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Introduction

Several years ago, my husband and I were enjoying an evening on the deck, when 
a little generic green bug decided to land on my hand and just chill out with us. We 
couldn’t tell what kind of bug he was, so we just called him a Thingbug, named him 
Freddy, and gave him a backstory. Off and on we talked about making a children’s 
book for my niece and nephews, but as we spent more time with them, we realized 
just how drawn they are to technology. With this in mind, we decided to make a 
digital version of Freddy’s story.

“Freddy the Thingbug” is a 32-page interactive story app recommended for children 
ages 2- to 5-years-old. It plays vertically on any iPad and features animations, sound 
effects, and narration. Navigation swipes like turning the pages of a book, and tap-
able elements are on every view. 

The story follows Freddy who wants to be more than just a thingbug, so he goes 
on a quest to find out what makes him special.  Along the way, he meets different 
bugs that join him on his journey. The final bug shows Freddy that what makes him 
special was there all along. 

Before I could determine the kind of digital world I wanted to build, I needed to 
understand my audience, the technology, and the competition. The iPad came 
to market in 2012 and over 500 million units have been sold. In the U.S., the 
percentage of children 8 and under who live in homes with a tablet has increased 
from 8% in 2011 to 75% in 2020. This is according to * The Common Sense Census 
report published in 2020.

Screen time has also increased. Now, daily use ranges from 49 minutes among 
those younger than 2, to 2.5 hours among 2- to 4-year-olds, and just over three 
hours among 5- to 8-year-olds. This may seem like a lot, but the perceptions of 
screen time for children have really shifted over the years. Nearly three-quarters of 
parents say it helps the child’s learning, and 60% say it helps the child’s creativity. 

There are TONS of children’s mobile games, but I didn’t really see many story 
options, which is surprising considering 59% of children under 8 read or are read to 
daily. And 31% of 2-4 year-olds have used mobile media to read books. That number 
is 45% for 5-8 year olds.

I plan to take advantage of current technology and user testing to work my way into 
this section of the market, while also staying true to the original idea.

Executive Summary

A Thingbug is a generic 
little green bug with big 

eyes that doesn’t appear 
to stand out in any way.
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Executive Summary cont. 

Research Objectives

My overall goal for user testing is to measure the usability of the app, for both kids 
and adults, and to identity areas that need improvement.

I want the app to be easy enough that a 2- to 5- year old could navigate it either 
with the help of a parent or on their own, but not so simple that they get bored with 
it quickly. Kids should enjoy the interactive story and their parents should enjoy 
the time spent reading with them. As children get older and mentally develop, they 
should be able to read along with the narration with the assistance of highlighted text 
and repetition. 

Testing is absolutely crucial at this phase of the project because kids are a mystery 
and parents are picky! Despite the small targeted age range, children vary greatly 
in developmental levels and technological ability. For example, the Alpha app used 
small buttons for navigation between pages, but my brother (the father of a 2-yr-old), 
informed me that it is much easier and more natural for children to swipe on devices 
rather than try to tap on buttons. This very brief conversation prompted to me to 
rebuild the entire framework for the Beta app.  

I predict that a lot of my assumptions and choices will resonate with adults, but 
perhaps miss the mark when it comes to preschool aged children. 

Hypotheses:

1. Adults will be able to easily navigate the app, but will probably go quickly 
through it and skip a lot of the tap-able objects. 

2. Children will initially be very interested in the animations and sounds, but it 
could be challenging to get them to stick around until the end of the story.

Through a variety of testing instruments, I aim to pinpoint usability errors and identify 
design and content areas that need tailoring for the target audiences.
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Sampling

The target market is adults who interact with children of preschool age. This could 
be their own children, grandchildren, young siblings, etc., or children placed in their 
care or in an educational setting. 

Sampling and representation is a challenge because the target population is global 
through the app store. Demographics include all income levels, ethnicities, genders, 
adults 18 or older, and children ages 2-5.

It can also be challenging working with kids because they can be difficult to test, 
parents are often wary about exposing them to uncertain situations, and there are 
differing developmental levels, even among such a small age range. 

One of the greatest opportunities for this research plan is the addition of an 
interviewer who is a professional in early childhood education. Her experience and 
connections to children in the appropriate age range, their parents, and daycare 
professionals will allow for very clearly defined test subjects. Testing children in an 
environment they are already familiar with should help increase their comfort and 
allow for honest feedback. 

