for ‘Tomorrow’ and no
checkbox when the option is inactive

Dark green for 76-
100%
Green for 25-75%
Light green for 1-
24%
Light grey for 0% or
days not included.

Different accent tones
based off progress, 

Arrow buttons allowing
you to choose another
month to look at
progress or slide in the
weekly one

Users are able to add
these widgets to their
homepage



C.3.1.9 Friend list 

C.3 Mockups
C.3.1 Mobile



C.3.1.10 Configuring habit and adding friend

C.3 Mockups
C.3.1 Mobile

C.3.1.13 Error Message

Users will get an error
message if they do not select

frog when creating a character
this is to allow for further user freedom
and a better ability for error recovery



C.3.1.11 Log-in 

C.3 Mockups
C.3.1 Mobile



C.3 Mockups

C.3.1 Mobile

C.3.1.12 Different home page examples C.3.2.6 different home page examples

C.3.2 Watch



C.3 Mockups

C.3.2 Watch

C.3.2.1 Onboarding

C.3.2.2 Homepage C.3.2.3 Inviting friend to habit

Note; keyboard page is
black, as the smart watch

medium modelling
(iwatch) defaults all
keyboards to black 



C.3.2.4 Widgets

Note; When you click on
the homepage buttons,  

you are redirected to
these pages. Daily tasks

and statistics page are
scrollableC.3.2.5 Adding habit

C.3 Mockups

C.3.2 Watch



C.3.3.1 Homepage

C.3 Mockups

C.3.3 Desktop



C.3.3.2 Adding habit to home page

C.3 Mockups

C.3.2 Desktop



C.3.3.3 Buying and equipping item

C.3 Mockups

C.3.2 Desktop



C.3.3.4 Onboarding / log in

C.3 Mockups

C.3.2 Desktop



C.3.3.5 Editing home page 

C.3 Mockups

C.3.2 Desktop



C.3.3.6 Different examples of home page

C.3 Mockups

C.3.2 Desktop



C.4.1.1 Log in process

C.4 Iteration 2 Mockups
C.4.1 Mobile

Added ‘Stay logged in’ button from
expert testing results

thinks email should be at the top and log in google at bottom
Thought the vector didn’t make sense and too much white space

Added a button which re-directs users to register / log-in for further error recovery



C.4.1.2 Avatar page

C.4 Iteration 2 Mockups
C.4.1 Mobile

Changed hierarchy of text with
accessories now at 20pt

wanted more clear hierarchy from expert testing
also didn’t like the text ‘sammy’ and wanted it removed

Changed button sizing in
confirmation pop-up

Changed ‘try’ feature to have it
with the character equipped item



C.4.1.3 Habit page

C.4 Iteration 2 Mockups
C.4.1 Mobile

Changed title from Habits to Habit
progress from expert testing 

Experts said the habit tick box blended into the background, therefore
added a 1pt stroke to it

Added additional page in the
animation to show task

completion, where aconfetti
covers the screen.



C.4.1.4 Home page - add to home 

C.4 Iteration 2 Mockups
C.4.1 Mobile

Experts said that the user experience in adding a weekly goal
was weak, there didn’t need to be as many pages and the repeat
drop down didn’t work as there was only 2 options. The process

was simplified and a new successfully pop up comes up

Experts also didn’t know that
weekly goals meant you had 7 days

to complete it, but thought it
meant that you would need to
complete the task on Thursday

(for example) every week 



C.4.1.5 Home page - Statistics

C.4 Iteration 2 Mockups
C.4.1 Mobile

Experts confused on the all-time summary =
wording is confusing (changed to total

points and completion rate)
Experts confused as daily completion rate

starts on friday and should be monday -
sunday

C.4.1.6 Component changes
added an additional step of the animation

with a delay which visualised confetti when
the user completes a task

C.4.1.7 Home page - Move

The widgets now wiggle, similiar to
that when you are moving apps on
the apple home screen to visualise

the gesture to hold and drag to
move widgets



C.4.1.8 Sign up 

C.4 Iteration 2 Mockups
C.4.1 Mobile



C.4.2.1 Creating a character

C.4 Iteration 2 Mockups
C.4.2 Watch



C.4.2.2 Homepage & different pages

C.4 Iteration 2 Mockups
C.4.2 Watch



C.4.2.3 Setting up a habit

C.4 Iteration 2 Mockups
C.4.2 Watch

If selected “ add to library,
“Addded” animation page

plays, and user is taken
back to first empty habit

tracker page

Note: Frog green colour displayed, as features and
functions are the same for other characters, just differing
in colourways.

