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Backgrounc Vethodology

Contextual Interview

Six college-age participants were asked to identify their smoking habits
and theirattemptsto reduce smoking. All participants either wished to
controltheir smoking habits, or have already quit. Activity notes were
produced, bucketized into categories,and used toinform our persona.

Stage 1: Concept

e Smokingisapracticeinwhichasubstanceisburnedandthe
resultingsmoke breathedin to be tasted andabsorbedinto the
bloodstream. (defined by Wikipedia)
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e Majority of lifelongsmokers begin smoking habits before the
age of 24.

Summary: Archic is a carcer-motivatod studont who wants

Paper Prototype Evaluation
Six college-age smokers,who didn’t participate in the contextual interview

e Smokingisadangerousandunhealthy addiction thati/3of PR TR A were asked to use the paper prototype for 20-40 minand evaluate its
college students do. ) o effect on their smoking habits. Tasks include unlocking the cigarette box

Afterinterviewing people who want to quit their smoking habits, we created a diagram full of and testing out the major screens of the app.
e Collegeanti-smoking policiesand programs seldomreduce information about their lives and personal experience related to our problem. From our affinity
smokingamong students. diagram, we created a personawhich embodied the most significantand relevant data. Afterideating
dozens of ideas from our findings, we all had variations of a Bluetooth-related accessory,and agreed
it wasaunigue solution to our problem.

o do whatever be can fo land a job at & suooeaful bank, He

enjoys spending time with friends, partying, and playing
socoer with friends.,

Heuristic Evaluation

Allsixteam members operated all the screen of the Invision prototype
and cited eight violations of Nelson’s heuristics. The combined citations
were collated onan Excel spreadsheet with their severity and suggested

* . ' Stage 2¢ Low-FideIity fixes. Functional duplicates were eliminated.
n @ _.-:l e . o= = Usability Testing

College Students

Eiﬁhmf_ D Metrics < Solve the moze! Afinal six college-age participants were asked to complete tasks on the

Invision prototype. All users had regular smoking habits during the time
of the evaluation. Tasks include: play a game to unlock the pack, check
metrics. message afriendafter playinga game, check the leader board,
and play another game instead of opening pack.

il v e el & e E—]

Project Motivation

\ O ° ° ° ° °
o Deviate frpm familiar scare tacticsand blatantfacts thatare From our sketches, we created a low-fidelity mockup of our design in Balsamiqg. We mapped out Key Findi ngs clyle DESIgn Decisions
hardly effective. the basic userflowfor ourapplication, which allowed us to start testing the prototype.
Finding Instantiated Feature
o Utilize research-based motivationand positive reinforcement Stage 3: High Fide“ty — .
tosupport people quitting, V- Initial Interview (Stage 1-2)
e SR I CCTRL S ) I CC R | <o commem ¢ Wanted to quit or reduce smoking to Displays personal smokingand health
o~ e aiiG — < improve their health. stats for trackingand motivation.
@ D "'lqj—zl'rj & \ Again Stresswasacommon trigger. Game to occupy mind and hands in
o f‘t - (3,) — stress/cravingmoments.
== = AAS . oroope Negative reinforcement was Motivational quotes and goal-related
e —— w o e - ineffective. facts
et R 20 = o Support networks were helpful for Social feature for further supportand
S S q@ — o| | ot = long-term quitting motivation

Then,we moved to highfidelity iterations,adding details and fleshing out features. From this, we Paper Prototype (Stage 2-3)

. were able to do more realistic user evaluations with InVision, which allowed us to continue iterating Statistics were the most encouraging | Added more statistics
P roj ect Goals : : Motivational quotes received mixed Removed quotes due tovarying
Stage 4: User Evaluation and Iteration eviews opinions

] [ | [ ] [ S Goal-relatedfacts received well Createdamorein-depth stats page
e Discover effective methods for people who wish to quit, pay g Py Game warics - Wanted more social features Fleshed out social section
reduce, or control smoking habits. — N | (,3 “\ m:\m
1 | o e e Heuristic Evaluation (Stage 3-4)
e Encourage users reduceddaily cigarette consumption @ 6 > e ' Unclearlock-screennotificationand A more contextual lockscreen push
overtime,ideally to help them quit. R ompiormg S rE ST | oney spent rrelevant response options notification
e —— . ).4d |l P ‘ Games do not have explanations Added instructions for brain games
e Helpusersincrease mental sharpnessand lucidity without r: .  — ”f.-""' X Q [ R Social page navigation was clu.n ky, Improved nayigatian-ﬂc)vv between
relying on cigarettes. could notgetbackfromcertainpages | pages,especially social
Lastly, we ran user evaluations and incorporated feedback to refine our prototype. Changes made Added back buttons to pages
include creatinganew visual menu and removing social features. Rationale is in Key Findings. th)?ﬂ;.smggraphicsforcertain Simplified the statistics page
statistics
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