Research Exercise :

Identify a children’s app (education, shopping etc) Please design a study to identify and
improve the top UX issues for this product.
e Assume that you have 2 weeks to share your findings with your stakeholders.
e Put together a research plan that includes a rough timeline, as much detail as
possible about the choice of your methods,
and a brief description of how you would communicate your findings to the team.
Choose one of the two from above, methods of research or communication with
your team and describe it in detail.
e Please don't spend time on slides - we are more interested in your approach to
research. A word document should suffice.

Introduction

Mobile apps for education is gaining traction. There are a lot of children fun
applications on Play store which are mostly education apps or related to certain kinds
of play or co-curricular activity to develop vocabulary, memory, perception of form,
spatial visualization, cognitive skills or motor skills in children. It is also found that
globally, Indian parents spend maximum time personally, helping out their children
develop these skills.

Identification of Application
To conduct my research, | have chosen the Google BOLO app designed for primary

grade children. Bolo helps to improve reading skills, by encouraging children to read
aloud and give them instant feedback even when completely offline.



Research Timeline with Plan :

Given that | have 2 weeks to conduct my research and present my findings to the
stakeholders. The timeline planned for research is as follows, assuming that there are
five working days in the week.

Week 1:

Day 1 : Decode the brief and define the problem. It also includes initial planning for the
research in terms of structure of research. What goals it wants to achieve. Understand
Mission and Vision of the research. Why to conduct research at first place. What are we
solving for?

Day 2 and 3 : Includes secondary research which includes literature review, analyzing
competitor what they are doing and how they are doing it.

In case of Google Bolo who are the other competitors operating in the similar space.
In my research approach, | found persona mapping would not be much helpful so | did
categorization of parents based on demographics and kids on the basis of behavior,
lifestyle and upbringing. | didn't make any hypothesis instead | planned to use other
tools to conduct my field research like Contextual Enquiry, Shadowing, Behavioural
Mapping,Observation.

Planning in terms of conducting field research, sample size and age group was made.
How research would be documented was also kept in mind. Also, to conduct field
research two to three people were kept as so that UX research methodology brings in
more perspectives and gives opportunity to cross-check observations and make
process faster as compared to one person doing and taking more time than required.

“The approach | planned to use was more focused towards observing humans interact
with technology rather than technology interacting with humans”

Day 4 and 5 : Conducting the field study.

Users’ behaviors, language, body language, emotions, facial expressions and direct
answers through writing and recording were captured. Instead of taking down language
as its spoken. Video recording was done to listen later and see what happened in that
environment. It was more about capturing participants' behavior and what it means,
rather than what they verbally express.



Week 2 :
Day 1 and 2 : Analyzing the field research and come up with Findings

There were certain patterns that were coming out in terms of usage of application.
Looking for anything that stands out.
Looking for patterns that were emerging naturally and develop insights.

Day 3 and 4 : Based on the Findings coming up with suggestions for Improvement in
UX design

Using the findings to propose suggestions for improvement of the UX issues
Day 5 : Prepare a presentation to present output of the research to the stakeholders

Research Approach :

During secondary research, | studied about kids Behaviour and Psychology within the
age group of 6 to 12 years. | realized that kids imitate a lot of things from their
immediate surrounding so instead of doing a Heuristic evaluation of the application, |
conducted field research immediately after doing my secondary research. While doing
secondary research | came across a lot of perceptions related to the UX of kids
applications that were broken when | did primary research like what engages kids in the
application | found it was Instant Gratification in terms of feedback instead of rewards
like coins or points. There was

To conduct my research | designed a study that was based on more of the ‘human
approach’ keeping my user at the center to identify top UX issues for Google BOLO
product followed by improvement suggestions.

| didn't prepare any questionnaire beforehand, instead, my field research was more
about observation and tracking patterns and questioning if required based on
observation.

There were certain interesting findings based on observation.