This page only appears if
user selects “custom”
when deciding on their

duration



C.4.2.3 Inviting a friend

C.4 Iteration 2 Mockups
C.4.2 Watch

Note: Frog green colour displayed, as features and
functions are the same for other characters, just differing
in colourways.



C.5.1.1 Different character UI

C.5 Iteration 3 Mockups
C.5.1 Mobile

Way to show different UI examples based
off character selection



C.5.1.2 Different home page customisation

C.5 Iteration 3 Mockups
C.5.1 Mobile

Way to show different customisation
possibilities with the aplications extensive
customability and personability functions.
This includes more statistics, new widgets

and overall different orientation

tis was also used in the promotional video



C.5.1.3 Home page 

C.5 Iteration 3 Mockups
C.5.1 Mobile

There was significant UI changes following
the user testing, this was also affirmed in

the expert testing but not a priority of
change between the original iteration to the

iteration used in user testing. The top of
each page now utilises the accent colour 

Main advice was that the interace was very
cluttered and it was hard to differentiate
sections. . To minimise the clutter we also

changed the stroke to a gray instead of
black, and decreased the drop shadow to

blur 10, opacity 10. This is applicable to the
nav bar and task boxes but not pop-ups

Another aspect of this de-cluttering was
removing the top buttons of ‘add’ and ‘edit

home’ and adding these into an hamburg
settings menu.

Furthermore the slider progression bar was
removed and instead a text is put in that
place using the praise design pattern to

inform users of their streak count



C.5.1.5 Home page - add 

C.5 Iteration 3 Mockups
C.5.1 Mobile

Only changes in this section from iteration 2
to 3 was UI based changes with button icons

now a grey instead of black

C.5.1.6 Home page - move

Removed the hand icon due to confusion
from both users and experts. Added new

‘Done’ button when user has finished
moving widgets



C.5.1.6 Habit Progress page

C.5 Iteration 3 Mockups
C.5.1 Mobile

Invite button was removed
and replaced with a invite

icon

Changed stroke on habit task
box to grey 

C.5.1.7 Avatar page

More UI changes with
buttons. use of grey accent
for secondary buttons or a

grey stroke with white fill for
others



C.5.1.8 Avatar frames - full

C.5 Iteration 3 Mockups
C.5.1 Mobile C.5.1.9 Statistics



C.5.1.10 Habiit configuration

C.5 Iteration 3 Mockups
C.5.1 Mobile

Added habit library
page which is also

accessible from
settings + UI changes



C.5.1.11  adding friend to habit

C.5 Iteration 3 Mockups
C.5.1 Mobile

Added messaging
feature which is
accessible in the
friends list and

directly on the habit
page. 

Red dot = notification

UI changes



C.5.1.12 Sign up / log in

C.5 Iteration 3 Mockups
C.5.1 Mobile UI changes



C.5.2.1  Onboarding

C.5 Iteration 3 Mockups
C.5.2 Watch

Note: Frog green colour displayed, as features and
functions are the same for other characters, just differing
in colourways.

Log on after having set up profile:



C.5.2.2 Hope page & sub-pages

C.5 Iteration 3 Mockups
C.5.2 Watch

Note: Frog green colour displayed, as features and
functions are the same for other characters, just differing
in colourways.



C.5.2.3 Setting up a habit

C.5 Iteration 3 Mockups
C.5.2 Watch

Note: Frog green colour displayed, as features and functions are the same for other characters,
just differing in colourways.

This page only appears after user has decided to add
habit to library. From there, they are then taken back to

“add new habit” page



C.5.2.4 Adding a friend

C.5 Iteration 3 Mockups
C.5.2 Watch

Note: Frog green colour displayed, as features and
functions are the same for other characters, just differing
in colourways.



