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1.0 Abstract 
 

In this project, we aimed to understand how a conference attendee’s experience could be 
improved through the use of a technology-based solution by providing better opportunities 
for social interactions, engagement, and networking. Our goals included identifying and 
evaluating the features, interface design choices, social interaction initiation affordances, 
and motivational elements that were effective in a virtual conferencing platform.  
 
We began by conducting five interviews to discover important aspects of in-person 
conferences and understand participant’s preferences on facilitating person-to-person 
engagement in conference settings. These topics discussed revolved around four themes: 
in-person conference experiences (the motivations, expectations, and obstacles 
surrounding in-person conference attendance), networking (the activity of talking to and 
making professional connections), virtual platform values and concerns (any element that 
may have a positive or negative effect on the user), and virtual platform features 
(functionality elements). We then surveyed 28 recent conference attendees to confirm, 
nullify, and refine our interview findings on a larger scale. Notable findings included all 28 
survey participants selecting “to learn something new” as a reason for attending a 
conference, and only 3 participants ranking networking as “not at all important” to them 
during a conference. The interview and survey information were then used to understand 
the typical users of the product and drive the creation of our three personas: the 
conference attendee focused on the overall conference experience, the attendee most 
interested in networking, and the attendee looking to be educated. These interviews, 
surveys, and personas were referenced when developing a priority feature matrix. The 
matrix helped organize potential platform features in terms of ease of implementation and 
user value, as well as their necessity to our minimal viable prototype for user testing. Our 
top three prioritized feature categories surrounded profile, privacy, and presentation 
features. 
 
We then created the first iteration of our mid-fidelity prototype, running usability sessions 
with four participants. During the first round of usability testing, our participants commonly 
had difficulty identifying where they would go within the platform to find certain elements 
(two out of four participants). This design received an average SUS score of 68.75. The 
insights gained from these sessions regarding overall layout changes and hierarchy were 
then applied to the second iteration of our mid-fidelity prototype, which was then tested 
with four more participants. During this test, two out of four participants had difficulties 
understanding how to connect with another conference attendee, however, the design’s 
SUS score improved significantly (18%), receiving an average score of 86.87. Takeaways 
from this second round of testing included evaluating the usefulness of the homepage 
versus the agenda and refining the initiation of key interactions with other attendees, such 
as connecting and messaging. Future design implications were then identified and noted. 
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All project goals were met during the course of designing this platform. Limitations to the 
project included small sample sizes and short turnaround times when creating deliverables. 
Opportunities for future work include incorporating feedback from the second usability 
session and re-testing, and further exploring video conferencing features. 

2.0 Introduction 
 

As technology continues to evolve, the ability to connect, interact, and engage in online 
digital environments is becoming ubiquitous. Virtual conferencing is growing rapidly and 
becoming popular for hosting events and seminars. However, the experience between in-
person conferences and virtual events differs. In-person conferences provide an element of 
social interaction focusing on engagement and networking that’s absent from digital 
conference environments.  

 
One of the largest benefits of attending an in-person conference is the ability to meet and 
interact with other attendees. Virtual conference platforms also capitalize on participant 
interaction since user engagement is enhanced when participants have the ability to 
connect with and receive feedback from peers and other participants (Hokanson et al., 
2019). Several virtual conference platforms use strategic features to enhance the digital 
experience. Rogers et al. (2018) have proposed using word clouds to help attendees find 
conversations they want to join or initiate with others. In another study, researchers 
explored using game-based elements such as badges, missions, and leaderboards to 
enhance participant interaction, while also utilizing social matching and profile sharing 
between attendees to facilitate online networking opportunities (Paasovaara et al., 2016).   
 
A review of the current competitors in the virtual conference space has revealed several 
limitations in terms of opportunities for social interaction and networking experiences for 
attendees. Many of these products are chat-based where two-way conversation between 
the speaker and attendees is the primary means for participant interaction. Several other 
products allow attendees to speak to one another individually or in groups, but they do little 
beyond putting attendees in a separate video or chat window. Based on the gaps observed 
in other virtual conference platforms, our solution aims to use a combination of video and 
chat to help enable social interactions and take these experiences a step further to help 
attendees benefit more fully from their time at a virtual conference.  
 
The results of this project were guided by the primary question: How can a technology-
based solution enhance the virtual conference experience by improving opportunities for 
social interactions, engagement, and networking for conference participants?  

 
In the following sections we outline our overarching goals, methods, findings, and 
implications for user needs in a technology-based virtual conference platform designed to 
improve social interactions, engagement, and networking opportunities.  
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3.0 Goals 
 

Goal: Identify wants and features surrounding a virtual conference platform and identify 
barriers to person-to-person communication. 
Measure: Conduct interviews that focus on gathering qualitative data surrounding user 
needs and concerns in relation to features, learning, networking, and person-to-person 
communication. 
Revisions or adjustments: This goal and its measures have stayed the same. 
 
Goal: Evaluate the effectiveness of our interface’s ability to allow attendees to locate other 
attendees to start conversations and network. 
Measure: Conduct usability testing sessions with users to see if they can identify other 
attendees within the space with similar interests.  
Revisions or adjustments: Removed 78% task completion measurement. 
Explain changes: We wanted to remain consistent to the level of specificity in our other 
goal measurements. Additionally, we were not confident on the validity of a 78% task 
completion rate equating to an effective interface.  
 
Goal: Evaluate the effectiveness of the affordances to initiate social interactions between 
people. 
Measure: Measure the satisfaction rates, replies in post-task questionnaires, and 
comments in the usability test to see if the participants found the affordances effective in 
initiating social interactions with others and that it was beneficial in helping them achieve 
their conference goals. 
Revisions or adjustments: This goal stayed the same, however we adjusted one measure. 
Explain changes: We evaluated this goal through task success rates instead of 
satisfaction rates. 
 
Goal: Gage user responses towards gamification to motivate them to engage in social 
interactions. 
Measure: Evaluate survey responses about the use of gamification to promote social 
interactions. If implemented, this would be followed by measuring the usability test results 
on satisfaction rates, and replies in post-task questionnaire, and comments to see if it was 
beneficial in helping users achieve their networking goals for the conference. 
Revisions or adjustments: This goal and measures stayed the same. However due to 
limited positive responses towards gamification in survey responses, gamification elements 
weren’t incorporated into the design of the prototype.  
Explain changes: Our survey responses did not reflect a need or desire for gamification, 
so we did not implement that in our designs. 

4.0 Methods 
 

4.1 Method: Interviews 
This section briefly describes our interview participant characteristics, data collection 
methods, and data analysis.   
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A. Participants 
We recruited participants through our social and professional networks. A total of five 
participants were interviewed. All participants were over the age of 21 and had attended an 
in-person and/or virtual conference within the last two years. All participants also 
consented to having the interview audio recorded. The following table summarizes 
additional participant data for the study. 
 

# Pseudonym Age Profession Location Tech-Savvy Interviewed by 

1 John 62 Comptroller/Form
erly CFO 

Salt Lake City, 
UT 

Yes Gabriela Wyffels 

2 Jane 45 Psychotherapist Salt Lake City, 
UT 

Somewhat Gabriela Wyffels 

3 Elenor 27 Emergency 
Medicine Resident 

Philadelphia, PA Somewhat Katie Anderson 

4 Kevin 39 Creative Director 
at Web Design 
Agency 

Chicago, IL Yes Chris Poynton 

5 Sarah  35 Naturopathic 
Medical Student 

Portland, OR Yes Diana Speicher 

 
Table 1 - Interview Participants 

B. Data Collection Methods 
All interviews were conducted remotely via Zoom. Each interview started with a brief 
introduction of the project, followed by the participant verbally consenting to participating 
and having the interview recorded.   
 
We started the interview with initial warm-up questions. These were used to make the 
participant feel comfortable and to gain initial insights into the frequency and background 
information on their conference attendance. These questions were followed up with general 
questions aimed at gathering information about previous conference experiences. A series 
of deep focus questions targeted engagement and networking during in-person and virtual 
conferences, and addressed needs, motivations, and incentives towards networking. The 
interview concluded with retrospective questions, final thoughts, and participant 
demographics (see Appendix: 9.2 Interview Protocol). 

 
The interview sessions lasted 60 minutes and were audio-recorded. 

C. Data Analysis 
All interviews were transcribed, followed by individual open inductive coding using Atlas.ti. 
The insights from the initial coding exercise were synthesized as a group into themes and 
subthemes using an Affinity Diagram in StormBoard (see Appendix: 9.3 Affinity Diagram). 
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After aligning on themes and subthemes, transcripts were re-coded using Dedoose (see 
Appendix: 9.4 Interview Codes). 

D. Goal 
The purpose of the interviews was to identify important aspects of in-person conferences in 
order to recreate these elements in a virtual setting. The interviews also identified 
preferences for facilitating person-to-person engagement in conference settings. 

1. Revisions or adjustments  
There were no revisions/adjustments made to our interview goals. 

 
 

4.2 Method: Surveys 
This section briefly describes our survey participant characteristics, data collection 
methods, and data analysis.   

A. Participants 
We recruited participants through our social and professional networks, an in-class activity, 
and DePaul’s CDM Participant Pool. A total of 29 participants were surveyed. All 
participants were over the age of 21 and had attended an in-person and/or virtual 
conference within the last two years. The following dashboard summarizes participant data 
for the study. 
 

 
Table 2 - Dashboard of Survey Participant Data 
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B. Data Collection Methods 
The survey was available from April 30 - May 7, 2020, was hosted by Qualtrics, and 
distributed through link sharing and DePaul’s CDM Participant Pool. Prior to beginning the 
survey, participants were briefed on the parameters and requirements of the survey and 
consented by proceeding with the survey.   
 
Survey questions followed a systematic approach (see Appendix: 9.5 Survey Questions), 
starting with a series of warm-up and general questions about conference attendance 
frequency. This was followed by more detailed questions around networking and social 
interactions at conferences. A final series of questions revolved around specific virtual 
conference platform features that would enhance interactions and facilitate connections 
with other attendees. The survey concluded with capturing participant demographic data.  

C. Data Analysis 
Survey data was analyzed using the built-in reporting feature within Qualtrics. Primarily, 
data point distribution around networking, challenges when attending a conference, and 
feature requirements were used to inform decisions when creating the personas, the 
feature matrix, sketches, and prototypes.  

D. Goal 
The goal of the survey was to confirm, nullify, and refine the findings from the interviews on 
a larger scale to help narrow the focus of features and drive insights into virtual interactions 
and networking. 

