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INTRODUCTION

 When I began to think about going back to college for an advanced degree, I scoured the internet 

for information about universities and their programs. While the beautiful digital pages of the institutions’ 

websites (including the University of Georgia) were approachable and informative, I realized that I wanted 

more. While 75% of today’s institutions plan to use virtual recruiting, the approaches being used often 

do not meet potential students where they are at, and they are less engaging that today’s generation is 

accustomed to in the virtual world. Roblox is an online gaming platform with user-created games that has 

43.2 million daily active users, 83% under the age of 24. My idea for this project stems from combining 

college recruitment efforts with this popular online gaming platform for an experiential UGA virtual 

campus tour, RoblUGA.

RESEARCH GOAL & HYPOTHESIS

 The overall research goal is to measure the usability of the campus tour game for potential students 

or students who recently made the decision on which institutions to apply to, tour, and ultimately select. 

The game should be both enjoyable enough for the user groups to want to use it, while also providing 

educational prompts on the legacy and traditions of UGA. The following hypothesis will be explored:

 1.  Students in the target user group will be able to easily navigate the game

 2.  Students will engage with one or two information buttons, spending more time on the   

      interactive features such as the bell and golf cart. 

SIGNIFICANCE

 The results of this testing will strongly inform future efforts for RoblUGA, as well as add to my 

knowledge of how to perform user experience research for the creation of games and applications. The 

tests will reveal the usability and desirability of all currently working features of the game and how they 

might be modified for a better user experience.

EXECUTIVE SUMMARY
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METHODOLOGY

DEFINED ROLES

Using proper protocols for conducting interviews as well as contemporary tools to facilitate 

observation and data collection, an individual can serve as both interviewer and observer. As sole app 

developer I will perform all interviews and use screen recording mechanisms for both observation and 

data collection purposes. Interviews will be transcribed through transcription software so that I can more 

objectively analyze what is said by the interviewee in textual format, rather than basing my full assessment 

on impressions from the interview experience. 

Notes will be taken at two different times. First, I’ll write overarching thoughts and reactions 

while the interviews are taking place which will concentrate on the user’s interest, level of excitement, 

emotions, and other facets that are reactionary regarding voice intonations. Then, I’ll perform a qualitative 

assessment on the interview transcriptions to make direct connections between what is said and how 

it influences the final ux design. Observation will be made through visual cues, such as body language 

during the ux experience, and through review of recorded videos. Photos will be taken during the user 

app test periods for documentation purposes, but not during the interviews.

SAMPLING

The purpose of the app is to provide another form of campus tour. Therefore, the target population 

for this effort includes students that are either high school seniors or first year college students since 

they have recently been through the process of touring campuses and selecting an institution for higher 

education study, or those getting ready to explore institutions for graduate degrees. Demographics are 

not exclusive to traditional age new or incoming students given the increasingly diverse study body of 

colleges and universities. Therefore, all people ages 17 and above of any gender or ethnicity are included 

in this study. 

However, it is important to note that Roblox tends to attract users in their teens and early twenties, 

so this age group is desirable for testing the app. Based on the challenges of access to high-school aged 

students and the sampling convenience factor, this effort will mostly focus on gathering information from 

first year college students. Subjects will be recruited by distributing listerv recruitment emails first through 

the New Media Institute, and then through other colleges if the quantity of students needed cannot at first 

be met.
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PERSONAS

The target audience for this app is high school seniors or those preparing to choose a college. 

Therefore, it should be marketed to older teens as well as higher education recruitment officials. This app 

specifically focuses on the UGA campus, though future iterations could be created for other institutions. 

Race and ethnicity of characters within the app should be widely varied representing an inclusive campus 

tour environment.

Rachel
Committed honor roll 
student involved in several 
extracurricular activities. 
Graduated in top 10 percent 
of high school class. Spends 
some time online during 
summer before college 
starts, when not working. 
Very excited for the transition 
to college to ‘spread wings.’ 
Would seek as much 
information as possible from 
different online sources to 
learn about the college and 
college life, and to prepare 
for next steps.

Student who maintains a 
high enough grade point 
average to be included on 
the honor roll while still 
taking part in extracurricular 
activities. Throughout the 
summer before beginning 
his first year of college, 
he utilizes the internet for 
recreational purposes such 
as gaming. This student does 
as much research as he can 
find online about the student 
experience at various schools 
and universities.

Zach
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SAMPLING FRAME & METHOD

First year college age students will be enlisted through a recruitment email and signup distributed 

to the undergraduate listserv group in the UGA New Media Institute, and alternatively through the UGA 

College of Environment and Design if 8-12 participants cannot be enlisted through NMI. The signup will 

incorporate a shared online document where participants can sign up for pre-listed time slots. Four (4) 

students will participate in each app test and focus group effort, with 2-3 sessions total. Computers or 

laptops will be provided for quality control of the test. 