C.5.1.13 New design system

C.5 Iteration 3 Mockups
C.5.1 Mobile

There were few UX
changes to the final

iteration but many UI
changes, to make it

easier to understand,
a new design system
was created specific

for the mobile
interface. Most

notably, the buttons
and boxes changes



D. Usability Testing
D.1: Round 1 User Testing

D.2: Round 2 Expert Testing
D.3: Round 3 User Testing



D. Testing

D.1.1 Features list & Testing Plan

Note; Less features were tested on the
smart watch due to device affordances.
This led to Yasmine testing the three
features of the smart watch, and
remaining two features on the smart
phone



D. Testing

D.1.1 Features list & Testing Plan

Adding a new habit
Inviting a friend to a habit
Setting up a character
Buying and equipping a hat for character (character customisation)
Editing homepage and setting a weekly goal

Our goal is to see if the habit adding / customising features (goal 1,2)
To see how time the set up efficient (3,4)
To see how intuitive the user customisation options are (5)

Testing
Tasks

1.
2.
3.
4.
5.

Goals
1.
2.
3.

Group member testing:
Yasmine - Phone + watch
Emma - Desktop
Emily - Phone

How did the system for setting up a habit and inviting a
friend feel? Was it easy 
Did the process for creating a new habit feel too long?
Would you have liked to customise the environment
(habit tracking page) of your character more?

Adding a new habit
Inviting a friend to a habit
Setting up a character
Buying and equipping a hat for character (character
customisation)
Editing homepage and setting a weekly goal

Desktop + Mobile
User Testing
Think aloud:
Scenario: You just downloaded the app and want to start a
habit with your friend. Your goal is to set up your profile,
then create a new habit with a friend. (Tasks: 1, 2, 3)

Scenario: After meeting your goal of completing your habit
10 days in a row, you earnt some coins! With these coins,
buy and equip a hat for your character. Then edit your
homepage to set yourself a goal for the week. (Tasks: 4, 5)

Tell users to vocalise what they are thinking as they
complete this task.

Interview:

Expert Testing:
Cognitive walkthrough

How did the system for setting up a habit and inviting a
friend feel? Was it easy 
Did the process for creating a new habit feel too long?
Would you have liked to customise the environment
(habit tracking page) of your character more?

Adding a new habit
Inviting a friend to a habit
Setting up a character

Desktop + Mobile
User Testing
Think aloud:
Scenario: You just downloaded the app and want to start a
habit with your friend. Your goal is to set up your profile,
then create a new habit with a friend. (Tasks: 1, 2, 3)

Tell users to vocalise what they are thinking as they
complete this task.

Interview:

Expert Testing:
Cognitive walkthrough



d. Testing 

D.1.2 Mobile: Transcripts and Raw Data

D.1.2.1 User Testing Transcript 1

D.1.2.2 User Testing Transcript 2

Klara
Task1
Issue with first page, press login. Tried to sign up with Google. Named easy.
Pressed continue instead of exit. New about scroll down but didn’t
Task 2
Nothing to add
Task 3
Tried to go to avatar to invite friend
Task 4
Didn’t have issues setting up habits, did first navigate around the main page to
see if there was anything but found the nav bar easily
Task 5
Didn’t know straight away how to add. The plus icon wasn’t clear enough but the
next pages were
Other notes
⁃ edit home needs to be more obvious, on what to do to change
⁃ Stuff in empty space

Interview
How did the system for setting up a habit and inviting a friend feel? Was it easy 
yes
Did the process for creating a new habit feel too long?
not really but i was confused
Would you have liked to customise the environment (habit tracking page) of your
character more?
not sure, I think it would be nice

Katy
Task 1
Did register successfully, first. Wanted to sign up with Google. Selected frog. Pressed x
instead of continue
Task 2
Confused of how to start straight away. Looked around the main page, confused
eventually went to habits page. Write name first. Hadn’t selected 30 days but wanted
to start
Task 3
Didn’t know where to add a friend to your habit, said settings and then avatar. Invite
successfully. Liked the idea of leveling up and aging characters
Task 4
Went to avatar straight away. Buy hat well. Liked the shop idea - using points as a
motivator. Equip well. Wants the idea for trying on an idea
Task 5
Edited home straight away. Didn’t know what the arrows. Really liked the idea of
customising home page and wanted the app. Setting weekly goal, wanted to do a to do
list. Knew how to place, liked the hand icon. Preferred the pop ups here as she is less
inclined to close them

Notes;
⁃ Wants a different way to show the habit progress that makes you feel like it’s harder
⁃ Or adding quotes or unlocking things at extra step
⁃ Custom icon for your avatar

Questions
How did the system for setting up a habit and inviting a friend feel? Was it easy 
Very simple and screenline, 
Setting a habit was very easy, inviting a friend bit harder. She didn’t know to invite a
friend from habit page
Did the process for creating a new habit feel too long?
Not at all
Would you have liked to customise the environment (habit tracking page) of your
character more?
Good amount, but wants to add clothes and such.