1. Revisions or adjustments 
There were no revisions/adjustments made to our survey goals. 

 
 
4.3 Method: Personas 

A.  Data Synthesis Method 
Data gathered from the interviews and surveys was used to identify three target user 
groups for the virtual conference platform. Individual personas for each of these groups 
were created based on the differences between their goals, motivations, pain points, 
characteristics, and behaviors. These three specific user groups were conference 
attendees who are focused on networking with other conference attendees, the conference 
experience, or the educational/professional development aspects of attending a 
conference (see Appendix: 9.7 Personas).  

B. Goal 
The primary goal of the personas was to assist in understanding the typical user of the 
product, their pain points, and beneficial platform features based on their goals and 
motivations.  
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1. Revisions or adjustments 
There were no revisions/adjustments made to our persona goals. 

 
 
4.4 Method: Feature Matrix 

A. Data Synthesis Method 
A Feature Matrix was created in Google Sheets using interview and survey data. Each 
feature was evaluated based on three criteria: effort, user value, and priority. They were 
then ranked using a three-point scale: low, medium, and high. Features were prioritized 
according to ease of implementation, user value, and necessity in creating a minimum 
viable prototype (see Appendix: 9.8 Feature Matrix). 

B. Goal 
The goal of the feature matrix was to develop a prioritized list of critical features that 
accounted for implementation effort and user value. The feature matrix assisted in creating 
a shared mental model that allowed us to align in a direction as we moved into the sketch 
ideation and mid-fidelity prototype phases.  

1. Revisions or adjustments 
As the project proceeded, a feature matrix was found to be more beneficial in terms 
of developing an initial minimum viable product and creating a shared mental model 
of the prototype rather than using a journey map to illustrate a timeline of an 
attendee’s experience during a virtual conference.  

2. Explanation of changes 
It was determined that a feature matrix added more value by facilitating discussion 
around prioritizing features for the first iteration prototype. The original goal of 
displaying a timeline and possible user paths throughout the virtual conference 
platform was found to be a less critical step due to the non-linear nature of the 
platform and differences in goals identified in our three personas. 

 
 

4.5 Method: Mid-Fidelity Prototype 1 

A. Data Synthesis Method 
The primary screens for the prototype were derived from the feature matrix. Initially, 
individual sketches were used to align on ideas and layouts for the primary screens (see 
Appendix: 9.9 Prototype Ideation Sketches). After streamlining ideas, the layout and 
architecture of the site was designed. There were several iterations of the initial prototype 
that were revised prior to creating the interactive prototype to be used for user testing. The 
prototype was created using Figma and two wireframe kits: Wireframe Component Library 
v1.0 and Wireframy v2.4 (see Appendix: 9.10 Mid-Fi Prototype 1).  
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B. Goal 
A mid-fidelity prototype was created in order to gather insights and feedback from users. 
The information was used to verify if the design was aligned with user needs as well as to 
gather additional feedback to drive future design iterations.  

1. Revisions or adjustments 
A Mid-Fidelity prototype was created rather than a Low-Fidelity prototype.  

2. Explain changes 
Rather than creating a lower fidelity prototype for user testing, it was determined 
that a mid-fidelity prototype would provide more context in terms of detail and 
content during user testing, leading to better feedback and insights from the user 
test. 

 
 

4.6 Method: Usability Testing for Mid-Fidelity Prototype 1  
This section briefly describes our mid-fidelity usability test participant characteristics, data 
collection methods, and data analysis.   

A. Participants 
A total of four participants were recruited through social and professional networks. Each 
participant was required to be over the age of 21 and have attended an in-person and/or 
virtual conference within the last two years. All participants verbally consented to having 
the study recorded. The following tables summarizes additional participant data.  
 

# Pseudonym Age Profession Conference 
Experience 

Tech-Savvy Interviewed by 

1 Rich 35 Finance High High Chris 

2 John 64 Comptroller High High Gabriela 

3 Michael 36 IT Specialist High High Diana 

4 Tim Mid 
50s 

Project Manager in 
Financial Industry 

High High Katie 

 
Table 3 - Usability Test 1 Participants 

B. Data Collection Methods 
The usability test was scheduled for 30 minutes and was conducted via Zoom. It began 
with a brief introduction about the purpose of the study, a discussion of think-aloud 
procedures during the tasks, and participant consent (see Appendix: 9.11 Mid-Fi Prototype 
1 Test Plan).  
 
The test began with warm-up questions centered around participant’s conference 
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attendance frequency, reasons for attending conferences, activities they found engaging 
during conferences, and areas where their conference experience could be improved.  
 
Following the warm-up questions, a screen-share was initiated, and participants were given 
a link to the prototype. The participants were prompted with three scenarios, each with 
three to four tasks. The three main scenarios targeted tasks relating to selecting a 
presentation to attend, networking within the platform, and social engagements within the 
virtual lounge space. At the completion of each of the scenario tasks participants were 
verbally asked two post-scenario questions (see Appendix: 9.11 Mid-Fi Prototype 1 Test 
Plan).  
 
At the conclusion of the usability test, participants were asked additional post-test 
questions about their experience with the prototype and given a link to a SUS questionnaire 
via Google forms.  

C. Data Analysis 
Usability test tasks were evaluated based on the following scale:  
● Fully successful: completing the task using the expected path 
● Partially successful: deviating from the expected path, but completing the task 
● Needed help: unable to complete task on their own, needed assistance from moderator 
● Unsuccessful: did not complete task  

 
Participant comments during the think-aloud procedures were captured as notes. At the 
end of the usability study, each participant's success rate and comments for each task 
were aggregated, analyzed, and discussed (see Appendix: 9.12 Mi-Fi Prototype 1 Test 
Results).   
 
In addition to the usability test, participants were provided with a link to a 10 question SUS 
questionnaire. The SUS questionnaire was calculated and evaluated by assigning a score 
to each participant response, scores were then summed to find individual participant SUS 
scores and then averaged to find the overall SUS score (see Appendix: 9.13 Mid-Fi 
Prototype 1 SUS Results).  

D. Goal 
The mid-fidelity prototype was user tested in order to gain data and feedback from users. 
This information was used to inform the design decisions applied in the second iteration of 
the prototype.  

1. Revisions or adjustments 
There were no revisions/adjustments made to our persona goals. 

 
 

4.7 Method: Mid-Fidelity Prototype 2 

A. Data Synthesis Method 
The second iteration of the prototype was based on data and feedback gathered from the 
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initial usability test. A general consensus was achieved in terms of which screens and 
elements to change. Several of the primary screens were updated to enhance navigation, 
streamline interactions, and reduce cognitive load by limiting the elements/icons available 
for the user to select. The prototype was updated using Figma and corresponding 
wireframe kits: Wireframe Component Library v1.0 and Wireframy v2.4 (see Appendix: 9.14 
Mid-Fi Prototype 2).  

B. Goal 
A second iteration of the mid-fidelity prototype was created in order to gather insights and 
feedback from users. The information was used to verify if the design was aligned with user 
needs as well as to gather additional feedback to drive future design iterations.  

1. Revisions or adjustments  
There were no revisions/adjustments made to our mid-fidelity prototype goals. 

 
 
4.8 Method: Usability Testing for Mid-Fidelity Prototype 2 
This section briefly describes our mid-fidelity usability test participant characteristics, data 
collection methods, and data analysis.   

A. Participants 
A total of four participants were recruited through social and professional networks. Each 
participant was required to be over the age of 21 and had attended an in-person and/or 
virtual conference within the last two years. All participants verbally consented to having 
the study recorded. The following tables summarizes additional participant data.  
 

# Pseudonym Age Profession Conference 
Experience 

Tech-Savvy Interviewed by 

1 Phil 42 Data Scientist  High High Gabriela 

2 James  34 Doctoral Student  High High Diana 

3 Ellie  34 Finance  High High Chris  

4 Susan  27 Unemployed  High High Katie 

 
Table 4 - Usability Test 2 Participants 

B. Data Collection Methods 
The usability test was scheduled for 30 minutes. Two tests were conducted via Zoom, and 
two tests were conducted in-person. It began with a brief introduction about the purpose of 
the study, think-aloud procedures during the tasks, and participant consent (see Appendix: 
9.15 Mid-Fi Prototype 2 Test Plan).  
 
The test began with warm-up questions centered around participant’s conference 
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attendance frequency, reasons for attending conferences, activities they found engaging 
during conferences, and areas where their conference experience could be improved.  
 
Following the warm-up questions, a screen-share was initiated for remote participants, and 
all participants were given a link to the Mid-Fidelity Prototype 2. The participants were 
prompted with two scenarios, Scenario A had six tasks, and Scenario B had four tasks. The 
two main scenarios targeted tasks relating to scheduling/registering for an event, 
viewing/interacting during a presentation, networking, and socializing in a virtual 
environment. At the completion of each of the scenarios, participants were verbally asked 
several post-scenario questions (see Appendix: 9.15 Mid-Fi Prototype 2 Test Plan).  
 
At the conclusion of the usability test, participants were asked additional post-test 
questions about their experience with the prototype and given a link to a SUS questionnaire 
via Google forms.  

C. Data Analysis 
Usability test tasks were evaluated based on a scale ranging from Fully Successful to 
Unsuccessful, and participant comments during the think-aloud procedures were captured 
as notes. At the end of the usability study each participant's success rate and comments 
for each task were evaluated. Then feedback and data from the usability test were 
aggregated, analyzed, and discussed (see Appendix: 9.16 Mid-Fi Prototype 2 Test Results).   

 
In addition to the usability test, participants were provided with a link to a 10 question SUS 
questionnaire. The SUS questionnaire was calculated and evaluated by assigning a score 
to each participant response, scores were then summed to find individual participant SUS 
scores and then averaged to find the overall SUS score (see Appendix: 9.17 Mid-Fi 
Prototype 2 SUS Results). 

D. Goal 
The mid-fidelity prototype 2 was user tested in order to gain data and feedback from users.  
The information gathered can be used to inform future design decisions and prototypes.  

1. Revisions or adjustments 
There were no revisions/adjustments made to our persona goals. 

5.0 Results 
 
5.1 Interviews and Surveys 
From our interviews and surveys, we identified four themes surrounding participant 
attitudes towards (A) conference experience, (B) networking, (C) virtual platform values and 
concerns, and (D) virtual platform features. The four themes are described as follows. 
 