The sample population should be split evenly among those who identify with male and female 

genders to reflect the general population using Roblox, while also openly including other gender 

associations. UGA currently has a slightly higher female student population than male, and student race is 

68% White, 9% Asian, 8% Black, and 6% Hispanic or Latino, Ideally, all of these races would be represented 

in this study. However, this may be difficult to attain due to the volunteer nature of participant recruitment.

The study will take place in a designated room on campus, for example, a classroom that can be 

reserved for several hours, or a lab space set up to accommodate similar efforts (such as the UGA REDLab, 

ugaredlab.com). Laptop computers will be used for participants to test the app, while an entry survey (to 

confirm study eligibility) and waivers will be on paper. As sole app developer, I will oversee all recruitment 

and the execution of the study.

Figure 1. Sample imagery from RoblUGA.
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UX Research Consent Form

Purpose 
The researcher Ryan Fernandez is conducting a usability study to evaluate the design of RoblUGA. 
The results will be used to help improve the site design. This test is being performed as part of a 
sequence of capstone classes in the JRMC 7015. The study will take approximately 10 Minutes. 

Procedures
As a subject you will be asked to:

1.) Fill out a pre-test survey.
2.) Complete a series of tasks on the site while being observed and recorded. 
3.) Complete post-test survey.
Confidentiality and voluntary participation
Participation in this usability study is voluntary. The descriptions and findings will be used to 
compile a report about the site’s effectiveness. However, at no time will your full name be used. 
With your permission, I would like to take photos, videos, and notes to share with faculty members 
at the University of Georgia’s New Media Institute.

You are at liberty to withdraw your consent to the experiment and discontinue participation at 
any time. If you have any questions please contact: Ryan Fernandez, 912-224-1623 and ryan.
fernandez@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:

________________________________________ 
Participant Signature:  

Date:

TESTING INSTRUMENTS

The following pages include testing instruments for this research effort, including consent form, 

script, table of tasks, and survey instruments.

Figure 2. UX Research Consent Form.
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SCRIPT

Hi ______. My name is ___________, and I’m going to walk you through this session today. 
Before we start, I have some information for you, and I’m going to read it to make sure that I cover 
everything. 
You probably already have a good idea of why we asked you here but let me go over it again briefly. We’re 
asking people to try using a Roblox game that we’re working on so we can see whether it works as intended. 
The session should take about 15 minutes. 
The first thing I want to make clear right away is that we’re testing the game, not you. You can’t do anything 
wrong here. In fact, this is probably the one place today where you don’t have to worry about making 
mistakes. 
As you play the game, I’m going to ask that you try to do as many different activities as possible 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 game, so we 
need to hear your honest reactions. 
If you have any questions as we go along, just ask them. I may not be able to answer them right away, since 
we’re interested in how people do when they don’t have someone sitting next to them to help. But if you 
still have any questions when we’re done, I’ll try to answer them then. And if you need to take a break at any 
point, just let me know. 
We’re going to record what happens on the screen and our conversation. The recording will only be used to 
help us figure out how to improve the game, and it won’t be seen by anyone except the people working on 
this project and our instructors. And it helps me, because I don’t have to take as many notes. 
If you would, I’m going to ask you to sign a consent form for us. It just says that we have your permission 
to record you, and that the recording will only be seen by the people working on the project and our 
instructors. 
Give them a recording permission form and a pen While they sign it, START the SCREEN RECORDER 
Do you have any questions so far? 
OK. Before we start playing the game, I’d like to ask you just a few quick questions. 
First, what’s your occupation? What does your typical day look like? 
Now, roughly how many hours a week all together—just a ballpark estimate— would you say you spend 
playing video games, on a computer or mobile device? 
And what’s the split between computer and mobile devices—a rough percentage? 
What genre of games are you playing at when you game? 
Do you have any favorite games? 
OK, great. We’re done with the questions, and we can start looking at things. 
First things first, I’d like you to fill out this pre-test survey. 
Send/hand pre-test survey to participant. Do not look over their shoulder while they fill it out. 
Thank you! Now I’m going to ask you to look at the game. 
First, I’m going to ask you to look at this area of the game and tell me what you make of it: what strikes you 
about it, where do you think it is, what you can do here, and what it’s for. Just look around and do a little 
narrative. 
You can look around if you want to, but don’t click on anything yet. 
Thanks. Now I’m going to ask you to try doing some specific tasks. I’m going to read each one out loud. 
I’m also going to ask you to do these tasks without asking for help. We’ll learn a lot more about how well the 
game works that way. 
And again, as much as possible, it will help us if you can try to think out loud as you go along [see table of 
tasks]. 
Thanks, that was very helpful.
Do you have any questions for me now that we’re done? Wonderful! 
I have one last favor to ask of you. I’m going to send you a link to the post-test survey. Please fill out this within 
24 hours while this game is still fresh in your mind. And that’s it! Thank you for your time. 