D. Testing 

D.1.2 Mobile: Transcripts and Raw Data

D.1.2.3 User Testing Transcript 3 D.1.2.4 User Testing Transcript 4

Note; These user test were done in conjunction with the watch testing, therefore, they only test the buy/equip item feature, and edit
homepage features



D. Testing 

D.1.2 Mobile: Transcripts and Raw Data

D.1.2.5 Cognitive Walkthrough



D. Testing 

D.1.3 Watch: Transcripts and Raw Data
D.1.3.1 User test 1



D.1.3 Watch: Transcripts and Raw Data 
D.1.3.2 User test 2



D.1.3 Watch: Transcripts and Raw Data 
D.1.3.3 Cognitive walkthrough - Task 1



D.1.3 Watch: Transcripts and Raw Data (pt 2)
D.1.3.4 Cognitive walkthrough - Task 2



D.1.3 Watch: Transcripts and Raw Data 
D.1.3.5 Cognitive walkthrough - Task 2



D.1.4 Analysis

D.1.4.1 phone analysis usability insights table

Note; 
Grey: Data

Yellow: Task goals and Task
Red: feature

Green: UI improvements
Purple: Serverity Rating



Note; 
Grey: expert test

Green: user test 1
Purple: user test 2

Note; 
Grey: expert test

Green: user test 1
Purple: user test 2

D.1.4 Analysis

D.1.4.2 watch analysis bottom-up 



Note; 
Grey: expert test

Green: user test 1
Purple: user test 2

D.1.4 Analysis

D.1.4.2 watch analysis bottom-up 



Expert Test Guide User Test Guide

Introduce the application and
scenario
Allow experts to test 5-6 of the
most important features
Heuristic Evaluation
Track 1 form of quantitative
data (first click, mistakes, time
taken on feature, etc)
Post HE interview

Introduce the application and
scenario in the introduction
Think Aloud Feature testing
Assess first click, success rates,
time taken and number of
mistakes metrics
Post-testing interview (2-3
questions)
SUS Survey

D. Usability Testing

D.2.1 Round 2+3 Usability Testing Plan

User & Expert Testing Plan
Methods of testing
Heuristic evaluation (EXPERT)
Pre and Post testing interviews (EXPERT + USER)
SUS Survey (USER)
Think Aloud (USER)

Metrics
First click
Time taken to complete a task
Success rates
Number of mistakes in user flow

Target users
2 experts (1 expert testing session)
3 users
Required:
Young adult demographic 18-25
Desirable but not necessary: 
Students who also work jobs
Individuals that have learning difficulties 
Individuals with low productivity and issues building healthy habits
Moderate technological literacy 
Individuals with a busy and active life

Recruitment Plan
For Experts:
Use SUEDE socials to try recruit Expert participants
Find peers in DECO2200 or other design classes to participate 
For Users:
Find individuals that fit the target audience that do not study design
Use a screening survey with Loop11 and post the link around to get offline user testing. 



D. Usability Testing

D.2.2 Round 2+3 Usability Testing Plan - Mobile specific

Introduce the application and scenario
Allow Experts to go through scenario 2 feature tests
Heuristic Evaluation 
Track how long it takes them to complete each task
Track number of mistakes 
Post HE interview

MOBILE
Scenario 1
Task 1: Sign up
Task 2: Create Habit (need to make the library button functional)
Task 3: Invite friend to habit

Scenario 2
Task 4: Sign in
Task 5: Explore homepage
Task 6: Add weekly goals to home page
Task 7: Move progress widget to top right
Task 8: Progress to the next step in your habit progress page 
Task 9: Buy and equip an accessory for your character
Task 10: Explore statistics page 

Goals
Ease of use for the habit page (Task 2, Task 3, Task 8)
Ease of use in the onboarding and sign up progress (Task 1, Task 4)
Ease of use of home page (Task 5-7)
Learnability of the home page (Task 5)
Utility in the statistics page (Task 10)
Learnability of the avatar page (Task 9)
Memorability of how to use habit page (Task 8)

Expert Testing Plan
2 experts ( 1 session) 

Steps
1.
2.
3.
4.
5.
6.