A. Conference Experience: We defined conference experience as the motivations, 

expectations, and obstacles surrounding in-person conference attendance. Participants 
noted aspects of cost, subject matter, planning and scheduling as important factors to 
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both their research process and final decision-making criteria when attending 
conferences. Participants also noted planning and scheduling, and the general 
experience while attending the in-person conferences as major obstacles that prevent a 
successful in-person conference experience. 

B. Networking: We defined networking as the activity of talking to and making 
professional connections with other conference goers in both a physical and digital 
environment. We explored attitudes toward the importance of networking, participant 
motivation around taking part in networking activities, locations networking occurs at an 
in-person conference, and the challenges users face around networking.  

C. Virtual Platform Values and Concerns: We defined virtual platform values and 
concerns as any element of a potential virtual platform that may have a positive or 
negative effect on user views when adopting or using this platform. This includes 
benefits around efficiency and social pressure, social concerns around distractions and 
individual interactions, and technical concerns around devices and connections. 

D. Virtual Platform Features: We defined virtual platform features as functional elements 
of a potential virtual conferencing platform. Users mentioned the importance of profiles, 
activity feeds, privacy settings, note-taking, messaging, group discussions, metrics and 
stats, gamification, and general conference immersion. 

 
The first two themes are intended to identify preferences surrounding in-person conference 
and networking experiences to help create a model of a traditional conference experience 
that we can then apply to a virtual setting. The next two themes focused on what could 
happen in a virtual experience, gathering attitudes and feature needs that we could 
combine with our in-person takeaways to help build a full model on a virtual conference 
system. These takeaways were intended to drive persona creation, feature prioritization, 
and design concepts. 
 

A. Conference Experience 

1. Interviews 
All five participants discussed the motivations, expectations, and obstacles surrounding in-
person conference attendance. We refined our initial definition of conference experience 
into four sub-themes: (a) Cost, (b) Subject Matter, (c) Planning and Scheduling, and (d) 
Experience. 

a. Cost 
Jane, Kevin, and Sarah mentioned elements of cost as a major factor when making 
their decision to attend a conference. Jane, Kevin, and Sarah all mentioned both the 
cost of the actual conference, and the cost of traveling. Sarah also mentioned the 
desire and motivation for discounts to help bring the overall price down. Jane and Kevin 
both mentioned how more popular conferences are also the most difficult to attend. 
Jane commented: 
 
“The ones that are interesting and cool are also expensive...I very rarely travel for 
conferences because that I mean that just adds on to me you're paying for the 
conference, you are paying for travel, you are paying to stay somewhere. And usually 
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this just becomes too much.” 

b. Subject Matter 
All five participants mentioned the subject matter as an important aspect when 
considering which conference to attend. Jane referred to individual sessions and 
discussed the emotional impact of certain topics. Jane, John, and Kevin spoke about 
how conference presentations tie into their specific line or work, and how they are 
looking for a specific takeaway from the conference. Jane also mentioned the 
importance of continuing education credits. Kevin told us: 
 
“I actually would prefer to know that firsthand that the sessions and the topics they’re 
going to cover are going to apply directly to the things I’m directly looking for inspiration 
on or could go back and get direct takeaways to improve my work.”  

c. Planning and Scheduling 
All five participants also mentioned the idea of planning and scheduling as an important 
factor in deciding if they would attend a conference. John, Elenor, Kevin, and Sarah 
discussed planning and scheduling in terms of what presentations they could attend at 
the conference, especially when presented with busy schedules, multiple presentation 
options, and conference navigation. John told us: 
 
“When you attend a conference like that, that is complicated with convoluted programs 
and 100 sessions at the same time. Literally. You have to plan in advance. That takes 
hours.” 
 
John and Kevin also discussed strategically dividing up which team members attend 
specific sessions to allow for more knowledge sharing. Kevin told us: 
 
“I think most companies find that they're going to get more value out of having more 
than one person go, so that they can get different perspectives. But also so those folks 
can then kind of compare notes to different sessions so cover more ground.” 
 
John and Jane mentioned planning in terms of academic preparation by reading papers 
relevant to the conference. Jane commented: 
 
“I know who the speaker is, then I will look. I will research that person and see what I 
can find about them. If they have written something then I'll see what they may have 
published before their experiences.” 
 
Elenor, Kevin, and Sarah mentioned the logistics around fitting the conference into their 
personal and work schedules and traveling to the conference. Kevin mentioned: 
 
“So, you know dates, location, cost. Those are probably going to be some of the huge 
criteria. After those things are in a good spot, then it's whether or not you want to 
attend.” 
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d. Experience 
Jane, Elenor, Kevin, and Sarah discussed motivations and difficulties when being at the 
actual conference. Elenor, Kevin, and Sarah discussed the importance of engaging 
topics and presentations, and the difficulties around paying attention for long periods of 
time. Elenor said: 
 
“Sometimes, it’s so boring I am not paying attention.” 
 
Jane discussed her dislike of crowds at in-person conferences. She told us: 
 
"I really don't like large groups of people. In a smaller group, I feel more like I could get 
to know people or say something or ask a question. In a larger group, it feels 
intimidating. It turns into a sort of like a sea of people and I just shut it out there is too 
much noise. It’s overwhelming." 
 
Kevin discussed the differences in engagement between being in-person as opposed to 
in a virtual setting. He told us: 
 
“If I’m sitting in a conference hall surrounded by a bunch of other people with everyone 
watching this one person, I'm probably going to pay attention 10 times more than if I'm 
in my house and there's other things going on.” 

2. Surveys 
We were interested in capturing what reasons attracted conference goers to attend. All 28 
survey participants identified “learning something new or gaining new perspectives” as a 
reason for their attendance. The second highest choice chosen by 16 participants was 
“meeting people from my community,” followed closely by 15 participants choosing 
“meeting experts” and “networking.” Only two participants chose “exhibiting” as a reason 
for attending, along with three participants “finding new clients” and “selling 
products/services.” 
 
To expand further on our knowledge surrounding conference attendance, we asked survey 
participants to select what they considered when thinking about attending a conference. 
Just over half of the participants (20 of 28) noted that logistics, such as traveling or 
scheduling barriers, created challenges for attendees. This was followed by concerns 
surrounding cost, with 13 participant selections. 

 

B. Networking 

1. Interviews 
All five participants discussed networking in a conference setting. We refined our initial 
definition of networking into four sub-themes: (a) Importance, (b) Reasons & Expectations, 
(c) Locations, and (d) Challenges. 
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a. Importance 
All five participants mentioned the importance of networking, though to varying levels. 
John and Sarah both felt the idea of networking was important to achieving their 
conference goals. Sarah said: 
 
“On a scale of 1-10, it’s a 9.” 
 
However, Jane, Kevin, and Elenor all felt that networking was less important to their 
overall experience, nothing that it was not a large part of their motivation or goals when 
attending a conference. Kevin told us: 
 
“I think that’s a bonus versus a draw.” 

b. Reasons & Expectations 
All five participants discussed their reasons for networking. Jane, John, Elenor, Kevin, 
and Sarah all mentioned the desire to learn from and get new perspectives from other 
conference goers. Jane told us: 
 
“I just like hearing about other people's perspectives on things. So that's really 
interesting to me. Just like yours what I thought about that. What did you think about it? 
I like trying on other people's perspectives and ideas to see how it feels.” 
 
Kevin, and Sarah discussed goals around recruiting new coworkers. Sarah told us: 
 
“My goal in the past several conferences has been primarily to look for people.” 
 
John and Sarah discussed a desire to connect with peers and clients they had not seen 
in a while. John told us: 
 
“If you take like the conference we were going to with [my company], and obviously [the 
goal] is to have conversations with clients, past present or future clients, in 3 days, face-
to-face. With the clients coming from all over the world. You can only do that in the 
conference like that. Right?” 

c. Locations 
John and Kevin mentioned the settings that networking opportunities generally take 
place at a physical conference. Both participants mentioned common areas (hallways, 
lunchrooms, SWAG tables), session areas (lectures and workshops), and after parties. 
Kevin told us:  
 
“It's when you get food, when you walk into an exhibit hall, when you see people , it's 
when you wait to get into the next Workshop session which one you sit right next to 
somebody you know. So it's all of the above or it's even you know, when you will have 
thousands of people going to the same restaurant, you still talk to them because the line 
is long here and the conversation just starts.” 
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d. Challenges 
Jane, John, Elenor, Kevin, and Sarah all noted challenges around finding opportunities 
to initiate conversation with people they do not know. Kevin discussed this challenge in 
relation to the energy of the conference goers, telling us: 
 
“I think the challenges would be mostly around a lack of opportunities...I think the 
energy of a conference also sort of plays into how people feel sort of open to kind of 
chatting with their peers and things like that. So, if the conference is super serious or 
super boring or not interesting or quiet, then I feel like you're less inclined to kind of 
have that high energy coming out of it.”  
 
John and Kevin mentioned challenges around gauging response once a conversation is 
initiated. John told us: 
 
“So you end up talking to a bunch of people that have absolutely no interest in talking to 
you. But they still talk to you because they don't know until they talk to you if they have 
interest or not.” 
 
Jane and Sarah discussed challenges from a personal perspective, noting fear or 
apprehension in approaching other people. Sarah told us: 
 
“Approaching people is kind of nerve wracking.” 

 
Elenor mentioned how some of the challenges surrounding networking were out of their 
control, specifically when people did not want to talk to them. Elenor told us: 
 
“When I went to conferences as a med student, I was just a med student. And people 
don’t hear you or want to talk to you as much. There’s a hierarchy.” 

2. Surveys 
To expand on the networking themes identified during our interviews, we asked survey 
participants how important networking at conferences was to them. The spread of 
responses between “extremely important,” “very important,” “moderately important,” and 
“slightly important” was about the same, each receiving six or seven participant selections. 
The opinion that networking was “not at all important” was only selected by three 
participants. 
 
We then asked participants to identify how important certain aspects of networking were to 
them. “Gaining new perspectives” received the highest importance rating from the most 
people (nine participants), followed closely by “learning about the industry” and “learning 
about people.” “Recruitment” was ranked lowest by the most participants (seven). 
 
Next we asked survey participants to choose how frequently they encounter certain 
challenges when networking. Almost half of respondents (13 of 28) mentioned that they 
often had difficulties meeting the right people. This was closely followed by participants 
somewhat often having difficulties having meaningful conversations (12) and initiating 
conversations (11). 



 
HCI 594 Project Final Report  Team: 2 
  Date: 06/06/2020 

 

 
Spring 2020  Page 22 

 

 
Survey participants were then asked to rate how they liked to meet new people. The 
majority of people (22 participants) chose that they “liked a great deal” to meet people 
during activities or via introductions by friends or clients. Six participants said that they 
“disliked a little” simply approaching others. 
 

