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Project Overview

@ The Product: g %
frens is an online community project Feeling Recorder &

Empathy Node Sharing

intended to educate people of all ages
on emotion definitions and how to
develop empathy. frens primary target
is adult users like parents and teachers

who are concerned with introducing
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@ Project Duration:

August 2021 to September 2021.

and fostering empathic thinking in
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The Problem:
Parents & Teachers need a educational
activity that will help them illustrate concepts

of emotions and empathy to their students

My Role:
UX designer leading the app and responsive
website visual and product design from

concept to delivery.

*

The Goal:

Design an app that will improve education on
the topic of emotions and empathy, by
creating an exercise that teachers and parents

can use as a lesson plan.

My Responsibilities:

Conceiving and conducting user research plans,
interviews, and surveys. Synthesizing and diagraming
user interviews and usability study data to form insights.
Composing paper and digital wireframes and creating
low and high-fidelity prototypes via Figma and Adobe
Xd. Iterating on designs and progressing user research

loops.
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User Research @

Summary
| conducted interviews and created empathy maps to understand the users I'm designing for and their
needs. A primary user group identified through research was: working parents who want to foster
empathic thinking and encourage emotional intelligence and in their children. This user group
confirmed initial assumptions about frens customers, but research also revealed that parents were not
the only users looking for empathy teaching aids. Other users included teachers that were seeking out a

way to have their students participate in empathy exercises in the classroom.

Pain Points

Time e Accessibility e 1A

Working Parents and Online teaching tools are Text-heavy educational
Teachers need a way , ) ] )

to teach concepts of not equipped with many websites with too many
emotions and assistive technologies categories are often difficult
empathy to to read.

adolescents.



Persona 1: Kevin

Problem Statement:

The user, Kevin, is a
married father and
electrician that lives in a
major city, who needs a
fun and engaging way to
connect with his kids,
because he wants to help
develop their emotional
vocabulary and foster
their capacity for
empathic thinking.

Kevin Charles

Age: 43
Education: Technical school
Hometown: Boston, MA
Family: Wife 40, son 12, daughter 10
Occupation: Electrician

“I love teaching my kids about the world and
seeing them enjoy learning.”

» Find fun and educational - “Sometimes my wife and | are
games to play with his kids. too busy with work and it
* Find new ways to teach his obviously upsets the kids.”

+ “I need help teaching my kids
how to express their feelings.”

+ “l don't want my kids using
smartphones until they are at least
in high school.”

kids about important things.
« Set a good example for his
family.

Kevin has been an electritian for 8 years and works 30-40 hours
a week. He prides himself on being a hard worker and likes his
job. Kevin was working for a contractor but has recently started
a new business of his own making outside house calls to
perform electrical home maintenence. He and his wife take
turns picking the kids up from school during the week.




Persona 2: Julie

Problem Statement:

The user, Julie, is a
married mother and real
estate agent that lives in
a major city, who needs a
fun and engaging way to
connect with her kids,
because she wants to

help develop their AJulle Miller
I e: 34

emotional vocabulary and  gaucation: sachelors

foster their capacity for Hometown: Milton, MA

Famil
empathic thinking. oiccupation

: Husband 38, 2 sons (9, 7)
: Real Estate Agent

“l work long hours, so when | get home my kids
tell me all about their day.”

« Find ways to connect with her « “l cant get my kids to behave

kids when she gets home from sometimes, they fight with each
work. other too much.”

« Support her family financially * “They like having their friends over

after school, but sometimes they
can’t come over.”

« “l always check my kids phones
and only let them have a few apps
because you have to be so careful
letting them online.”

and emotionally.
« Help her kids learn about
making new friends.

Julie has been a Real Estate Agent for 6 years and works 40+
hours a week. She works hard to provide for her family. Her
husband is a stay-at home dad and handles most of the house
chores. Julie trys hard to make time to reconnect with her
family when she gets home. She is looking forward to helping
her sons get ready to go back to school in the fall.




User Journey Map

Julie’s Journey:
Mapping Julie's user
journey revealed
how helpful it would
be for users to have
access to an easily
sharable exercise to
learn about feelings

and emotions.

Persona: Julie Miller

Goal: Show her kids the app and help them make user accounts, do the portrait exercise with them and talk
about what they learned about empathy and emotions.