Methodology

Defined Roles

As the sole app developer, it was important to distance myself from the interview 
role and focus on observation and data collection. I Didn’t want to influence 
feedback, kid test subjects should be comfortable with a familiar person, familiar 
place, and interviewer definitely needs to be someone who can work with kids since 
off script is very likely. I will observe the process and record the test through Zoom. 

Since I am working alone on this project, it made the most sense to enlist the help 
of an interviewer who is a professional in the industry. Ms. Bland is a high school 
teacher for early childhood education with 30 years of experience. She currently 
runs a program that partners with one of the top daycares in the state, which allows 
her students to get hands on learning experience with children ages 1-5.

Lindsay Robinson

Ms. Gini Bland
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Methodology cont. 

Personas

A 5-yr-old boy whose 
favorite word is “why”? 
Constantly asks questions 
to understand how 
something works. Very 
intelligent and very sensitive 
with a soft heart. Is on the 
edge of needing his parents 
attention and approval, 
and of wanting his own 
independence and to do 
things his way.

A woman in her thirties, she 
works an 8 hr day and then 
picks up her two kids from 
preschool. Looks forward 
to spending time with them 
every evening, but they can 
be a handful with so much 
energy, and it is hard to 
keep their attention for long. 
Sometimes she extends 
screen time just so she can 
eat something in peace. 

A 3-yr-old girl who is always 
on the move and not afraid 
to get dirty. Loves to play 
with any mobile device she 
can get her hands on, but 
mostly just swipes and taps 
around. A pandemic baby, 
she is used to entertaining 
herself, and although she 
was shy at first, she is 
quickly learning how to 
make friends. 

The primary target audience is parents with children aged 2-5. The physical book, 
often meant to be read together, shared, or passed down, is marketed to older adults 
and educational professionals. The Interactive story app is targeted to Millennial and 
Gen Z women, with an extra effort to catch the attention of young children. Race or 
ethnicity is not a specified demographic since the creation of bug characters removes 
the identity barrier and encourages acceptance through the moral of the story. 

Jackson Marie Sarah
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Testing Procedures and Instruments

I have modified the original research plan that used slightly different methodology, one 
for adults, and one for children. Instead, the interviewer will test with five parents and 
their child on separate occasions 

The first step will be meeting with the parent, explaining the project and goals, and 
providing a consent form that allows me to record the interview through Zoom with 
both them and their child. Prior to the interview, the facilitator will provide a pre-survey 
for the parent that will include quantitative questions about the child’s media use. 

For the interview, the parent will sit with the child and decide who will hold the ipad 
mini. The facilitator will use a script to walk the parent and child through a series of 
tasks, while also questioning the child to evaluate engagement and ease of use. The 
parent will be encouraged to let the child steer as much as possible, but also guide 
them if they get stuck or frustrated.
 
After the interview, the facilitator will provide a system usability scale and a post-
survey for any final thoughts. 

Methodology cont. 

Print Materials

Consent form:
 • Parent and Child Test Subject
Script:
 • Primarily for Parent Test Subject
 • Include the child in the experience
Surveys: 
 • Pre-survey for Parent Test Subject
 • Post-survey for Parent Test Subject
Task Tables:
 • Combined for Parent and Child Test Subject
System usability scale
 • Combined for Parent and Child Test Subject
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Methodology cont. 

UX Research Consent Form  

Purpose 

Lindsay Robinson is a UGA graduate student conducting a usability study 
to evaluate the design of the children’s interactive story app “Freddy the 
Thingbug”. The results will be used to help improve the iPad app design and 
final product. This test is being performed as part of a sequence of capstone 
classes in the Emerging Media Masters program. The study will take 
approximately 20-30 minutes.

Procedures

You will be asked to complete a survey regarding your child’s media usage, 
and you will assist your child in working through a series of tasks in the app 
on an iPad mini while being recorded through Zoom. 

Confidentiality and voluntary participation

Participation in this usability study is voluntary. The descriptions and 
findings will be used to compile a report about the app’s effectiveness. 
However, at no time will your full name be used. With your permission, I 
would like to record our Zoom session, and share the notes with faculty 
members at the University of Georgia’s New Media Institute; as well as other 
Emerging Media Masters students in my classes.