C. Virtual Platform Values and Concerns 

1. Interviews 
All five participants discussed the value and concerns surrounding a potential virtual 
conferencing tool. We refined our initial definition of virtual platform values and concerns 
into three sub-themes: (a) Virtual Tool Benefits, (b) Social Concerns, and (c) Technical 
Concerns. 

a. Virtual Tool Benefits 
All five participants discussed the benefits of a potential virtual conference platform. 
John, Jane, and Kevin discussed the benefits of cost savings around the conference 
itself and travel. 
 
“I think a lot of folks would be cautious if the cost was similar to an in-person 
conference. They probably wouldn't want to pay as much to go to something virtually 
because there are all those other things.” 
 
Jane and John discussed the benefits of being able to connect more people at one 
time, specifically in terms of geographic location. Jane told us: 
 
“When you can get people together from all over the world and to be able to share 
things that they have in common, the common interest in common topics. I think it is a 
really beautiful thing.”  
 
Elenor, Kevin, and Sarah discussed the benefits in terms of participation, noting a 
virtual platform would make it easier to participate with less confusion. Elenor told us: 
 
“You can type in your question and you don’t have to sit there thinking about the 
question in your head the whole time until it’s an appropriate time to ask. You can just 
type it when you think of it and it gets asked eventually.” 

 
Jane and Elenor discussed the benefits in terms of helping with social anxiety. Jane told 
us: 
 
“I'm so introverted and I don't like going places in the first place. I would probably be a 
lot more comfortable and more likely to attend the conference if it was a virtual 
conference.” 
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b. Social Concerns 
All five participants also mentioned social concerns when using a virtual platform. Jane 
and Kevin discussed apprehension around being forced to interact in the conference 
setting. Kevin told us: 
 
“It put a dirty taste in my mouth. I don't like forced interaction. I don't feel like I have to 
check this box, and only if I check this box and do something I don't like.” 
 
Elenor and Kevin discussed these social concerns in relation to group discussions, both 
noting that it is difficult to curate virtual situations where multiple people are speaking at 
one time. Kevin told us: 
 
“I feel like I've definitely learned from this whole situation we’re in now that any time you 
have more than 3 or 4 people, everyone starts talking over one another, so that can be a 
hurdle too.” 
 
Elenor and Sarah discussed an apprehension around messaging strangers. This 
apprehension included both sending messages and getting ignored. Elenor told us: 
 
“I feel uncomfortable sliding into their DMs. It feels a lot less natural than walking up to 
them.” 
 
John mentioned a lack of social concern because he felt a sense of trust in the other 
attendees by just being a part of the conference. He told us: 
 
“I don’t have a concern talking to somebody at AGU because everyone has a reason to 
be there, coming from a University or other organizations. So by definition, they are pre-
selected to be there, so I'm happy to talk to them.” 
 

c. Technical Concerns 
John, Jane, and Elenor discussed technical concerns surrounding internet connection 
and video quality when using a virtual platform. John also noted that this was not 
always the fault of the platform. John shared a previous experience in a virtual setting, 
saying: 
 
“The main frustration with it was just that I didn't have good Wi-Fi and had good 
reception and in the video went in and out and it wasn't the fault of the tool.” 

2. Surveys 
To further understand people’s opinions surrounding virtual conferencing, we asked survey 
participants how they would rate their level of comfort reaching out to a stranger in an 
online environment. 11 out of 28 participants stated that they would feel somewhat 
comfortable; on the contrary, eight participants stated that they would be somewhat 
uncomfortable. Five participants said they would be extremely comfortable, and one 
participant said they would be extremely uncomfortable reaching out. 
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When asked the reverse, how participants would rate their level of comfort being reached 
out to by a stranger, the responses changed. 13 participants said they would be somewhat 
comfortable and only four survey respondents said they would be somewhat 
uncomfortable. No participants said that they would be extremely uncomfortable. 

 

D. Virtual Platform Features 

1. Interviews 
All five participants discussed specific features they would like to see in a hypothetical 
virtual conferencing platform. We refined our initial definition of virtual platform features into 
nine sub-themes: (a) Profile, (b) Activity Feed, (c) Privacy Settings, (d) Presentations and 
Notes, (e) Messaging, (f) Group Discussions, (g) Metrics and Stats (h) Gamification, and (i) 
Immersion. 

a. Profile 
John, Jane, Kevin, and Sarah discussed the importance of having an individual user 
profile on a virtual conference platform. Elements of profiles that participants discussed 
included photos, bios, work experience, education, social media, business cards, and 
introduction videos. Kevin described the importance of these features in terms of 
networking, saying:  
 
“If I could virtually go out and stalk them a bit, then I feel like I am more inclined to 
understand who they are. So anything that would give me more insights as to 
professionally who they are, personally who they are. Those are sort of the two sides of 
the coin…[D]oes this person seem like somebody that I could talk to?” 

b. Activity Feed 
Kevin mentioned the importance of having an activity feed in a virtual conference tool. 
He discussed the benefits of both tracking your engagement, saying: 
 
“I also think the idea of some sort of log or something to see if...I did a lot. I 
accomplished a lot. Look at all the things I did. I think that that makes me feel like the 
warm, fuzzy after the conference of that was worth the money” 
 
Kevin also discussed this feature in relation to networking, saying that an activity feed 
may help improve reconnecting with attendees after the conference. He told us: 
 
“I don’t want to get like creepy, or big brother. But knowing that like on Monday you 
talked to these six people. These are those six people, and this is how I can get a hold 
of them. People do like the convenience factor of it. “ 

c. Privacy Settings 
John, Jane, and Kevin discussed the importance of including privacy settings to toggle 
the ability to send and receive messages. Kevin discussed this, saying: 
 
“Like I don't know if you guys would go as far as to have a thing in your profile, “Yes or 
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no. I'm open to networking” or something. I don't know if that's too far, to black and 
white, but if there is some sort of indication that these people here are open to chatting, 
then I think I would be more inclined to do it.” 

d. Presentations and Notes 
Kevin mentioned the importance of creating a seamless experience around 
presentations and note taking as a way to provide context around important takeaways 
after the conference. Kevin told us: 
 
“I think that would also be really interesting if there were ways where I'm watching a 
session somehow or not, maybe my notes are tied into that?...I found this part 
interesting, and being able to reference and go back and get value after the conference 
out of what I did attending the conference I think would be an incentive for me. To know 
that I really enjoyed that talk, but then how do I go back to my notes and pull value out 
of that later?” 

e. Messaging 
John, Elenor, Kevin, and Sarah discussed messaging in a virtual platform. However, 
John also noted some apprehensions based off of previous experiences, saying:  
 
“There are some apps with programs for conferences that offer the possibility for you to 
communicate directly with some participants. I have never been able to use that 
efficiently.” 

f. Group Discussions 
All five participants mentioned the idea of group discussions, which would allow 
multiple attendees to have conversations in real time. Kevin told us: 
 
“I also like the idea that there would be virtual rooms where you could listen and watch 
other people, and some people choose to turn on or something. I don't know if that is 
like there are 6 people in a room and they all have video on. Or if you would want to 
allow like 10 other people to be there and they're listening, but they’re not on as well.” 
 
Elenor also discussed the desire to be selective in group chats, saying: 
 
“[I would prefer personal] group chats so I could exclude people.”  

g. Metrics and Stats 
All five participants discussed metrics and stats as a way to provide insight into the 
conference experience, and boost engagement. Kevin told us: 
 
“I think people like data and things like that in general. It’s like people use step counter 
apps and people look at their iPhone to see how much time people spend on apps and 
stuff like that. So I feel like that would be cool for like a social perspective, but I think 
that in general it would also help people set goals and measure how well they did at 
attending the conference right? So I think it's an incentive to participate more and to go 
to more sessions and things. If you feel like I paid for this or the company paid for this, 
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and looking at what I did yesterday. Like I didn't do a very good job at being a good 
attendee. So I think that it could be motivational. Definitely.” 
 
However, John discussed some hesitations around the effort and logistics of providing 
metrics on conference goers, specifically noting that metrics may be misleading due to 
the lack of clarity around certain intentions or interactions. He told us: 
 
“Typically we were tracking the number of visitors that came to the booth that we 
interacted with, you know, nobody really tracks that because people just show up and 
why would you track someone that is just interested in finding a job.” 

h. Gamification 
All five participants discussed gamification. Kevin, Sarah, and Jane both liked the idea 
of gamification, and felt that it might be a positive motivation to interact with other 
conference goers. Sarah told us: 
 
“I think games could be used as good ice breakers.” 
 
However, John, Elenor, Sarah were also skeptical of the value of adding game-based 
elements. John and Sarah discussed feelings that including elements of gamification 
may result in a false sense of quality connections that may result in approaching the 
objective from a numbers perspective. He told us: 

 
“It seems childish. Because of the network… you are motivated by the results of the 
network. I mean, you don't need to have points or rewards for that. That may work for 
young people who are not yet used to networking in to motivate them to talk to people 
but also you have to be careful with this because quantity is never a good measure of an 
efficient networking effort.” 

i. Immersion 
Jane, Elenor, and Kevin all discussed the idea of immersion in the virtual environment, 
with a focus on recreating real-life group settings to make it feel like you are actually at 
a conference. Jane said: 
 
“If you could see yourself with other people in some kind of setting together. It would 
give you a sense of being together or they will give you a sense of the size of the group 
or someone laughed or came in. Maybe there will be some indication of that.” 

2. Surveys 
Participants discussed a variety of potential virtual conferencing features during the 
interviews, so we used the survey participants to gain further insight into their importance. 
13 out of 28 participants ranked “individual/group messaging” as “very important”. 11 
participants ranked having an “activity feed,” “in-platform note taking,” and “your 
connections with other attendees” as “very important”. Ten participants ranked “having the 
option to turn on/off messaging functionality” as “moderately important”. Ten participants 
ranked gamification, rewards, and badges for conference contributions as “not important at 
all”. 
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Several features received mixed rankings. Eight participants considered viewing metrics 
and statistics on conference activities very important and eight thought it was only slightly 
important. However, five respondents thought this feature was not important at all. 
Additionally, the “attendee endorsements” feature received a variety of rankings from 
participants: seven ranked it high importance, six moderate, and 12 low. Similarly, the 
option of “having the option to show/hide your attendee profile” was also spread: nine 
ranking it with highly important, five moderately, eight low, and three having no opinion.  
 