- Users play the game br - User shares their User explores the other
ACTION Er hr.lds EIDAE 5 Cre?tes S buildi:g gheir egmot'lu: e ?unflrm_s et avatar with their em:t'lun avatar
via Sm {and family accounts) final design P
= avatars family or class examples
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A. Notice the ad A. Create parent A. Choose the type of A. Review the final A. Share avatar with A. Compare your emotion
B. Navigate to the Account avatar they want to play avatar design their family and/or the avatar with the avatars of
app store by B. Help kids create their | with (animal, person, B. Make any changes app's cemmunity others
clicking the ad own accounts word-cloud, ect). C. Confirm the final B. See how the other B. Observe the
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app preferences & create & colors to design their user “feels” symbols of emotions to differences between the
User Bio avatar show how they feel avatars
C. Select a quote for C. User compares C. User reflects on what
their avatar to describe how they feel to other they have learned about
their current feelings avatars. emotions
+ Interested + Confused + Confused *  Overwhelmed + Empathic + Excited
FEELING : g - -
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about getting options in user ® Offer definitions of family/friends that ® Show the community or sm
kids ready to accounts emations as well as their avatar is comparison of # Incentivize
IMPROVEMENT go back school ® Send text invites to colors ready to view their avatar with a testimonials of how
OPPORTUNITIES family via app ® Make sure to ® Offer merch with map of avatars

include text for the
color blind

their avatar
design printed on
it

around the world

the app helped you
understand the
feelings of others




Competitive Audit Goal: Identify and understand the effectiveness of products and features currently used to teach emations

Competitive Audit s
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Click to view the full competitive audit and audit report



https://drive.google.com/file/d/1iVaYi-B_INhzd-m_-hzHbLbWRuEjC9Gm/view?usp=sharing
https://drive.google.com/file/d/1nXuxK8gHnUsJdrQpDQ9YTpJVAhaMHX-G/view?usp=sharing

Ideation

Initial Ideas:

| did a quick ideation exercise to
come up with concepts for a
learning exercise to teach
empathy and that incorporated
my findings from the competitive
audit. My focus was specifically
on creating an interactive
game or activity that
encouraged expressing

feelings.
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Paper Wireframes

Planning the Design:

Taking the time to draft iterations
of each screen of the site on
paper ensured that the elements
that made it to digital wireframes
would be well-suited to address
user pain points. For the home
screen, | prioritized a quick
action selection process to help

users save time.
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Stars were used to mark the elements of each sketch that
would be used in the initial digital wireframes.
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Digital Wireframes

Planning the Design:
After ideating and drafting
some paper wireframes, |
created the initial designs
for the frens app. These
designs focused on guiding
users through the steps of

the empathy excercise.

Easy access to
app features
from global
navigation

Top text acts as a guide through the
empathy excercise

CREATE NEW FREN

How do you feel right now?

BE YOUR FREN DIARY

o o

L]

¥ FREN COMMUNITY

fj FOR PARENTS




Low-fi Prototype

Connecting the Design:

=8 LOGO— i

Using the completed set of

I

digital wireframes, |

created a low-fidelity

=
=
w.

prototype. The primary

user flow | connected was

performing the empathy
excercise, so the prototype

could be used in a usability

study.

View the frens low-fi prototype



https://www.figma.com/proto/JWl1bbAS3iWJ9Edw9qtp9y/frens-hifi?node-id=74%3A702&viewport=241%2C48%2C0.55&scaling=min-zoom&starting-point-node-id=115%3A3612

Usability Study: Parameters

© O Q ©

Study Type: Location: Participants: Length:
Unmoderated usability study USA, remote 5 participants 30-60 minutes

Usability Study: Findings

These were the main findings uncovered by the usability study:

Useful Step Numbers Customization
Parents want engaging People had difficulty People wanted lots of
ways to teach their kids following the steps of the options for the design

about emotional exercise in order. phase of the exercise.

intelligence and empathy.



Refining o egnEan
. ® Mockups
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® Accessibility




Design System

Creating the Design Assets: . o

C
The site utilizes an “education ~ n
for all” business model, so | Fee!ing Recorder &

designed art assets and chose Empathg Node Sharing
colors that leaned toward a

-

Q
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friendly but also thoughtful

4
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and emotional aesthetic. Arial Narrow
Arial Narrow Bold

chewy reqular

A main sans-serif font was

chosen for instructional text,
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as well as a more charming

font to appeal to adolescent ----
audiences.

)
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Mocku ps Before usability study After usability study

Refining the Design:

Based on the insights from

the usability studies, | Feeling Recorder &
Empathy Node Sharing

applied design changes like

0
CREATE NEW FREN ‘[ CREATE A FREN

providing clearer calls to

(]
mm YOUR FREN DIARY A YOUR FREN DIARY

action on the homepage,

95 FREN COMMUNITY

and removing the word

2
Y % FOR TEACHERS

b
=

“parent” and replacing it

with “teacher”.