You are at liberty to withdraw your consent to the experiment and 
discontinue participation at any time. If you have any questions please 
contact: Lindsay Robinson, 706-424-7883 or lindsayb@uga.edu. You can 
also reach out to my instructor, Leah Moss, at leahmoss@uga.edu.

By signing below, you are indicating you understand the information on this 
form:

Child Participant’s Name: 

Parent Participant’s Name:   

Parent’s Signature:     

Date:
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Methodology cont. 

Script: 

[to parent]

Hi ______. I’m _____, and I’m going to be walking you 
through this session today.

Before we begin, I have some information for you, and 
I’m going to read it to make sure that I cover everything.

We’re asking people with kids to try using an app that 
we’re working on so we can see whether it works 
as intended. The session should take about 20-30 
minutes.

The first thing I want to make clear right away is that 
we’re testing the app, not you. You can’t do anything 
wrong here. 

As you use the app, I’m going to ask you as much as 
possible to try to think out loud: to say what you’re 
looking at, what you’re trying to do, and what you’re 
thinking. This will be a big help to us.

Also, please don’t worry that you’re going to hurt our 
feelings. We’re doing this to improve the app, so we 
need to hear your honest reactions.

If you have any questions as we go along, just ask 
them. Do you have any questions so far?

Before we look at the app, can you tell me a little about 
your (son/daughter) here? Does he/she like reading 
books? How about using an ipad or other devices?

I’d love to get your child’s perspective as well as 
your own, so why don’t you interact with them just 
as you would normally. He/she can use the ipad, or 
you can help him/her, whatever makes you both feel 
comfortable. 

[Begin screen recording and hand the iPad to the 
parent with the Freddy app open to the homescreen. 
Make sure the volume is turned up.]

[to child]

This story is about a little green bug and his friends, 
can I show it to you now?

This is Freddy the Thingbug! 

What do you think? Do you want to read it?

[to parent]

I’m going to talk you through the process of using the 
app by asking you and your child to try doing some 
specific tasks. I’d like you to encourage your child to try 
it first, but if you see he/she needs a little help then feel 
free to guide him/her or even just navigate through it 
yourself. 

And again, as much as possible, it will help us if you can 
try to think out loud as you go along. 

[refer to table of tasks]

Yay! We made it to the end of the story. What did you 
think of Freddy and his friends?

Would you like to read it again sometime?

What do you think might make it better?

Is there anything else you would like to tell me about it?

That’s very helpful information. Thank you so much for 
doing such a great job!

[to parent]

What did you think of the experience? Likes or dislikes? 
Any advice on how to make it better?

Do you have any questions for me?

Last thing, can you fill out this system usability scale? 
And also a short survey?

And that’s it! Thank you for your time. 
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Task Table

Methodology cont. 

Task Child Parent Observations

From the home screen, find the instructions for 
how to navigate the app.

 Pass / Fail  Pass / Fail

Go through the instructions and begin the story.

Post-Task: 
Did you find the tutorial helpful? Confusing?

 Pass / Fail  Pass / Fail

Tap the text box to “read” the story. 

Post-Task: What do you think of the design/
audio for the reading function of the app?

 Pass / Fail  Pass / Fail

Find all of the tap-able objects on the page.

Post-Task: What is your impression of the 
animated elements and sound effects?

 Pass / Fail  Pass / Fail

Navigate to the second page of the story.  Pass / Fail  Pass / Fail

Repeat the process of activating 
all tap-able objects on the page.

 Pass / Fail  Pass / Fail

Go back and read the first page again. 

Post-Task:
How does it feel navigating between pages?

 Pass / Fail  Pass / Fail

Navigate to the third page of the story.  Pass / Fail  Pass / Fail

Repeat the process of activating
 all tap-able objects on the page.

 Pass / Fail  Pass / Fail

Navigate through all 32 pages of the story
and complete the narrative.

Post-Task: What did you think of the story? 
Too long/short? Too advanced/simple?

 Pass / Fail  Pass / Fail
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1. Does your child have access to a mobile device at home? If so, what kind(s)? 

2. What are some of your child’s favorite apps or books?

3. How would you describe your child’s technological ability?

Methodology cont. 