Introduction for Scenario 1 (Expert Testing)
The application you will be testing today is called Achievo. It is a gamified habit tracker with a reward incentivised
system, you are able to complete tasks to earn points to upgrade your character. It is designed to be highly
customisable for users with the home page as the main access point for tracking and completing tasks. This leads us
to the scenario:

Log in and complete all your daily tasks
add some weekly goals to your home page
And move the daily progress widget to the top right. 
Once you complete your daily tasks, complete your daily habit 
Using the points you earned, buy and equip an accessory for your avatar
Go to the statistics page and explore the features

Sign up
Configure Habit
Invite friend to habit

Introduction for Scenario 1 (Expert Testing)
You have been using Achievo for a few months and want to log in to track your progress! (

1.
2.
3.
4.
5.
6.

Post HE Interview Questions
What do you think could be improved or is missing from the sign in process?
Did you feel like you were too limited in the user flow and accessible features?
What feature felt the most refined and which needed the most improvement?
Is there any way we could improve how we facilitate this expert testing session?

User Testing Plan
3 users

Steps
Introduce the application and scenario in the introduction
Think Aloud Feature testing Scenario 1 + 2
Use first click, success rates, time taken and number of mistakes
SUS Survey

Introduction for Scenario 2
The application you will be testing today is called Achievo. It is a gamified habit tracker with a reward
incentivised system, you are able to complete tasks to earn points to upgrade your character. It is designed
to be highly customisable for users with the home page as the main access point for tracking and completing
tasks. This leads us to the scenario:

You are a new user to Achievo, Create an account, configure a habit and invite a friendLog in and complete
all your daily tasks

1.
2.
3.

Post Walkthrough Interview + SUS Survey



D. Usability Testing

D.2.3 Round 2+3 Usability Testing Plan - watch specific
Log on (tick whether or not habit had been completed - landing page ver.)
Character selection
Character naming
View daily tasks
View focused habit

Add a new, custom habit
Start a new habit from user library

View statistics
View upcoming deadline
View avatar
Settings
Create a habit to add to library (add back button to add to library/start habit - watch)
Invite a friend to join a habit with a unique code
Add a friend from user’s friend list

Set up a new characters
Check off a daily task
Navigate to statistics page
Navigate to avatar page
Navigate to upcoming deadline page
Add a new, custom habit
Invite a friend to join a habit with a unique code
Edit habit to remove the friend
Tick habit

Setting up a character
Check off a daily task
Creating a new, custom habit
Invite a friend to join a habit with a unique code
Tick habit

Tick habit from new habit landing page

All Features:
1.
2.
3.
4.
5.

6.
7.
8.
9.

10.
11.
12.

User tasks to test:
1.
2.
3.
4.
5.
6.
7.
8.
9.

Expert tasks to test:

 [TURN OFF DEVICE]

Ease of use in the onboarding and sign up progress (Task 1)
Ease of use for the habit page (Task 6, )
Ease of use of home page (Task 5-7)
Learnability of the home page (Task 5)
Utility in the statistics page (Task 10)
Learnability of the avatar page (Task 9)
Memorability of how to use habit page (Task 8)

Goals



D. Usability Testing
D.3.1 Round 2 Usability Testing Results - Expert - Mobile - Data Summary

Raw Heuristic Evaluation: https://docs.google.com/spreadsheets/d/1tiJNgSrG0f-qUci-65fZoRwp2cZLG0Ky7k2QofrTmgc/edit?usp=sharing

H3: User control and freedom
Improvement: Add in the components to allow users to navigate and get familiar with the systems and functions
Severity: 2

H5: Error prevention
Improvement: Improve UI and increase hierarchy of text to improve CTA
Severity: 1

H3: User control and freedom
Improvement: Add variable and components to keyboard and connect to string to display a custom duration
Severity: 2

H3: User control and freedom
Improvement: add a frame which shows an empty library page 
Severity: 2