We also allowed participants to openly suggest features, as well and received three 
responses. Two of those responses surrounded safety and privacy policies. One participant 
suggested maximum privacy settings be enabled and data collection be opt-out by default. 
 
Finally, we asked participants how we can help connect them with other attendees 
during/after the conference. The most popular choice to ‘bring people together that know 
each other in smaller events or social hours’ was selected 21 times. The least popular 
option to ‘send reminders to get in touch’ was selected 8 times. 
 
 
5.2. Personas 
We created three separate personas to gain a better understanding of our user base. These 
three personas were based on the information gained from the interviews and surveys, and 
focused on the main reasons people attend conferences. These personas were: 
 
Networking: Users focused on engaging with their peers. Experience and education factor 
into the conference but are not as important as the specific networking goals (ie - 
recruitment, forming partnerships, catching up with industry peers, etc). 
 
Experience: Users focused on the conference experience as a whole. This includes 
elements of education, individual networking, and becoming part of the broader 
community. 
 
Education: Users focused on the conference subject matter. These users are attending a 
conference to learn, sometimes as a professional requirement (ie - continuing education 
credits). 
 
Full Personas available in the appendix (9.7 Personas). 
 
 
5.3. Feature Matrix 
We created a Feature Matrix to prioritize a list of “must-have” features to be included in the 
first iteration of the prototype. Many of these features began to emerge during the 
interviews and surveys. The feature matrix identified and defined key features, and ranked 
these features by development effort, value to the user, and overall priority. 
 
The features we identified to include in the initial prototype focused on synchronous and 
asynchronous networking opportunities, elements of user profiles that provide the proper 
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context for making decisions around networking, and elements of presentation watching 
and user engagement.  
 
Full Feature Matrix available in the appendix (9.8 Feature Matrix). 

 
 

5.4 Mid-Fi Prototype 1 
We created a prototype that included 6 key pages and various alternate states. These 
pages included Home, Profile, Event Detail (Register), Event Detail (Live Session), 
Connections, and Lounge. We used three scenarios to test the usability of these pages that 
focused on the three main elements of the tool; Presentation Selection, Networking, and 
the Virtual Lounge. 
 
Full usability test results available in the appendix (9.12 Mid-Fi Prototype 1 Usability Test 
Results). 

A. Scenario A: Presentation Selection  
Users were presented with the following scenario: It is just before 9:00 am on the first day 
of the From Day One conference, and you just logged into the virtual conference platform 
on your computer.    
 

1. Task 1: On the homepage, you want to find an event that starts at 9:30am 
and view it. How would you find out more about the event? 
Michael, Rich, and John were fully successful in completing the task. Rich 
clicked the “View All” link in the presentation slider on the home page, but it was 
not linked up. He then successfully navigated using the menu. Tim was partially 
successful, exploring a few “off-the-path” features on the page, but was 
ultimately successful in completing the task.  

 
2. Task 2: You’re interested in attending this workshop session that has a set 

capacity. How would you register for this workshop? 
All four participants were fully successful in completing this task. Tim noted a 
specific navigational inefficiency that was later echoed in other user feedback, 
saying: 
 
"I would have clicked the icon at the top to go home." 
 

3. Task 3: You want to see the entire conference schedule so you can plan 
your day around the events you might be interested in attending. Where 
would you find the full schedule? 
All four participants were fully successful in completing this task. Michael, Rich, 
and Tim all made additional comments around the possibility and execution of 
displaying overlapping presentation times. Michael and Rich were more 
interested in the presentation, while Tim expressed concern around registering 
for two events that overlapped. 
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4. Task 4: You’re excited to attend the event you just registered for. It’s now 
9:30am. How would you view that event?   
All four participants were fully successful in completing this task. Rich and 
Michael mentioned concerns around registration confirmation. Michael said: 
 
"It would be nice if there was a little notification icon here that could show me 
what events/talks I was already registered for so I don't have to remember the 
name of the event." 
 
Tim also mentioned the desire for the schedule to show time zones to make it 
clear for attendees all over the world. 
 

5. Post-Task Question 1: How would you rate the ease-of-use of this platform 
to locate a current presentation? 
All four participants said that the tasks were easy. John expressed concerns 
about too much scrolling on the home page. 
 

6. Post-Task Question 2: How did you feel about the level of detail 
surrounding a specific event? 
Michael wanted to see which presentations he registered for on the listings. Rich 
commented on an inconsistency between the event detail page and the 
presentation, saying that he wanted more context around the presentation and 
the speaker. John and Tim liked the level of detail provided.  

B. Scenario B: Networking 
Users were presented with the following scenario: You’ve just finished registering for an 
upcoming workshop, and you’d like to connect with and meet the other conference 
attendees.   
 

1. Task 1: You want to see who is attending the conference to make new 
connections. How would you find other conference-goers to network with? 
Michael and Rich were fully successful in completing this task. John was 
partially successful, initially checking attendees for an event he registered for 
and then moving to the Connections section of the application. Tim was 
unsuccessful, navigating to the lounge and then giving up. 
 
Michael and Rich also brought up concerns about the accuracy of the tool’s 
attendee matching function. Rich said: 
 
"I know that it's offering me recommendations, but I have no experience why I 
would trust the AI's recommendations. I am better off filtering by myself." 
 
There was also a contrasting opinion on the usefulness of seeing all attendees. 
Michael and John both made comments around the large number of attendees, 
and how it may not be logical to go through that many people. However, Rich 
expressed the opposite opinion, saying that he valued this feature and would 
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even like a way to export this data to use for his own use. 
 

2. Task 2: You’ve found an attendee that you’d potentially like to connect with 
named Sally Morais. How would you learn more about them? 
All four participants were fully successful in completing this task. Tim noted 
some confusion around the prototype, saying that he was unsure if there was a 
difference between clicking the participants name as opposed to clicking “View 
Profile”. Tim also was not sure if the common connections meant interested or 
common network. 
 

3. Task 3: You have seen some of the attendees and made a few connections. 
How would you find someone that is recommended for you to meet at this 
conference? 
All four participants were fully successful in completing this task. Micheal 
mentioned that he was aware that content could be found in multiple areas. 
John mentioned the need for being able to see and connect with other 
attendees in a specific presentation. 
 
Rich and Tim noted additional usability issues. Rich said that he though the 
menu felt like an inefficient way to navigate, saying: 
 
“The menu feels like an extra click. Every time I want to change something I have 
to click the menu rather than it being fully available." 
 
Tim was unsure what the top right number (matching score) of the attendee card 
meant. 
 

4. Task 4: You noticed Jack Russo’s information and would like to potentially 
find and speak to him during the conference. How would you spotlight this 
person to find them later on?  
All four participants were fully successful in completing this task, but all four 
participants were also unclear around the functionality and use case of the 
spotlight feature. However, Michael and Rich commented on the usefulness of 
the tool tip in figuring out this feature. 

 
5. Post-Task Question 1: What information did you find useful when selecting 

someone to network with? 
All four participants were satisfied with the level of detail presented. Michael, 
Rich, and Tim all said that the Job Title and Role were the most useful criteria in 
assessing who they wanted to network with. Michael also mentioned the 
importance of location. 
 
Michael and Rich also provided positive feedback on the activity feed. Rich 
expressed the desire for additional functionality around aspects of both the feed 
and scheduling, saying: 
 
“I like the activity feed. If you want to run into someone, you can see what they 
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registered for. Would be nice to see everything and have it highlight anything we 
both signed up for like seminars or break out rooms.”  
 
However, John felt the opposite, saying: 
 
“This is a little weird. I don't want to know who joined the session." 
 

6. Post-Task Question 2: What were your thoughts on the idea and execution 
of spotlight functionality? 
As noted in Task 4, all participants expressed some degree of confusion around 
the concept of the Spotlight functionality. However, Michael and Tim felt that it 
was a useful feature, once they understood what it was. Michael said: 
 
“I wasn't familiar with that term so it was a little new to me. I think the idea 
makes sense to indicate people that I'd like to follow/reach out to.” 

C. Scenario C: Virtual Lounge 
Users were presented with the following scenario: You have a 20-minute break between 
presentation sessions, and you’re interested in engaging in group conversations with other 
attendees.    
 

1. Task 1: You want to find a group to join. How would you find and join a 
group conversation talking about meditation? 
Tim was fully successful in completing this task. Michael and Rich were partially 
successful in completing this task. John needed help to finish the task, initially 
navigating to the activity feed and the connections area before getting help to 
go to the Lounge. However, John noticed the Lounge option on the Home Page, 
but there was an error in the prototype and this link was not clickable. 
 
Michael and Rich expressed uncertainty around the word “Lounge”. Rich said: 
 
"Honestly I am just guessing at this point. Nothing really popped up. I guess it's 
Lounge. I'm only clicking because it's one of the only things available. I wouldn't 
know what that is.” 
 
Michael and Rich also expressed concern about selecting a group, both noting 
they wanted additional context to make a decision. Michael said: 
 
"I wouldn't base my choice of a group off a hashtag though, I'd want to learn 
more about the group before I decide to join.” 
 
Rich also expressed not caring about the subject matter, and caring more about 
the opportunity to meet people. He said: 
 
"If it's just to meet with people, I don't care what the group session is anyway so 
I can chat with people I want to network with." 
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2. Task 2: You are in a group conversation, and you are interested in 

networking with Benjamin Howe in the group. How would you add this 
person to your network? 
Rich was fully successful in completing this task. Michael, John, and Tim were 
partially successful in completing this task. Michael and Tim both did not notice 
the dropdown selector for this functionality. This was something also mentioned 
by Rich, but this did not cause complications in completing the task. John 
clicked to the home page first, before navigating back to the Lounge section to 
complete the task. 
 
Michael and Rich both expressed confusion around the icons over the video 
screen. Michael found the icons distracting and hard to differentiate. Rich 
questioned the usefulness of both the emoji and the spotlight feature, saying: 
 
"I don't see how connecting and spotlight are two different things. I think they 
are slightly different things in the way I would use them. If I am looking to meet 
Tracy Bishop, I would click this add connection. So maybe there's a way to type 
a message when I add a connection. If I add her without her any message why 
not just do that?” 
 
Both Michael and Rich expressed a desire for individual networking, and a more 
formal, direct connection. Michael said: 
 
"Part of me just wanted to send this person a direct message to connect, rather 
than just an 'informal' add connection." 
 
John also expressed additional concerns around the contrast of elements in the 
prototype. 
 