Pre-Test Survey

(Answers in hours and minutes)4. How much time does your child spend each day on the following activities? 

 a. Reading or being read to from a print book

 b. Reading or being read to on a tablet

 c. Watching television on a TV set

 d. Watching videos or TV shows on a mobile device

 e. Playing games on a mobile device

 f. Using other types of apps not already covered

5. I think Technology is...

6. Keeping my child focused is...

7. Reading with my child is...

 

NeutralStrongly 
disagree

Strongly 
agree

1 2 3 4 5

1 2 3 4 5

1 2 3 4 5

(Please circle the number)

Helpful  1 2 3 4 5 Harmful
 
Easy  1 2 3 4 5 Hard

Scheduled 1 2 3 4 5 Sporadic

Do you agree or disagree with the following statements: 
(Please circle the number)

 8. I worry about the amount of screen time my child spends.

 9. I think my child benefits from screen time.

 10. I think screen time is harmful for my child.
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Methodology cont. 

1. What is your impression of the app? 

2. Were there any parts of the app you particularly enjoyed?

3. Were there any features that you think could be improved upon?

3. Would you purchase this app for your child? Why or why not?

Post-Test Survey: 

5. Your time with the app was...

6. The design of the app was...

7. The story in the app was...

 

NeutralStrongly 
disagree

Strongly 
agree

1 2 3 4 5

1 2 3 4 5

1 2 3 4 5

(Please circle the number)

Fun  1 2 3 4 5 Boring
 
Pleasant 1 2 3 4 5 Obnoxious

Poignant 1 2 3 4 5 Pointless

Do you agree or disagree with the following statements: 
(Please circle the number)

 8. I think kids will enjoy the app.

 9. I think kids will only use the app for a short period.

 10. I think kids won’t use the app at all.
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Methodology cont. 

System Usability Scale

I think that children would like to use this app frequently.

I found the app unnecessarily complex for children.

I thought the app was easy to use.

I think children would struggle to use this app.

I found the various functions of the app were well integrated.

I thought there was too much inconsistency in the app.

I think most children would learn to use this app very quickly.

I found the app very awkward or annoying to use.

I felt very confident using the app.

I needed to learn a lot before I could use this app.

NeutralStrongly disagree

(Please circle the number)

Strongly agree

1 2 3 4 5

1 2 3 4 5

1 2 3 4 5

1 2 3 4 5

1 2 3 4 5

1 2 3 4 5

1 2 3 4 5

1 2 3 4 5

1 2 3 4 5

1 2 3 4 5
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By mixing several methods, I hope to get a variety of qualitative and quantitative results. 
The pre-survey for parents will provide a baseline for media usage, while the observable 
interview will provide insight into the child’s interest and ability to navigate the app. 

The interviews will dig deeper into the details with specific tasks and follow up 
questions. A system usability scale is crucial in understanding how the subjects felt 
while navigating the app, and where more time should be spent in development. Finally, 
the post-survey responses will give a broad view of which areas were well received, and 
which features need to be revisted in product development. 

Due to the nature of the subject matter, and two very different audiences, the only true 
scientific and quantitative metric will be the system usability score:

Analysis

For each of the odd numbered questions, subtract 1 from the score.

For each of the even numbered questions, subtract their value from 5.

Take these new values and add up the total score. 

Multiply by 2.5.

Results in a score out of 100. 

Score < 50 = F
Major usability issues.

Between 50 - 70 = B-
Still needs improvement.

Score > 70 = A+
People really like the product.

The remaining research results will be sorted into groups based on subject, and then 
analyzed for technical and qualitative value. (See table below). 

Because the sample size is relatively small, I cannot assume these results will reflect 
the overall target population. However, they will still be very valuable for iterative 
changes and future testing.

Subject Major Issue Minor Issue Suggestion Positive Feedback

Usability

Design

Story

Engagement
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The overall goal for the user experience research plan is to measure the usability of the 
app, for both children and adults, and to identity areas that need improvement. Testing 
with children can be very challenging, so it was a priority to tailor a research plan that 
would meet them on their developmental level and where they feel comfortable. The 
first round of testing includes a very small sample size of five parents and five children 
so that results may be analyzed quickly for iterative changes and development level 
adjustments.

The User Experience Research Plan will support the continued development of the 
“Freddy the Thingbug” app through the Spring 2022 semester, and ultimately lead to a 
polished final project. 

Summary