H3: User control and freedom
Improvement: allow users to add friend from email and from friends list 
Severity: 2

H3: User control and freedom
H1: Visibility of system status
Improvement: Make the messages accessible and add an additional step in adding a friend which requires the user to wait for
their friend to accept, this should be prototyped with a time and small notification like pop-ups when a friend accepts or
declines an invitation
Severity: 3

H7: Flexibility and efficiency of use
Improvement: need to make it scrollable, allow users to see how far the end is. The messages is blocking off part of the
lilypad and character, so scrolling will allowing them to see more 
Severity: 4

Homepage freedom and exploration

CTA on home page to habit page 

Freedom to input custom days

Freedom to click other buttons and options

Freedom to input and click other buttons and options

Expand prototyping features to test new social aspects like messages

Unable to scroll and some features are behind others
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Raw Heuristic Evaluation: https://docs.google.com/spreadsheets/d/1tiJNgSrG0f-qUci-65fZoRwp2cZLG0Ky7k2QofrTmgc/edit?usp=sharing



Unknown Speaker  0:03  
Okay

Speaker 1  0:07  
so just to go over the question I asked again so you guys touched on a bit but what else needs
to be improved in the signup process

Unknown Speaker  0:19  
status of like like it was like the but if I have to like maybe having like a stable

Speaker 2  0:33  
I guess like when the keyboard comes up and I put my email in, I found it's like my that as well.
When I hit return, I don't want that to be the button to get me to the next page or have it not
there at all. Like when he returned, and then I hit continue. I feel like that's a step that needs to
be that can be avoided. You can just like yeah, have you ever returned equals I guess the only
other thing. I guess I talked about this a little bit in my notes as well. Just like the whitespace
and the visualisation. Like it doesn't really communicate the same vibe as the rest of them
based on like colour and what the apps have got, like the branding could be a little bit more
consistent with the rest of it.

Unknown Speaker  1:20  
I think it's both like the logos

Speaker 3  1:22  
of the other company are very different and they take up a lot of space, maybe like doing
another logo, your style guide your branding, but like obviously that logo

Speaker 2  1:38  
is that I guess just noticing now, I guess we should be looking at as if I'm at this they don't have
an account register is a little small

Speaker 1  1:51  
so the next question I have for you guys today both features are what you guys saw tested,
most refined

Unknown Speaker  2:06  
throughout the whole lot.

Unknown Speaker  2:09  
Sign up

Unknown Speaker  2:18  
the moving stuff is pretty good. But

Speaker 2  2:25  
also the avatar. The Avatar pages Yeah, really easy to go through. Like yeah, it's integrated well, gives them like it really shows the
reward for your progression within the app

Unknown Speaker  2:38  
as well. Because like I don't have a tonne

Unknown Speaker  2:43  
of on that. What do you think is the most?

Speaker 2  2:49  
I guess like this role has been like the page layouts, a little bit hard to follow. There's a lot going on in them a lot of content, a lot of
small writing I feel like it's still good content, but maybe it's like visualising where you're at, or like I'm not really sure if it's needed.
Like decluttering a little bit

Speaker 3  3:14  
even having like your avatar like appeal instead of a setting somewhere else. And then once you can get rid of that well. Yeah, I find it
hard to kind of have like a lot of widgets, especially if it's like something that I'm going to use every day to take things off. Even
though you'd have moved around. I think it's going to be

Speaker 1  3:36  
a lot of Yeah, that's like like there's a different scenario which like I'm not gonna test you guys on but it like shows with like a face
here. But this is just meant to show I guess, like an expansion of like a bunch of stuff. But I do get and yeah, especially what do you
think about this process because like I know the guys come into the name just ended up being too lazy to do

Speaker 2  4:02  
I guess it depends like what's based on like, like your user bases, like what type of tasks but like weekly goals or larger goals, and I
wouldn't be adding like three at one time.

Speaker 1  4:11  
Yeah, I got similar feedback. My main goal is more customizable those like you have the option

Speaker 3  4:18  
I think with the frequency though I wanted to like be able to select the days like say like, because it's like says like weekly. Like if I
would have to settle on Tuesday and then select repeat weekly for to repeat on Tuesdays. I like to wait for the day to come around.
So I think having like a checklist on what goes on once

Speaker 1  4:39  
I get me I think part of the weekly BOCES is like more so you have a week to complete it. Then it's like you have more tasks on a
Wednesday every week. That makes sense. Yeah, that's fair. That's fine.
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User 1 = 85
Feature Test 1: 
user failed a few times in the intro, clicking the wrong buttons which lead them to the log
in page (as the button is under the keyboard pop-up, consider removing this. 

