Usability Testing for e-Learning Applications
Eric Chow, Ronnie Shroff, Christopher Keyes

elLearning Forum Asia 2016

HONG KONG BAPTIST UNIVERSITY

=k
I ILIP leeeexs
Resource Centre for Ubiquitous Learning & Integrated Pedagogy

B 7 2 8B R aH%HE2EFR F 0L







Learning Management Systems

4N
b -4
\ PN 4

canvas
Thoodle

Blackbsard

b Redesign Test Course ff
Home Page

Information

Content

Discussions

¥ Control Pane!
b Fie

» Coune Te

b Fvaluarien

¥ Crage Cancer

P Usets ang Croept

b Cun

P Mthages and Untives
ol

Home Page

Add Course Modul

My Announcements

Nor Comerver Asnourvemaits hocw bewn peasuid in the lasr

My Tasks
No tiads
* taths
What's New
it Notification Settings Actions
b Contemt
b Courses/Organizations
Needs Attention
£ Noufication Sestings ALtiong

You become a web designer!

My Calendar

To Do

£4n Nonfication Settngs
What's Past Due

b Al tems

What's Due

Select Dare

~ Today

» Tomorrow
b This Weed

b Future

Alerts

£d1 Noulication Setumgs

My UM

Courses

[ 5

A a0

System Admin

Actions «




Mobile Learning Apps
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Benefits of Good Usability

Business e-Learning
 Increased sales  Increase repeated usage
* Reduced support costs * Reduced support costs

* Reduced development costs

(Ehrlich and Rohn, 1990)



What is Usability?
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"User-Friendly”
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Jakob Nielsen & Don Norman
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...most of us are
NOT trained in design / HCI |




How do [ know
It my course site, mobile learning apps
are user-friendly (or not)?
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Bad designs are readily visible!
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Observe how your students use and

FAIL in using your course sites, apps, etc.

(

ﬁ} Usability Testing

(Affordable & DIY!)




Steps in Usability Testing

1. Tasks Design

‘ 2. Recruitment

‘ 3. Conduct Testing

@ 4. Reporting




1. Tasks Design

®  1.TasksDesign

“Find the date of the second final exam from the course O
website* ¢
O

“Reply a message on the discussion forum for Assignment 2”

“Find the pronunciation of the word ‘Revolution’ in the mobile

app n




2. Recruit Students

Q

« Representative users (age & background) ® 2 Recruitment

« Number of students: 5 to 6 Q

O
 Incentive: Cash or Starbucks coupons

)




3. Conduct Test

@)

* A quiet room with computer / mobile device &

e Two chairs * 3. Conduct Testing
O

« Ask user to perform 5-6 tasks on the device

» ~30 minutes per user session

* Example Task Video



3. Conduct Test

@)

* Observe (and write down) issues S

 Don't Answer and Don't Help at first sight! ® 3. ConductTesting
O

« AFTER completing (or failing) a task, revisit elements

and find out WHY they were not working




4. Reporting for Improvements

Example 1:
m———— * Issue: 3 out of 5 students cannot find homework assignment
4 #2 from navigation menu
|
[ .
I e  Severity: HIGH
I
| Gy * Improvements:
: e 1) Make the menu link more prominent (bold, larger font)
— R I i " 2) Add a visible link to assignments on landing page




11:01 AM

4. Reporting for Improvements

Example 2:

* Issue: 2 out of 5 users did not find the pronunciation ’

button

e Severity: Moderate

Tap here to change
the direction

* |mprovement: Include on-screen help to prompt users VELIRE D
play sound
M




Suggested Readings

he how-to companion 1o the bestselling Don't Make Me Thi
A Common Sense Approach to Websauity

Steve Krug Handbook Of
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The Do-It-Yourself Guide to Finding
and Fixing Usability Problems
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Design & planning usability test for

your course site, education software,

mobile apps, etc., contact:

choweric@hkbu.edu.hk
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Usability Testing vs. UAT (User Acceptance Test)

» UAT - test if a product meets certain requirement (e.qg. if
output are correct, if user complete task or not)

 Usability Test — reveals how users complete task, and any
space for designh improvement



Number of Students to Test
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Taken from Nielsen Norman Group website
(https://www.nngroup.com/articles/why-you-only-need-to-test-with-5-users/)
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IOME TO MY E-PORTFOLIO

Hello!

Welcome to my
Eportfolio!

My name i

JOLIEJOLIEJOLIEJOL)E okl

Hello everyone! My name
is Jolie and | am a Year 3
BBA student at HKBU.

Jolie's eportfolio
JOLIE stands for

O J-Joyful
| am happy all the time.
O O-Optimistic
| will never give up!
o L- Lively
| am a active person.
I- Interesting
o always make others happy.
E- Energetic

© |love to play many kinds of sports..
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/ learning portfolios

SIGENDE

October 19,2015

A dip of May Forth Movement
and Xinhai Revolution

October 19,2015
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Create a free website or blog at WordPress.com. | The Afterlight Theme.

Follow




When to Test?

 After production and BEFORE you release

(pre-semester break, summer)



Jakob's 10 Usability Heuristics

Visibility of system status

The system should always keep users informed about what is going on, through appropriate feedback within reasonable time.

Match between system and the real world

The system should speak the users' language, with words, phrases and concepts familiar to the user, rather than system-oriented terms. Follow real-world conventions, making

information appear in a natural and logical order.

User control and freedom

Users often choose system functions by mistake and will need a clearly marked "emergency exit" to leave the unwanted state without having to go through an extended dialogue. Support

undo and redo.

Consistency and standards

Users should not have to wonder whether different words, situations, or actions mean the same thing. Follow platform conventions.

Error prevention

Even better than good error messages is a careful design which prevents a problem from occurring in the first place. Either eliminate error-prone conditions or check for them and present

users with a confirmation option before they commit to the action.



Jakob's 10 Usability Heuristics

Recognition rather than recall
Minimize the user's memory load by making objects, actions, and options visible. The user should not have to remember information from one part of the dialogue to another. Instructions

for use of the system should be visible or easily retrievable whenever appropriate.

Flexibility and efficiency of use
Accelerators -- unseen by the novice user -- may often speed up the interaction for the expert user such that the system can cater to both inexperienced and experienced users. Allow

users to tailor frequent actions.

Aesthetic and minimalist design
Dialogues should not contain information which is irrelevant or rarely needed. Every extra unit of information in a dialogue competes with the relevant units of information and diminishes

their relative visibility.

Help users recognize, diagnose, and recover from errors

Error messages should be expressed in plain language (no codes), precisely indicate the problem, and constructively suggest a solution.

Help and documentation
Even though it is better if the system can be used without documentation, it may be necessary to provide help and documentation. Any such information should be easy to search, focused

on the user's task, list concrete steps to be carried out, and not be too large.



Identify and clarify client’s own course-specific
pedagogical problem/issue with content
l ' I I p that is pedagogically sound
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[ Build (Coding) )—b[ Testing and Validation j
Bugs and

> Specs met?
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Submit App to Approval \ > °
Committee for QA J o
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Modifications
made if needed

v

( Conduct usability testing

Final Meeting with Client
with Students for feedback and revisions

\

Prep for Google Submit to Submit to Apple Prep for Apple
Play Store Google Play iTunes Store iTunes Store

Need
Clarifications?

Respond
Y to Apple

APPROVED:
App Available
in the Play Store

APPROVED:
App available
on the App Store

Give the client an SDK (software developer kit)
with all of the code and instructions