3. Task 3: You want to randomly join a group based on recommendations 
around your profile. How would you join a group using random matching? 
Rich was fully successful in completing this task. Michael, John, and Tim were 
partially successful in completing this task. Michael and Tim did not initially see 
the dropdowns. This was echoed by Rich, who successfully completed the task, 
but noted he would not have found this feature without being directed to look 
for it. John initially navigated to the home page, but then returned to the Lounge. 
 

4. Post-Task Question 1: What did you think about the concept and execution 
surrounding the Lounge? 
John and Rich again expressed the desire for one on one networking. Rich said: 
 
“Personally, I think a lot of networking is more one on one and smaller groups 
than this. At some point, if i want to get to know someone, it needs to be a 
separate conversation outside this group.” 
 
John and Tim liked the level of detail, though John expressed concerns around 
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usability, saying: 
 
"I think I need to use it to really understand how it works.” 
 

5. Post-Task Question 2: What did you think about the level of detail 
surrounding specific groups in the Lounge? 
Both Michael and Rich expressed concerns over the logistics of this experience, 
specifically questioning both the use of the hashtag and the level of moderation 
in a specific group. Michael had additional questions around group creation. 
Rich had concerns on participation. Rich said: 
 
“Last point, if there is nobody in any of these rooms, it's hard to get critical 
mass. The first click can be tough and if there is only one person, it's hard to get 
the second person. It probably gets easier to get people to join, but it's hard to 
get people to join an empty room. If I am in an empty room for 10 mins and 
nobody joins, I'm going to leave. So that enhances the problem.” 

D. Post Test Questions 
Users were asked three additional questions about their experience. 
 

1. Question 1: What is your impression of the virtual conference platform after 
using it? 
All four participants made positive comments about the prototype, and its 
potential for real-world application. Rich noted additional value for speakers, but 
expressed concerns around one-on-one networking situations, saying: 
 
“If I'm going to network with some people, I think that is going to be the one 
struggle in how you provide a platform that is essentially one-on-one 
interactions.” 
 

2. Question 2: What feature(s) of the platform would you say you found to be 
the most useful? Least useful? 
Michael and Rich said that the list of attendees was the most useful part of this 
platform. Rich requested additional functionality around this feature, saying: 
 
“Most - Attendees are the most useful. Hands down. That's what I value. Do you 
want to make this exportable to CSV? Also what column you show in your 
export.” 
 
Tim found the schedule as the most useful part of the experience. 
 
The least useful element of the application varied per-participant. Michael again 
discussed concerns around the algorithm that matched attendees. Rich said 
that the home page was very busy. Tim said he found the spotlight functionality 
to be the least valuable. 
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3. Question 3: Is there anything else that you observed during the completion 
of the tasks that you would like to discuss? 
Rich provided the only answer to this question, questioning the name of the 
conference, and reiterating the desire for a home link in the header. He said: 
 
“The only other thing is my question is it says FROM DAY ONE. I am not sure if 
this was meant to be a return to home button. Every time I had to go to the 
menu and that was a bit much.” 

E. System Usability Scale Survey 
Participants were asked to fill out a System Usability Scale survey. All four participants 
completed this survey. The prototype received an average score of 68.65, which matches 
the generally accepted standard at 68. This score qualifies for a rating of “B” or “Good” 
based on general SUS guidelines (Alathas, 2018). 

 
 

5.5 - Mid-fi Prototype 2 
Our updated prototype included 8 key pages and various alternate states. These pages 
included Home, Event Detail (Register), Event Detail (Live Session), Schedule, My Agenda, 
Presentation Detail, Social Hour (formerly Virtual Lounge), and Social Hour Event (formerly 
Virtual Lounge Event). We used two scenarios to test the usability of these pages that 
focused on the three main elements of the tool; Scheduling, Presentations, and 
Networking, and reassessing the updated Social Hour page. 
 
Full usability test results available in the appendix (9.16 Mid-Fi Prototype 2 Test Results). 

A. Scenario A: Scheduling, Presentations, and Networking 
Users were presented with the following scenario: It is just before 9:00 am on the first day 
of the From Day One conference, and you just logged into the virtual conference platform 
on your computer. 
 

1. Task 1: Your college told you the Opening Up Your Network presentation 
sounded interesting. How would you find that? 
All four participants were successful in completing this task. All four participants 
took the expected path. There were no additional comments. 
 

2. Task 2: Even though you are registered for an event at the same time as 
this event, you think this event is interesting. How would you register for 
Opening Up Your Network? 
All four participants were successful in completing this task. Phil, James, and 
Ellie commented on the usefulness of this feature. Ellie discussed her previous 
difficulties when planning her schedule, saying: 
 
"I think it's kind of nice. It's hard to remember my schedule. Every time I attend a 
conference, it's...the whole day is full and they dont give you a lot of time 
between events to choose your next location. When I first attended, when I never 
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did it before, I always had to figure out where to go next and I would frantically 
be finding what to choose and be late. Now the day before, I plan my whole day 
out." 
 
Susan expressed some additional concerns surrounding conflicting times, 
questioning the requirement to register for a session. She told us: 
 
"Would this happen with all events? Even ones that don't have a max capacity? 
...Yeah, I wouldn't want to commit to a single session at a single time frame in 
case I wasn't enjoying it. I would want to leave and go to another." 
 

3. Task 3: You are now registered for the new presentation. Where would you 
go to see your full agenda for the conference? 
All four participants were successful in completing this task. Ellie and Susan 
voiced ideas around additional features they wanted. Ellie discussed shortcuts 
with the user profile icon in the top right corner saying: 
 
"I might even assume the little profile thing would show me more information like 
this on myself." 
 
While Susan expressed the desire for additional reminders via text message, 
She told us: 
 
"I really like this feature. I'd love to set text message reminders to my phone 
since I might be more likely to step away from my computer during the 
conference and forget when things are starting." 
 

4. Task 4: The Opening Up Your Network presentation has now started, how 
would you join? 
All four participants were successful in completing this task. Ellie expressed that 
she liked the “In Session” banner that was added. Susan discussed her desire 
for the recommended presentations to show up in multiple locations, saying: 
 
"I think it's weird that the only place where recommended presentations display 
are on the homepage. I would want to see that information somewhere else too." 
 

5. Task 5: How would you find people you are connected to who are also 
watching this presentation? 
Phil, James, and Susan were successful in completing this task. No additional 
comments were made. Ellie was partially successful. She navigated to the chat 
option first, but found the area for connections quickly after. She discussed her 
expectations, saying: 
 
"Normally when I am in these, on the left is everyone who is in the room with you 
and the chat is usually lower or you can expand it." 
 
However, when she saw the number of people, she indicated more acceptance 
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of the feature and design treatment, saying: 
 
"Oh so this is a much bigger group, so it might be good to keep that separate. 
Showing them all might be overkill." 
 

6. Task 6: The speaker is dividing you into groups for a breakout session, how 
would you join your group? 
All four participants were successful in completing this task. Susan had a lot of 
additional questions regarding this feature. She was concerned that she 
wouldn't be able to switch breakout groups if she wasn't "vibing" with the other 
members. 
 

7. Post-Scenario Question 1: What did you like about the presentation page? 
Phil, James, and Susan all expressed that the presentation page was clearly 
organized and everything was easy to find. Ellie said that she liked the Resource 
feature, mentioning: 
 
“I like [the resources]. I don't know what they mean, but I assume that's where 
you get the slides. They tell you that's where you can get them. They always tell 
you you get them later, but by the time I get them I don’t give a shit." 
 

8. Post-Scenario Question 2: What would you improve about the presentation 
page? 
Phil mentioned that he did not see an option to mute the video chat, and also 
missed the messaging functionality in the bottom right corner. Susan discussed 
her desire to improve the home page, specifically wanting to add the agenda to 
this section. She said: 
 
“Most of [the homepage] just looks like filler information. I could see myself 
coming back to the agenda multiple times during a conference instead of the 
homepage.” 

B. Scenario B: Social Hour 
Users were presented with the following scenario: The conference is now over for the day, 
and you are interested in discussing the conference and networking with other attendees. 
   

1. Task 1: It is the end of the day and you want to go to a post-conference 
social event. Where would you find that? 
All four participants successfully completed this task. Phil and James discussed 
the importance of this feature. James said: 
 
"Oh this is great! These after conference events are really important for meeting 
other people. I like this." 
 
Ellie and Susan were more skeptical of this feature. Ellie told us: 
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"That is a huge part of networking - mixers - or these events. To make it virtual I 
am immediately polarized because I don't believe I will get the same value out of 
the social part when it's virtual. It’s cocktail hour. You start loosening up a little, 
you make friends, and it's easier to talk. I don't know how you can put that into a 
virtual conference.” 
 
Ellie also discussed concerns around the number of people in a social hour 
group, and the potential difficulties around communicating with large groups in a 
virtual setting. She said: 
 
“We’ve all learned in this new world that we’re in that more than 20 people in a 
meeting is too much to be social with. So would they somehow cut this off? 
How do you make it that 100 people are not trying to talk to someone at the 
same time?” 
 

2. Task 2: You are interested in working for a startup. How would you join a 
group talking about this topic? 
All four participants were successful in completing this task. James and Ellie 
discussed their hesitations around larger group chats. James expressed a 
concern that large groups may lead to users who "lurk" but don't contribute to 
the conversation. Ellie continued to address her points from the previous task, 
offering solutions around dealing with large groups. She said: 
 
"You can't have more than too many people in a social hour before it gets to be 
too much. So, maybe there should be buckets. Overfills. And oh well if you don't 
get to be in the same bucket as your best friend and they get put in another. The 
whole point is to get to know other people anyway." 
 

3. Task 3: You are in the group video chat, but you are having difficulty joining 
in the conversation. How would you get involved in the conversation? 
All four participants were fully successful in completing this task. Phil, James, 
and Ellie expressed uncertainty around how the icebreaker feature would work. 
Phil and James thought it was part of the chat. Ellie discussed it in broader 
terms, focusing on chat and video, and expressing a desire for both a facilitator 
and resources to help navigate this experience. She said: 
 
"It would be interesting to see how that works. Would it bring you to the 
forefront to get people to shut up. Is it like a raise your hand? It seems like 
someone would have to be facilitating this. You might need to raise your hand 
option if Tracy Bishop is saying something, but Lee wont shut up. That's why 
you can't have too many people in this, or it would be obnoxious. It would be 
interested to see how it plays out. It would almost be like - here's the rules or 
how best to attend a social networking happy hour. Like follow these tips and 
tricks on how to get the most out of this zoom meeting." 
 
