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1.	  General	  Observations	  
In general, we realized that after we made changes from the problems we faced in the 
previous user test (UT3), the same problems did not occur. This meant that the changes 
we made proved to be effective in solving most of the usability problems.  
No. Observations 

1 After changing the icon into a more visible icon (we included a shadow for the 
icon to make it look 3D). More users knew where to access other functionalities. 
In addition, due to the fact that we have we have about 50% new users and the 
other 50%  

2 Users had to scroll through for awhile before they found that View Categories 
can be accessed via the menu bar. However, we realized that this is a 
learnability issue as users who came across this problem were first time users. 
The same problem did not occur when it was tested on users who have used 
this application. 

3 For the navigation functionality, it can accessed via 2 different starting points: 
Indoor Navigation from the menu & Bring Me from the coupon details page. 
Some users asked what the difference was and after some explanation, they 
understood the app better.  

4 Users were able to complete the view categories test case more efficiently after 
we changed the phrasing from “Search E-coupons” to “View Categories”. This 
change made more sense to the user’s language.   

5 As we have removed the functionality of searching for E-coupons based on the 
shopping mall, many users did not get confused like in the previous user test. 

6 As “Bring Me” (Indoor navigation) is a relatively new functionality in a mobile 
application. Many users gave it a neutral rating for how easy it is. We believe 
this is a learnability issue and once the user uses the app for the first time, it will 
be more intuitive. In addition, the user may always click on “Indoor Navigation” if 
they are not used to the “Bring Me” functionality.  

7 “Use Me” still gave users some confusion. We had to tell them about the tag 
before they knew what to do.  

	  
	   	  



2.	  Quantitative	  Results	  
For each test case, we ask the participant to rate how easy it is to complete the 
functionality. The results are tabulated in the able below:  
	  
# Question Very 

Difficult 
Difficult Neutral Easy Very 

Easy 
Total 

Responses 
Mean 

1 Login with 
Facebook 0 0 1 2 13 16 4.75 

2 View Latest E-
coupons 0 0 0 3 13 16 4.81 

3 View Categories 1 1 2 2 10 16 4.19 
4 Share Me 0 0 4 5 7 16 4.19 

5 Add to 
Favourites 0 0 0 3 13 16 4.81 

6 Indoor 
Navigation 0 2 5 4 5 16 3.75 

7 

Receive location-
specific push 
notification & 
view 
Recommended  

0 0 5 2 9 16 4.25 

8 Use Me 0 0 5 4 7 16 4.13 
9 Bring Me 0 1 9 1 5 16 3.63 

10 Delete E-
coupons 0 0 4 4 8 16 4.25 

11 Logout of 
application 0 0 0 1 15 16 4.94 

 
  



Statistics of results 
Statistic Login 

with 
Faceb
ook 

View 
Latest 
E-
coupo
ns 

View 
Categori
es 

Share 
Me 

Add to 
Favou
rites 

Indoor 
Navig
ation 

Receive 
location-
specific 
push 
notification 
& view 
Recommen
ded  

Use 
Me 

Bring 
Me 

Delete E-
coupons 

Logout 
of app 

Min Value 3 4 1 3 4 2 3 3 2 3 4 
Max Value 5 5 5 5 5 5 5 5 5 5 5 
Mean 4.75 4.81 4.19 4.19 4.81 3.75 4.25 4.13 3.63 4.25 4.94 
Variance 0.33 0.16 1.63 0.70 0.16 1.13 0.87 0.78 1.05 0.73 0.06 
Standard 
Deviation 0.58 0.40 1.28 0.83 0.40 1.06 0.93 0.89 1.02 0.86 0.25 

Total 
Responses 16 16 16 16 16 16 16 16 16 16 16 

 
 
Pie chart showing the percentages of “Easy” ratings for each functionality 

 
	  
Legend:  --Very Difficult -- Difficult   -- Neutral –Easy  --Very Easy 
	  
	   	  



3.	  Compiled	  Problems	  
Severity Rating:  

0 = I don't agree that this is a usability problem at all 
1 = Cosmetic problem only: need not be fixed unless extra time is available  
2 = Minor usability problem: fixing this should be given low priority 
3 = Major usability problem: important to fix, so should be given high priority 
4 = Usability catastrophe: imperative to fix this before product can be released 

	  
Compiled Problems:  

1 Some users still thought that they should swipe to delete 

Severity 3 

Description Others thought that the “Delete” word at the bottom meant delete all. 
Some users clicked on the E-coupon but was brought to the coupon 
details page instead.   

Proposed 
solution Change “Delete” button to “Edit” 

	  
 
2 Users remarked that the Indoor Navigation & Bring Me functionality 

took quite a long time 

Severity 3 

Description The application was quite laggy initially as the application called the 
web service each time the user clicks on “Indoor Navigation” 

Proposed 
solution 

Implement an array list in the phone to reduce the number of calls to 
the web-service  

	  


