
Description of the User Testing: 
 
The user test will look similar to a map with decision points placed physically on the 
floor (symbolizing progression through the narrative). For the sake of the test, we'll use 
two colors which will represent the different choices (i.e. choice 1- Pink path, choice 2-
Blue path). The user will start at the "start line".  
 
Before the user testing moment: 

1. We invited some students that are part of the Upward Bound program at Medgar 
Evers College to participate of the user testing experience.  

2. The students were all 8th grade students (1 male, 4 females) 
 
On the user testing day: 
 

1. We displayed sheets of colored foam on the floor to represent the narrative 
journey, using different colors to show moments users should make a decision; 

2. When students arrived, a member of the research team explained the activity; 
3. We asked a volunteer among the students to start the narrative by picking an 

option; 
4. One member of the research team took notes, as students made decisions 

 
He/she will then read the narrative and then proceed to the first choice point (represented 
as two colored circles on the floor). They will make a choice (i.e. choosing a path based 
on the color correspondence) and then read the next piece of narrative. Again, after 
reading the narrative, they will move on to another choice point and will be presented 
with the ability to make another choice which will impact the direction of the story. This 
will continue until the end of the “game" (~40 minutes).  
 
After the game is complete, we will have a  discussion period using specific discussion 
questions offered by Through My Eyes . Based on the student’s decisions in Through My 
Eyes, the teacher will complete the “Discussion Interview” questions.  
 
* For further information see: Prototype & Testing Plan 
 
What we learned from prototyping this project that can inform our future iterations 

 
Ideas on how to improve the prototype: 
1. We had the feeling that the experience was too brief. The narrative didn’t offer many 
options, so it ended a little too fast. Consider adding more options, so the narrative takes 
longer to finish and students can engage in a more meaningful experience; 
2. It was hard to measure the effectiveness of the design, having prototyped it only once. 
Ideally, we would need to test this design with the same users in the course of a school 
term or year (or at least a month) in order to perceive changes in learners’ social skills. 
3. Because the researcher was the one responsible for handing in the options, users had to 
wait for their turn. In the real design they’d each drive the narrative autonomously, is 



there a way of prototyping this? (Also, how exactly will the interactions with the other 
users happen?) 
4. We didn’t take into account the relationship of the participants to one another. The 
environment was pleasant, but would it have been taken more seriously if these kids were 
not so familiar with one another.  
 

Ideas on how to improve Through my Eyes: 
1. Some learners tended to pick some random questions just for fun, instead of really 
evaluating the options. This could really affect the experience negatively. What could we 
do to avoid this? Maybe have clearer goals for them to ensure decisions have strong 
impacts in the narrative? Or, perhaps the characters didn’t elicit a strong enough 
connection with the user, so the user couldn’t empathize with their character. This could 
mean that the character development needs some refocusing. 
2. In the discussion moment, it would be beneficial to consider adding discussion 
questions that relate to learners’ real life. In order to do this, it may be intuitive to find out 
the social/emotional situations of the users, and tailor the appropriate questions. 
3. Emily noted that a video recording of the experience might be invasive or privacy-
hindering. It was suggested that we use audio transcripts, which might make the 
experience more private while still maintaining accuracy. 
4. Further input from the teachers/counselors about the social relationships of the students 
would be a helpful disclaimer. It might point out certain pairings of participants that 
should be encouraged, or alternatively, should be avoided. 
5. Because students were familiar with the story used for testing (Harry Potter), some 
students made choices based on what the character in the story would do, instead of 
making a choice based on what they would do.  
 