Susan noted different methods that she could use (i.e. icebreaker, simply talking 
using her video, or entering something in the chat), but expressed a desire to 
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simply listen to the conversation. 
 

4. Task 4: You heard interesting comments from Benjamin Howe. How would 
you connect with him? 
Phil and James were unsuccessful in this task. Both participants wanted to send 
a direct message first. Ellie and Susan were partially successful. Ellie clicked on 
Message first, but then found the Connect option. Ellie also noted that she 
found the connect and message icons and functionality very similar at first. 
 
Regardless of task success, all four participants made comments on the 
importance and preference of sending a direct message to another user, rather 
than just connecting to someone on a superficial level. Susan said: 
 
"I don't want more connections, just to have a lot of connections. I want true 
conversation and meaningful relationships with people. That's why I would want 
to send a message first." 
 

5. Post-Scenario Question 1: What did you think of the ice breaker option? 
All four participants expressed a positive opinion surrounding the ice breaker 
option. Phil, Ellie, and James expressed additional concerns around the logistics 
surrounding use and implementation. Ellie noted the limitations of the prototype, 
saying: 
 
“Idk. It is not operable, so I would like to see a bit more about how it works. 
What happens when you click on it. I am hesitant to use it. I wouldn't want to 
interrupt everyone.” 
 

6. Post-Scenario Question 2: What did you think about the label “Social 
Hour”? 
All four participants expressed positive opinions on the Social Hour label. Ellie 
said: 
 
“I think it's ideal. It's a huge reason why I go in the first place.” 
 

7. Post-Scenario Question 3: What did you think about the Social Hour 
experience? 
All four participants expressed positive opinions on the Social Hour experience. 
James and Susan discussed how it was essential to the overall experience. 
James said: 
 
“I thought this area was great, and really necessary if you're attempting to 
encompass the entire conference experience. This would be something that I 
would look for if I were going to a virtual conference.” 
 
Ellie continued to express her concern surrounding the number of participants in 
a chat. She said: 
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“My biggest concern is how do you make it not overwhelming, but still make it 
fun and interesting.” 
 

8. Post-Scenario Question 4: What would you improve about the Social Hour 
experience? 
Phil and James did not have any additional comments. Ellie continued to 
discuss her hesitations around group size. Susan reiterated her desire to make 
meaningful connections, saying: 
 
“As I said before, I go to conferences to make connections, but I don't want to 
make virtual connections with people just to do so. My hope is that these 
sessions would be where I would know whether I have a connection with 
someone." 

C. Post-Test Questions 
Users were asked three additional questions about their experience. 
 

1. What is your impression of the virtual conference platform after using it? 
All four participants expressed positive opinions on the platform as a whole. Phil 
and James both made comments on the platform's ease of use. James said: 
 
“I liked the layout of things; everything felt like it was right there and not buried 
somewhere where I can't find it.” 
 
Ellie continues to discuss concerns around the social aspect of the platform, 
and the importance of the platform in keeping her engaged in the conference. 
She said: 
 
“I go to a conference to see people, be seen, and have a good time. How do you 
make that happen? How do you engage people? Otherwise I am attending this 
and working at the same time.” 
 
Ellie also discussed the importance of individual networking and scheduling time 
to meet. She told us: 
 
“I think having the option to track down individuals and set up coffee in a coffee 
room or something like that. A lot of bankers are like "let's meet in this time 
frame" so there are people who are going to want to get facetime with you, so 
the ability to have a one on one meeting.” 
 

2. What feature(s) of the platform would you say you found to be the most 
useful? Least useful? 
All four participants mentioned elements of the prototype that were not 
interactive and not tested. This included concerns surrounding the functionality 
and necessity of these features. Phil said: 
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"There were a lot of buttons and widgets that I didn't interact with that I'm not 
sure if they are useful. They may be useful but I can't speak to them. There is a 
lot of information in the application that we didn't address in the test so it just 
raises the question, do you need them? Why are they here?" 
 
Ellie also expressed concern around privacy, saying: 
 
“I want the option to not be tracked. I would not really want people to tell me if I 
am in a certain [event or social hour].” 
 

3. Is there anything else that you observed during the completion of the tasks 
that you would like to discuss? 
None of the participants had any additional comments. 

D. System Usability Scale Survey 
Participants were asked to fill out the same System Usability Scale survey that was used in 
the previous round of user tests. All four participants completed this survey. The updated 
prototype received an average score of 86.87, an improvement of 18.12 points over the 
first iteration. This was higher than the generally accepted standard at 68. This score also 
qualifies for a rating of “A” or “Excellent” based on general SUS guidelines. 

6.0 Discussion 
 

6.1 Overview 
The primary objective of this project was to research, design, and user test a virtual 
conference platform that supports and enhances engagement, attendee interactions, and 
networking opportunities within a virtual environment. The design of the platform was 
guided by four overarching goals that focused on identifying specific challenges in terms of 
communicating and connecting with others when attending in-person conferences, 
determining and prioritizing critical platform features that would help facilitate connections 
and communication, enhancing social interactions, and utilizing game-based elements to 
increase engagement.  
 
In order to determine some of the barriers and challenges associated with interacting, 
communicating, and networking during a conference, interviews were conducted with five 
participants to gather information about their conference experiences. Many of the 
interview responses were geared towards challenges during in-person conferences. 
Although understanding these challenges identified gaps in the in-person conference 
experience, it also provided insight in terms of value and benefits of a virtual conference 
platform. For example, it was found that a virtual conference platform enhances the ability 
to connect with a larger audience, reduces logistical costs, and can ease social anxiety. 
Following the interviews, a survey was distributed in order to gain more information about 
the insights that emerged during the interviews, as well as begin to understand user needs 
in terms of critical features that would facilitate and enhance social interactions. Primarily, 
insights gathered from the survey highlighted barriers and challenges around 
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interacting/socializing during conferences and outlined a series of features to include in the 
virtual conference platform.  
 
The results of both the interviews and surveys were used to guide and influence the 
creation of three user personas, which helped create a sense of empathy and 
understanding of user needs. The interview and survey results were also used to create a 
feature matrix, which served as a prioritized list of “must-have” features that needed to be 
included in the initial design of the prototype.  
 
The combination of the interview and survey data, as well as the user personas and feature 
matrix, were then used to design the interface and key interactions for the first iteration 
prototype. Initial sketches were generated to align on the primary interface screens before 
we moved into a more concrete design in the form of the mid fidelity prototype. It was also 
determined that a mid-fidelity prototype would provide more context during user testing, 
leading to deeper insights and feedback. The user testing focused on scenario-based tasks 
that included the participants’ ability to find information related to speaker presentations 
and workshops, networking within the platform, and socializing/interacting with other 
participants.  
 
Several key insights resulted from the mid-fidelity prototype user test. Major themes that 
influenced the second iteration included streamlining interactions that occur in the social 
engagement area, changing the label of the social area from “The Lounge” to “Social Hour” 
thus making the social area more accessible, and creating transparency around individual 
conference agenda events and event registration. It was also noted that there was a need 
to streamline and simplify conference attendee connection recommendations and create 
an easier path for connecting with other attendees.  
 
One of the biggest takeaways of the mid-fidelity prototype test was the need to simplify the 
layout, interactions, and elements available to the users in order to reduce cognitive load, 
and create a more functional process for engaging, connecting, networking, and socializing 
within the platform.  
 
Following the initial mid-fidelity prototype test, user feedback was applied to a second 
iteration prototype design. Updates to the prototype included an enhanced homepage that 
detailed events and a more integrated activity feed, as well as additional visibility around 
conference schedules. Networking aspects included a more refined approach towards 
displaying attendee connection/profile elements, and an updated social hour area where 
attendees can meet and engage with each other. Once the updates to the prototype were 
completed, a second round of user testing occurred.  
 
The results of the second round of user testing provided additional insights and several 
themes emerged across both the initial prototype and the second iteration prototype. The 
homepage and schedule areas continued to be highlighted as areas important to the user. 
However, it was found that the homepage might not be the actual “jump-off” point into the 
platform; the schedule/agenda area appeared to stand out as a more functional starting 
point when using the platform. In addition, although the ability to find and connect with 
others was simplified, interactions and elements can be refined in order to create a more 
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seamless process for connecting with others. Another key takeaway between the first 
iteration and second iteration focused on communicating with other attendees, specifically 
using individual messages.  
 
Both prototypes scored well on the SUS questionnaire. However, once feedback and 
changes were made to the second iteration, the SUS score for the second iteration showed 
an 18% increase in terms of ease of use and usability.  
 
The overarching goals of the project, as well as the results of the methods applied during 
the course of designing and testing the platform, influenced the layout, interactions, 
elements and design decisions during the project. All of the project goals were met during 
the course of designing the platform, including the ability to understand user perspectives 
around the addition of game-based elements in the platform. However, it was determined 
during the participant surveys that the need to include gamification elements in the 
platform at this stage of the design process was unnecessary.  

 
 

6.2 Limitations 
The interviews, Mid-Fidelity Prototype Test 1, and Mid-Fidelity Prototype Test 2 were 
limited by the small sample size (n=5, n=4, and n=4, respectively). The gender distribution 
of survey participants skewed more towards the female demographic (18 females to 11 
males), and a younger age range (18 out of 29 participants were under the age of 40). The 
Mid-Fidelity Prototype Test 1 participants were made up of entirely males, a majority of 
which worked in finance (three out of four participants). The Mid-Fidelity Prototype Test 2 
participants were more diverse in profession and gender, but more similar in age range, 
including younger/middle aged participants, but lacking older participants (participants 
were aged 27 to 42). 
 
We were also limited by the fast turnaround time of project activities. Activities were, on 
average, developed and conducted within one to two weeks. This was especially 
noteworthy when creating the first iteration of the prototype. The short timeframe limited 
idea exploration and resulted in minor errors around the functionality of the prototype. 
These errors did not ruin the tests but did cause minor issues during testing. There were 
also limitations around properly exploring chat and video conferencing features, which 
were key to the experience we created, but difficult to test in a static environment. 

 
 

6.3 Future work 
As the prototype continues to evolve based on feedback from the second round of user 
testing, next steps would cover incorporating the insights gathered from the test, updating 
the prototype, and testing it again. Major take-aways resulting from the second user test 
which could influence future iterations centered on social interactions to include messaging 
and connecting with other attendees, leveraging the individual agenda as the initial jump off 
point within the platform, fine-turning user micro-interactions, and reevaluating the function 
of the homepage. In addition, data and user privacy was also expressed as a user concern 
throughout the design and testing of the platform. Therefore, several aspects that can be 
incorporated and tested in future iterations include user privacy controls that allow the user 
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to determine what is shared/captured when attending a virtual conference within the 
platform.  
 