Executing the plan prepared Day 1 of Week 1



Secondary Research : Day 2 and Day 3
As per plan starting with the secondary research in Day 2 and Day 3 which included :

1.Different kinds of kids application

2. Elements of kids application

3.Category of parents

4.Category of kids

5.Competitor Analysis

6.Psychological and Behavioural aspects of kids

1.Different kinds of Children’s Application

Kids application are focused on :
e E-learning
e Play
e Co-curricular Activities

2. The elements that are incorporated in children’s application are as follows :

Play

Interactive: In terms of Video, Activity, Songs, and Games
Engaging

Safety

Child-Friendly



3.Category of parents

Persona 1
Rural
parents
(Tier-3)

Involvement is negligible
and not even concerned
if kid is going to school
or not

Parents may or may not
have smart phone but
aspire kids to learn
english and learn basic
maths but don't have
phone to give to kids

Persona 4 :
transitioning
Tier 3 to tier 2

Involvement is passive
but send their kids to
school

Parents have
smartphone that is
used by kids for playing
etc

4.Category of Kids

Interested in anything

and everything

Parents Categorisation
(on the basis of providing
education to kids and
technology they possess)

Persona 2
Urban
arents
'?r 5 Persona 5:
(e transitioning
Tier 2 to tier 1

Involved in education of kids Involvement in education of
but may not understand kids and understand
importance of online importance of online
resources resources in education

Generally prefer sending their

Al lieve in the con ii
kids to coaching and tution poslers Nilleconeents

home tutoring.

Kids
Categorisation

Struggle and Just leave away if
juggle with things not interested

Persona 3
y Metro

parents

(Tier-1)

Parents are pro-actively involvement in
education of kids and take initiative to go
beyond what i taught and do further
things for their kids to make them learn.
Get subscriptions of e-learning mobile
apps

Want their kids to learn about extra-
curricular like music, dance, cocking,
other languages and develop emotional
intelligence

Do things under
parental pressure



5.Competitor Analysis

To study major competitor in the marketplace within this age group | did Market
analysis of other application and found certain characteristics unique to each

application which is mentioned below in the table

Competitor analysis

1

Khan Kids

Crafted for kindergartener

Children can learn reading, language, writing, math,

social-emotional development, problem-solving
skills, and motor development.

Open-ended activities and games like drawing,
storytelling, and coloring encourage creativity and
self-expression.

The app consist of following :

« Robust Curriculum which includes
Reading and literacy—phonics, the alphabet,
spelling, and early writing, Language—vocabulary,
math—counting, numbers, addition, subtraction,
shapes, and measuring , executive function and
logic—focus, memory, and problem-solving

« Emotional and physical Development including
Motor and physical development—gross and fine
motor skills, health, and nutrition and Creative
expression—drawing, storytelling, and colouring

+ Personalised Learning Experience with
Adaptive learning path allows each child to learn at
their own pace.

1

Byju Disney

There is Byju Disney which is crafted
for young children aged between 6-8
years. There is Byju Learning App for
K12 kids

App will offer personalized, interactive
programs featuring Disney's timeless
stories and characters, including Frozen,
Cars, Toy Story, Disney Princesses and
more.

The app consists of following

+ 1000s of animated videos, games,
stories and interactive quizzes

« Interactive games designed to pique
curiosity

* Experiential learning activities and
digitally enabled worksheets that aid
hands-on practice and offer real-time
feedback

* A state-of-the-art parental reporting
system that offers detailed live progress
reports

Lingo Kids

Teach English to kids ages 2-8.

We're also a resource for parents to
learn alongside their children.
Believe in learning through play is
the best way. Approach is game-
based and interactive.

The app consists of curriculum that
is vocabulary-based and introduces
the 21st century skills and topics:

Creativity and using
imagination

Caring for the environment

Critical thinking

Collaboration

Diversity and equality

You tube Kids

You tube kids is for 3+ years
of age till 8 years or more

YouTube Kids was created to give kids a
more contained environment that makes
itsimpler and more fun for them to
explore on their own, and easier for
parents and guardians to guide their
journey as they discover new and exciting
interests along the way.

You tube kids provide following

+ Safer Online experience
We work hard to keep the videos on
YouTube Kids family-friendly and use a
mix of automated filters built by our
engineering teams, human review, and
feedback from parents to protect our
youngest users online.

« Use different kinds of tools
to customize your kids' experience in
the app, from choosing what content
they can watch, to limiting screen time,
to blocking videos and develop healthy
digital habits.