Figure 3. Researcher Script.
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Task Participant Observations

From spawn point can you find info card about the 
arch

Post-Task: Where you able to find the information 
card about the arches society

Pass / Fail

From spawn point can you navigate the chapel.
Post-Task: Can you read the directional signs along 

the route
Pass / Fail

Do you see any objects you can pick up on the way 
to the chapel.

Pass / Fail

Can you ring the bell? Pass / Fail

Are you able to drive the golf car 
Post-Task: can you enter, drive, exit, enter, and drive 

the golf cart?
Pass / Fail

Are you able to change your outfit
Post-Task: Can you change into the NMi half sleeve 

shirt with black jeans?
Pass / Fail

Did you pick up any swag along the way? Pass / Fail

Were you able to equip the backpack
Post-Task: Can you equip the EM hat

Pass / Fail

Are you able to drive freely around the quad area? Pass / Fail

Can you drive to Starbucks? Pass / Fail

TABLE OF TASKS

Table 1. Table of Tasks.
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PRE-TEST SURVEY

1. Do you have a gaming device at home? If so, what type?
2. What are some of your favorite video games?
3. How would you characterize your technological aptitude?
4. How much time do you devote to the following activities each day?

a. gaming
b. social media surfing
c. internet research
d. other online activity

5. I believe that gaming is (1= Boring, 5= Fun)
6. It is possible to visit real-world locations online (1= Bad Idea, 5= Great Idea)
7. I’d buy something online that I could only use in a game (1= No, 5= Yes)
8. I keep track of how much time I spend online (1= Strongly Disagree, 5= Strongly Agree)
9. I enjoy interacting with others online. (1= Strongly Disagree, 5= Strongly Agree)
10. I believe that gaming in virtual reality is the best way to game (1= Strongly Disagree, 5= Strongly
Agree)

POST-TEST SURVEY

1. How did you feel about the game?
2. What aspects of the game did you enjoy the most?
3. Are there any features you believe you could improve?
4. Would you use this game to visit a university? What is your reasoning?

The following questions use a 5-point Likert-type scale (1 = least, 5 = most)
5. Your experience with the game was (1 = boring, 5= fun)
6. The game’s design was (1= substandard, 5= exceptional)
7. The in-game swag was (1= useless, 5= appreciated).
8. I believe prospective students will enjoy this game (1= Strongly Disagree, 5= Strongly Agree)
9. I believe this game will endure for a long time (1= Strongly Disagree, 5= Strongly Agree)
10. No one will play this game (1= Strongly Disagree, 5= Strongly Agree)

SYSTEM USABILITY SCALE OR PRODUCT REACTION CARDS

System Usability Scale: all (1= Strongly Disagree, 5= Strongly Agree)
1. I believe that students would enjoy playing this game on a regular basis.
2. I thought the game was overly complex.
3. I thought the game was simple to play.
4. I believe people would struggle to pay for this game.
5. The game’s various functions were well integrated in my opinion.
6. The game’s consistency bothered me.
7. Most students, I believe, would quickly learn how to use this game.
8. I found the game to be very awkward or annoying to play.
9. I felt very comfortable while playing the game.
10. I needed to practice a lot before I could use this game.
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ANALYSIS & CONCLUSION

ANALYSIS

By combining several methods, I hope to obtain a variety of qualitative and quantitative results.

The student pre-survey will establish a baseline for content knowledge, whereas the observable interview 

will reveal the students’ interest in and ability to navigate the game. The interviews will delve deeper into 

the details with specific tasks and follow-up questions. A system usability scale is essential for determining 

how the subjects felt while navigating the game and where additional development time should be spent. 

Finally, post-survey responses will provide a broad picture of which areas received positive feedback and 

which features should be reconsidered in future game development. 

Due to the nature of the subject matter and two very different audiences, the system usability 

score will be the only true scientific and quantitative metric:

For each of the odd numbered questions, subtract 
1 from the score. For each of the even numbered 
questions, subtract their value from5. 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).

Subject Major Issue Minor Issue Suggestion Positive 
Feedback

Usability

Design

Story

Engagement

CONCLUSION

The User Experience Research Plan will be of great assistance to us in gaining a deeper understanding 

of the way in which players interact with the RoblUGA Game. We will be returning to this strategy very 

frequently as we continue to put our Virtual Game through its paces in terms of testing, development, and 

refining over the course of the next few months.
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Figure 4. Sample imagery from RoblUGA.