Mockups

Refining the Design:
Additional design
changes included adding
more illustrations to the
emotion guide, as well as
breaking up the
definitions to read more

clearly to the user.

Before usability study

List of Emotions and Definitions

Enjoyment

Enjoyment is thought to be the only basic positive emotion. It
may include other positive emoficnal experiences such as:

pleasure
1oy
happiness

Sadness is a low-activation {low-energy) negative emotion that
we often feel in response 1o things like rejection of loss. A list
of sadness refated emotions include:

lonely
unhappy
hopeless
gloomy
miserable

Feaar

Fear i3 a high-activation, avoldance-motivated negative
emotion that we tend to feel in response to threats. Here's a
fear-related emotion list:

After usability study

€ emotion Guide

What is Empathy?

The ability to understand and share the
feelings & emotions of another person

Happy- thought fo be the only basic
positive emalion. Larem ipsum dolor sit
amet, consectetur adipiscing elit,

Angry- Lorem Ipsum dolor sit amet,
conseclalur adipiscing elil, sed do
aiusmod tempar incididunt

Sad- Lorem ipsum dolor sit amet,
cansectetur adipiscing elit, sed do
eiusmed tempor incididunt

Silly- Lorem ipsum dolor sit amet,
conseciefur adipiscing elit, sed do
giusmod temper ingididunt

Proud- Lorem ipsum dolor sit amet
consectelur adipiscing elit, sed do




Key Mockups
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High-fi Prototype
Finalizing the Design:

The final high-fidelity
prototype presented

cleaner user flows for

performing the empathy

o v
00000
0

teaching activity. It also

met user needs for

allowing more
customization options for

their personal fren portrait.

View the frens high-fi prototype


https://www.figma.com/proto/JWl1bbAS3iWJ9Edw9qtp9y/frens-hifi?page-id=42%3A941&node-id=42%3A1159&viewport=241%2C48%2C0.18&scaling=min-zoom&starting-point-node-id=42%3A1159&show-proto-sidebar=1

Accessibility Considerations

Provided access
to users who are vision
impaired through adding
alt text to images for
screen readers.

Used icons to
help make
navigation easier, and a
chronological numbering
system for step by step
guidance through the

empathy teaching exercise.

Used illustrations to
help all users better
understand
the flow and allow them to
better review their own
profile



Responsive Design ® Information architecture

® Responsive design




Sitemap

Organizing the Design:

With the app designs completed, |
started work on designing the
responsive website. | used the App’s
sitemap to guide the organizational
structure of each screen’s design to
ensure a cohesive and consistent
experience across devices. | made
sure to consider the users journey
when constructing the sitemap. My
research suggested that most users
would prefer to just browse and not
have to sign in until they want to
participate, so | structured the site

around that option.

| wssrion |

CREATE AGCOUNT

ALREADY HAVE
ACCOUNT LOGIN

FORGOT PASWORD

FRENS | SITEMAP

 LOGIN TO : HOME

ACCOUNT
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FREN COMMUNITY
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Responsive Designs

Diversifying the
Design:

The designs for
screen size variation
included mobile,
tablet, and desktop.
| optimized the
designs to fit
specific user needs
of each device and

screen size.

Mobile website

Tablet
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Takeaways

Impact:
The Website makes users feel like frens really thinks

about how to meet their needs.

One quote from peer feedback:
“The site made it very easy to compare my emotions to
the emotions of others. | would definitely use this to

teach my kids about empathy and their feelings.”

What | learned:

While designing the frens website, | learned that
the first ideas for the site really are only the
beginning of the process. Usability studies and
peer feedback influenced each iteration of the
site’s designs. | plan to continue testing the site
and add features to eventually release frens as a
free app onto the iOS and android mobile

markets, and also publish the frens website.



Next Steps

Conduct another round of
usability studies to validate
whether the pain points
users experienced have

been effectively addressed.

Conduct more user research
to determine how the site
will function on the side of

the Teachers- can there be a
separate process that they

can use to plan more
empathy lessons on their
end?

Conduct more user research
to determine if users would
like to be able to interact
directly with one another
more through the app.



Let's connect!

o

Thank you for your time reviewing my work on the frens project!
If you'd like to see more or get in touch, my contact information is provided below.

Email: hillmcmail@gmail.com
Website: www.hillmcl.art



mailto:hillary.mcl@gmail.com?subject=The%20Crafty%20Corndog
http://www.hillmcl.art/
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