6.Development, Behavioural and Cognitive Pattern in kids as per Age

Group

Development of kids

As your child continues to grow, there
are new and exciting abilities that a
child develops. While children may
progress at different rates and have
diverse interests, the following are
some of the common milestones
children may reach in this age group:

« Enjoys many activities and stays busy

+ May ose firsttooth

+ Vision i as sharp as an adults vision

+ practices skills In order to becorne better
+ Jumps rope

+ Rides a bike, likes to paint and draw

6-7 Years Old

+ More graceful with movements and abilities
B:3Years0ld + Jumps, skips and chases
+ Dresses and graoms self completely

+ Can use toolsfiie, hammer, screwdriver)

10-12 Years Old * Remainder of adult teeth will develop

« Likes to sew and paint

Pattern in kids as per age group

Behavior of kids

During the school-age kid maves from playing

alane to having multiple friends and social groups.

While friendships become more important, the
child is still fond of his or her parents and likes
being part of a family. While every child is unique
and will develop different personalities, the
following are some of the common behavioral
traits that may be present in child:

+ Caoperates and shares

+ Jealous of others and sialings

+ Likes to copy adults

+ Likes to play alone, but friends are becoming important
+ Plays with friends of the same gender

+ May have occasianal temper tantrums

+ Modest about body

+ Likesto play board games

+ Likes competition and games
+ Stants to mix friends and play with children of the opposite gender
+ Modest about body

+ Enjoys clubs and groups, such as Boy Scouts or Girl Scouts
+ Becoming interested in boy-gir relationships, but does not adrit it

+ Friends are very important; may have a best friend
+ Increased interest in the opposite gender

+ Likes and respects parents

+ Enjoys talking to others

Cognitive abilities of kids

As children enter into school-age, their
abilities and understanding of concepts and
the world around them continue to grow.
While children may progress at different
rates, the following are some of the common
milestones children may reach in this age
group:

* Understands concept of numbers

+ Knows daytime and nighttime

+ Knows right and left hands

+ Can copy complex shapes, such a5 a diamond

+ Cantelltime

+ Canunderstand commands with three separate instructions
+ Canexplain objects and their use

+ Canrepeat three numbers backwards

+ Can read age-appropriate books andior materials

* Knows the date

+ Reads more and enjoys reading

+ Understands fractions

+ Understands concept of space

+ Draws and paints

+ Canname months and days of week, in order
+ Enjoys collecting objects

+ Likes to write letters and stories

Reads well

+ Enjoys using the telephone

All of the above research was conducted through secondary research and there were
certain perceptions in mind while I did secondary research like :

The kid's application requires monitoring of parents at various stages like initially
starting from downloading the application and signing in.

Kids are always on the guided path from parents and this is not making the app
engaging.

Kids use applications for play, fun, and entertainment instead of learning



Field Research: Day 4 and Day 5

PRIMARY RESEARCH
As per the plan, primary research was done using research tools like Contextual inquiry,

Behavior Mapping, Shadowing and Observing, there were certain observations.

The research was conducted in the home where kids of age ground 6 to 10 were
observed in their natural environment while they were eating, playing with friends or
lying down on a bed while using the phone.

SCENARIO 1: WHILE KID DOWNLOADING GOOGLE BOLO APPLICATION FROM
PLAYSTORE

e Kids were able to download the app from the play store and save them in the
separate folder in the mobile where they kept all their play or learning
applications

e After opening play store kids end up downloading multiple applications at once
from downloads without observing which application they are downloading as far
as they are enjoying downloading it

e Kids were seeking variety in applications all the time, even at the time of
downloading it from play store they were not able to hold on to one application

e After downloading Kids knew how to log in through the application
SCENARIO 2: WHILE 6-YEAR-OLD KIDS USING THE GOOGLE BOLO APPLICATION

e Kids loved scrolling through applications and most of the times they skip the
content and want it to be limitless so that they can continue with the same
application

e Kids were more keen on clicking their picture and also good picture when there
was an option for clicking the picture at the end

e Appreciation was important even if they were not performing well. Like when Diya
speaks



“Tumne to bahut acha padha” it gave them more motivation to continue instead of
reward points that they were getting

e Quick feedback required when they were speaking a particular word as most of
the time visual of Diya putting her hands on the ear and hearing was not clear to
the kid.