User thought there needed to be more visual que for selecting the avatar, the advise was
for it to expand and make the other options invisible, and when you de-select it shrinks to
original size showing the other avatars again. 

Feature Test 2
To navigate to habit page they clicked the nav bar, didn’t recognise the CTA
When trying to configure a habit they went to click library first (ADD A EMPTY LIBRARY
PAGE)

Feature Test 3
No clear issues in this section (I did notice an error with one of my components, I haven’t
been able to fix this yet but for some reason the string will reset to it’s empty state)

He clicked the invite from friends list button instead of the other options, he recognised
that he only needed to click either email or unique code to invite them, also was able to
recognise and interact with the pending invitation button before quickly proceeding and
completing the test

User 2 = 87.5
Feature Test 1: 
After learning from mistake in user testing 1 I informed users properly of the limitations
of the program and that it is only interactive by clicking. User did not have much issue
with sign up but got confused with how to get rid of the keyboard.

User did not like only being able to select one avatar, also thought the error message
could look better visually 

Feature Test 2:
Navigated the home screen for a moment then clicked the CTA button. Also tried to click
the library button (reoccurring issues) but quickly realised she can’t click it and manually
entered everything. She felt the dropdown’s felt ‘off’ (maybe change the notifications to
enable / disable and input for duration for habits to a text box or something else)

Tried to save the habit first before they clicked start.

Feature Test 3
Didn’t notice the invite straight away but did within a few seconds. Entered the unique
code as an option

User 3 = 80
User didn’t have any clear issues in registering account, did try to click keyboard on
screen for naming and got the error message when they selected a different character
but overcame this swiftly.

Feature Test 2
Clicked the CTA and navigated to habit page easily, configured a habit but also clicked
habit library first.

Feature Test 3
Clicked invite straight away, went to invite friends library than went back and clicked
email for input. 

Average Sus Score:
A: 84.16666 (recourring)
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Speaker 2  4:53  
Yeah, so maybe a differentiation between daily goals and weekly. Yeah. I guess that's also on his page
while we're here. The drop down as like something that people have seen before. Probably also probably
easier. Also easy to use, maybe a slider or a toggle button, rather than a drop down. dropdowns use us
for a lot information and when you've only got two options, it might sort of have an offer or something
like that. Just like to just like to simplify what's on the screen.

Unknown Speaker  5:25  
Yeah, I completely understand I'm

Speaker 3  5:27  
also having like weekly goals after we've already like you haven't battled. So maybe it will need to have
one. Always sorry to continue

Speaker 2  5:39  
down a little bit about it. Because you add weekly goals. That for me is the user adding them to the
screen and then adding them again.

Speaker 1  5:46  
So do you think it should just simply once you complete it, it just appears at the bottom of what it was?

Unknown Speaker 5:51 
Did it was there another button

Unknown Speaker 5:56 
I don't know what that's talking about now.

Speaker 2 6:03 
I feel like I know he tried to communicate with this. You can drag it and put it wherever you want. Which
it was I guess it's hard to communicate.

Unknown Speaker 6:12 
Yeah. Maybe drag it around like

Speaker 2 6:16 
that's where like I've seen maybe just make it appear or have it on here greyed out and then he can and
then it becomes fully gold or whatever. Yeah, I noticed something, something like that.

Speaker 3 6:29 
So I get the daily cost as well. That was like putting your completed costs. At the bottom. Yeah, we're
gonna have to scroll down.

Unknown Speaker 6:40 
Okay, yeah, okay. Good. I also got that

Unknown Speaker 6:50 
you're gonna hate how much data

Speaker 1 6:54 
Okay, so that's all the questions I had. But if you guys want to kind of discuss, I guess,

Unknown Speaker 6:59 
information, I'm really sure how do we want to just quickly

Speaker 3 7:11 
log in with other ways. The status of welding process Mr. Logan noxion Oh

Speaker 2 7:22 
yeah, I feel like I had someone know like, status in the US like maybe visualise that that verification has been
sent. Like, I was just like visualising the steps, that progression that I've taken. It's better for the user to feel like
that progress. Yeah, little bit of text size and then yeah, just the hierarchy on the homepage.