e The sound of Reward i.e coins going into the basket made the kid more happy as
compared to how much points he/ she is scoring

e They want to share the experience of application usage with their friends

e While observing in the natural environment the kids were lying down on the bed,
eating and playing and for clicking picturing they were posing so the environment
is not same all the time

e The voice adjustment is somewhere avoided as they are more focused on what's
happening with the visual aspect and voice modulation was not being done
properly by kids which lead to multiple times repetition of words even when it
was spoken correctly

e When asked the summary of the story by parents kid of 6 yrs age barely
remembered, what he was more into what Diya said.

e While reading, pictures were skipped as they were placed below the text as text
highlight while reading took all the attention

SCENARIO 3: WHILE 9-YEAR-OLD KID USING THE APPLICATION

e The behavior of 9 year old was different from that of 6 years old while using the
app constant reminder of “ tumne bahut acha padha after every line was breaking
the flow for him”. It also depends on the personality type of kid and the level of
fluency he had in English.

e The 9-year-old kid wanted to show off and share it with other friends and parents
what he read.

e They understand whats a good picture and all the effects as they are pro in using
photo editing applications and photo editing filters in the application.



WEEK 2

The primary research analysis starts on Day 1 and Day 2
After Observation of certain Patterns following findings were derived :

1. Instant Feedback :
After every line Instant feedback was required by a 6 year old kid who had just
started to learn english or who is at beginner level. It may give motivation to the 6
year kid to proceed further but it may not be required for other kid say whoisa 9
year old who knows english and who is at Intermediate level.

2. Voice Modulation as per quality of kids voice in a given environment :
Since the application is voice based, sometimes it is used in a place where there
is a lot of noise for example when television is switched on the kid is with friends
who are shouting around, in that case Voice assistant might not be able to hear
what the kid is speaking.

3. Option for clicking pictures and having a Fluid Interface for it : Kids use
camera to click pictures and use various filters to make themselves look good.
Kids were conscious about the image and wanted good pictures as they wanted
to look smart.

4. Scrolling Pattern :
Kids loved scrolling through the application, be it horizontal or vertical
This can be used as an area to make application more engaging where kids wont
leave and keep around the application.

5. Progress tracker :
Currently the progress tracker is in terms of points earned and time duration but
effective time utilization in actual reading cannot be measured as sometimes
kids are just skipping things without reading.There is no actual track of words or
lines read and more importantly words that are read correctly which can be an
indicator of progress.

6. Considering kids Natural Environment :
Sometimes kids used are lying down while using phone while other times they

are eating or playing with their friends or are outside home with parents when
using the learning application. The application can tap into the natural



environment of kids and the state of being they are currently in and then making
it more customised.

From the findings there were certain ‘What if’ scenarios that kept buzzing in my head

What if feedback can be given individually

What if multiple kids can use it at the same time

What if there is some smarter way to track the progress

What if kids not only communicate smartly but also the application helps
in the development of personality

=

These What if scenario are leading to the foundation for the suggestion in Improvement
of UX for the application.

Day 3 and Day 4

Suggestions for Improvement in UX
1. Customization

1. Customization of feedback in terms of different age groups of kids: Feedback
that is for 6 years old would vary, what it would be for 10 years old.

2. The quality of feedback in terms of reading, pronunciation or accent can be
robust where it tells the Parent, Teacher or Guardian about areas where more
focus can be given through statistics

3. Customization as per natural environment of kid where he/she is currently: For
example in certain applications there is customization as per reading in day or
night mode same way there can be a feature that customizes as per natural
space of kid be it home or outside wherever he is residing

4. Customization in terms of voice modulation used by kids as some kids have a
habit of reading faster and louder and certain kids are slow in reading in terms of
voice tonality and speed.It may also vary as per the age group of the kid.



5. Customize where kids want to read individually or with their friends.

6. Customization in terms of proficiency of language: Maybe it can ask the level of
language one is at the start, for example, ‘Beginner or Intermediate’ and keep
track of the learning, if someone is from the first time started learning from Bolo
application itself.

2. Incorporating more of Gestures Used in Everyday life of kids :

The way kids relate to the sound of coins as reward points it can sometimes be
clapping or High five kind of gesture which are easily relatable to kids in day to day lives
which would help in making this application more engaging.

Conclusion:

In a short period of time, | tried my best to come up with some valuable findings.

There were a lot of perceptions that got broken while the actual study was conducted.
There were certain things which didnot worked out as per research plan but overall it was a
good learning. | would love to explore more into this space.