Speaker 3 7:49 
quite big. And we have something already quite small. Like I feel like the pie chart is too big. So

Speaker 1 7:54 
that looks slightly smaller. Yeah, because the margins are good. Yeah.

Unknown Speaker 8:03 
stuff. I think the weekly goals what patients do you have

Speaker 3 8:11 
I think I misinterpreted it sounds like it was like more of like a repeat weekly thing rather than like your goals for
the week. So it's like taking pricing.

Speaker 2 8:18 
Yeah, maybe have a pop up that might be explaining. Doing maybe something a little bit more supportive, like
that. avoids confusion. And then just

Speaker 3 8:28 
like, maybe like concerning that they've added teaching and that's hard to like communicate almost

Unknown Speaker 8:39 
the same thing as well.

Unknown Speaker 8:41 
Just having more information about what you're adding.
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 maybe like, more like an animation that's like arrows or like throughout like showing

Unknown Speaker 9:03 
was actually

Speaker 3 9:10 
the settings were hard, but I feel like if I saw that I would assume but like rooting around like change the visuals
and how people work. But then like seeing it at home I was like okay, that makes sense.

Speaker 2 9:28 
Yeah, the same thing is like the title might be I said maybe could use symbols to add stuff. Maybe have a plus
button instead the ad and then we'll have the Edit home in another drop down menu

Unknown Speaker 9:43 
in my earlier tested

Speaker 2 9:47 
right, but that's maybe it could have been like a larger different colour Yeah. But yeah, something to consider, I
guess. For it was pretty simple, just that identifying things quickly and make sure that you're not making errors

Speaker 2 10:14 
Yeah, the only point I had was like visualising your money, like the money is the incentive. So maybe like it's very,
like, Find Funders not that bowl. And this is like, this is what we're trying to achieve. We're trying to get these
models larger and larger in the hierarchy. Maybe some sort of like when you complete a task, some sort of
visualisations showing you that you like getting more

Unknown Speaker 10:50 
went upside of like that, because that was my guess. Most pages. Is there anything else like very specifically?

Unknown Speaker 10:58 
I think it was pretty well, actually.

Speaker 3 11:00 
Accessories maybe should be like a big just because it's the same font as the buttons or even a little small.

Unknown Speaker 11:09 
It's just like, I only use like bold or not bold and then it's like 20 for like

Unknown Speaker 11:23 
the titles could be larger.

Speaker 3 11:25 
I think this book is like yes, semis medicals on that sides there on that size. I put like one more like differentiations
like what

Speaker 1 11:40 
I think I guess I didn't want to just know in general at the last page No, there wasn't really any like problem or
anything because

Unknown Speaker 11:53 
there are fields

Speaker 1 12:00 
so it is like I guess I didn't develop the torch populace really know exactly what

Unknown Speaker 12:05 
to do. I think like sounds like a good like, I don't need any. It was just like the pie chart was a bit confusing.
Okay. I'm assuming it means like your daily tasks and

Speaker 3 12:25 
the daily completion rate, I find it a bit weird that starts on Friday. That's a very significant I feel like I just need
to start on Monday or Sunday. And then because this one I feel like especially for the sponsor is smaller and
like in a lighter colour. It should be it's a real so maybe like making it like each day like a Sunday

Unknown Speaker 12:49 
or even the percentage

Speaker 3 12:52 
or even both, but just having like the percentage like the date and the text and like say block and then there's
like the background changes shape

Speaker 2 13:02 
or even simplify. Have an average of how you do just like a boss and the only other thing I had was full time
points like a little bit of confused full time is not like a common way of telling your points I would say total
points. Yeah, that's right. Yeah. That's just

Unknown Speaker 13:30 
I mean, that was all

Unknown Speaker 13:41 
screwed up.

Transcribed by https://otter.ai
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E.2.1 Team Charter E.2.2 Team Charter
This was a more in-depth team 
charter developed due to issues
with Emma, she said she
couldn’t sign it due to email
issues but said she agreed to
the terms.

To note: she did not finish or
contribute to any of the listed
responsibilities