Future studies should include a wider range of demographics in terms of age, gender, and 
profession, and a more functional prototype that allows us to explore the nature of 
interactions on a virtual conference platform. 

7.0 Conclusion 
 
The primary purpose of this project was to design and test a virtual conference platform that 
enhances communication, collaboration, and networking capabilities of conference attendees. 
The project went through several iterative phases. Initial background research included a 
review of current literature within the virtual collaboration space and social interactions as well 
as an in-depth competitor analysis. The background research served as an entry point into 
understanding and identifying gaps within virtual conference platforms that already exist within 
the space. In addition, the research also helped to justify the need for a virtual conference 
platform that leverages multiple opportunities for attendees to participate, connect, and 
network within virtual environments.  
 
Interaction and communication with potential users were a critical part of the process during 
the ideation and design phases of this project. The project included user interviews, a survey, 
and two rounds of user tests with prototypes of the virtual conference platform. The results of 
the interviews and surveys were used to guide and develop user personas and a feature 
matrix. The personas provided insightful user needs and motivations while the feature matrix 
streamlined critical features to incorporate into the prototype. Both of these project 
deliverables helped to guide and refine the ideas for a virtual conference platform.  
 
As the project moved into the design phase, a series of sketches were completed and 
discussed in order to align on screen layout and interface elements. The sketches added value 
to the design process by serving as a quick method for getting thoughts and ideas down on 
paper. Following the series of sketches, a mid-fidelity prototype was developed and user 
tested. The design of a mid-fidelity prototype provided additional background context during 
user testing which led to deeper insights and feedback from the participants. However, due to 
the quick turnaround time, the initial mid-fidelity prototype had a few errors. These errors did 
not impact the user tests though and the prototype received an average SUS score of 68.75.  
 
After completing the first user test both qualitative and quantitative data were analyzed. The 
insights gained from the user tests were applied to the second iteration of the mid-fidelity 
prototype and included enhanced interface interactions and a streamlined approach to 
connecting with other attendees and networking. A second user test was conducted using the 
updated prototype. The feedback gained from the second user test was positive and the SUS 
score of the second iteration prototype improved significantly. The results and insights from 
the second user test can be used to continue to refine and enhance the prototype.  
The project culminated with a second iteration mid-fidelity prototype that has various 
opportunities for additional iterations and future work. For example, fine tuning and testing the 
micro-interactions within the platform and leveraging the agenda feature as the initial entry 
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point to the virtual conference platform. In addition, several aspects around user privacy need 
to be integrated and tested.  
 
Although there are multiple opportunities for future work, all goals outlined at the onset of the 
project have been met. Our platform aims to provide a centralized, holistic approach to 
collaborating, engaging, and networking with other attendees that was not seen in either the 
literature review or the competitor analysis. The features and functionality designed within this 
platform create a seamless approach for enhancing meaningful social interactions, 
engagements and networking for all conference attendees. Overall, user feedback indicated 
that a virtual conference platform used to enhance collaboration, communication, and network 
connections would be valuable within the virtual conference space.  
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9.0 Appendices: Supporting Material 
 
9.1 Competitor Analysis 
 
The review is based on competitors’ sites and Trustradius.com (software reviews). 
 

Brands Strengths Weaknesses 

Run the World 
 
Charges 25% of 
ticket sales or a fee 
per person for free 
events 

Browse attendees list and shows where they 
work and what they do 
 
Chat allows members to ask questions & give 
feedback and event organizers to interview or 
communicate with attendees 
 
Ability to set up 1-hour cocktail party where 
attendees are matched for several minutes 
and can chat with each other 
 
Helps organizers follow up with attendees 
after the event 
 
Every event attendee has to create a video 
profile akin to an Instagram story that can help 
inform other attendees about who they are 
 
Pre-baked event templates 

Video profiles could attract unwanted 
attention 
 
Does not validate attendees for more 
security around who attends 
 
Chat-only communication with other 
attendees and between attendees and 
speakers 
 
Lacks functionality for larger 
conferences and not immersive 

Sococo  
 
(online workspace) 

Let people go into private offices (breakout) 
and back into the big conference room 
 
Creates a virtual office plan that shows where 
people are and how they are communicating 
(voice, video, chat, screen share) (faces over a 
map) 
 
Ability to “knock on the door” or “get” 
someone to a chat or meeting 
 
spotlight other people 
 
Integrates with Zoom 

It's not easy to send colleagues 
documents, etc 

 
Room capacity limitations - The small 
virtual offices only hold four people, so 
if somebody needs to have a bigger 
meeting, they have  to 'book' the 
conference room in advance  
 
Only supported by Chrome 
 
High ongoing subscription cost is 
difficult for companies to justify 

Adobe Connect Good for training, webinars, collaborative 
experiences (workshops) 
 

Layouts look outdated and not 
immersive for a conference experience 
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Speakers can set up customizable layouts 
with pods that can help them and the 
attendees have a more immersive experience. 
(pods can include presentation, chat, useful 
links during the presentation, etc) 
 
Layouts can be saved as templates 
 
Collaborate privately with other hosts and 
presenters during live sessions 
 
Measures the engagement of the room and 
provides analytics 
 
Enables custom apps to help improve the 
event (closed captions for accessibility, ice-
breakers, surveys, etc) 
 
Add interactivity to 
your sessions with multiple chat pods, polls, 
quizzes, simulations, breakout 
rooms, games, etc 
 

Not possible to monitor chat/pods/etc 
when screen sharing if you don’t have 
multiple screens 
 
No "call me" feature 
 
Very expensive 
 
Although people can set up polls, they 
do not have live polls which would 
allow people to see results in real-time 
 
 

Crowd Compass  
 
(mobile event app) 

Lead capture 
 
It has a social wall. Connect to social media 
profiles for activity feed during the event 
 
Includes a schedule/agenda, as well as the 
speaker profiles 
 
1:1 messaging 
 
Set up appointments with speakers, sponsors, 
etc 
 
Share contact information digitally 
 
Shows engagement metrics 
 
Live QA, polling, surveys, and note-taking 
 
Gamified - complete challenges and earn 
points 

Only shows basic reports on 
engagement 
 
No Instagram integration 
 
Chat-only features among attendees 
 
Seems better as a companion app for 
live conferences 
 

Meetyoo Click through virtual space with a mouse 
 

Only for Windows, tablets, and 
smartphones 
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Attendees are shown as avatars in real-time 
within the space 
 
Space is tailor to every event (entrance hall, 
lounge, digital auditorium, conference rooms, 
exhibition stands) 
 
There are templates for the event space that 
are customizable 
 
Includes booths of every participating 
company at the event 
 
Online support and information desk at the 
event 
 
Optional anonymity of attendees 
 
Interaction with other visitors with groups and 
individual chats, polls, Q&A, video chats 
 
If they miss the live event, they can access 
recordings at a media library 
 
Can be used for hybrid events where remote 
attendees can follow the live event 
 
Lead detection and success measurement 
 
Presentations are live videos or previous 
recordings 

 
Immersive experience but the graphics 
are odd and outdated 
 
When the conference get lots of 
participants, the webcast becomes 
unstable and participants may lose 
video or audio 
 
Requires phone number which can feel 
less secure and private 
 
 
 

On24 20+ interactivity tools give you the ability to 
customize the audience experience 
 
Content performance is captured to inform 
future events 
 
Integrates with CRM and MAP systems for 
lead prioritization and immediate sales follow-
up 
 
Drag-and-drop functionality 
 
Support and chat feature 
 
Customizable registrations forms 

Difficult to set up 
 
Video hosting is not possible 
 
Hard to find past events 
 
Users would like to have email 
reminders of when to set presentations 
for on-demand 
 
Can’t use webcam and share screen at 
the same time - Picture on picture 
would be nice  
 
Cannot save events as a template, 
only clone them which can waste time 
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9.2 Interview Protocol 

A Virtual Conference Platform that Promotes Meaningful 
Social Interactions, Engagement, and Networking for 

Attendees 

Primary Research Question:  

How can a technology-based solution enhance the virtual conference experience by creating 
improved opportunities for social interactions, engagement, and networking for conference 
participants? 

Screener Questions (Ask Before Scheduling the Interview): 
1. Have you attended an in-person or virtual/online conference within the last two years? If 

no - exclude 
2. Are you 21 years or older? If no - exclude 
3. Do you consent to have this conversation audio-recorded? If no - exclude 

Introduction 
My name is _______. Thank you for volunteering to meet with me today. I’m a graduate student 
at DePaul University and I’m working on a research project to learn more about how people 
interact, network, and engage with other conference attendees.  

There are no right or wrong answers in this interview. Your actions and responses will be 
confidential and used only in connection with this class assignment. A pseudonym will be used 
in place of your real name and all of your personal information will be de-identified.  

Today’s interview session should take approximately 60 minutes, barring interruptions.  

I would like to record audio of today’s interview so I don’t have to take as many notes. Are you 
ok with that?  

Before we begin, please read and sign this informed consent form.  

Do you have any questions before we get started? 

 Warm-up Questions 
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● How often do you attend conferences? 
● What are your primary reasons for attending a conference?  
● Tell me about your favorite conference. 
● Have you ever attended the same conference more than once? Why? 
● What aspects do you look for in a conference when you are deciding to attend? 
● What type of research do you do about a conference before registering? 
● Do you normally attend conferences with a group/team or individually? Why? 

○ Do you prefer to attend conferences with a group/team or individually? Why? 

General Focus Questions 
Conference goals 

● What types of goals are you typically looking to accomplish when you attend a 
conference? 

● What kinds of challenges have you encountered in relation to achieving these goals? 
● Can you tell me about any conference activities you enjoyed? 
● Can you tell me about any conference activities you did not enjoy? 
● Have you ever encountered any barriers when attending a conference?  

○ What were they? 

Virtual conferencing questions 

● Have you ever attended a virtual event or conference?  
○ How many times? Why? 
○ Can you tell us about that/your most recent experience? 

■ What did you like about your experience(s)? 
■ What goals were you trying to accomplish for attending the virtual 

conference? 
■ Can you tell me about any activities (individual or group) you did during 

the virtual conference? 
○ Were you able to interact with others? Attendees, speakers, sponsors? 

■ How did you interact with these people (video, chat, or some other way to 
communicate)?  

■ What did you like about interacting with people in those ways? 
○ Can you tell me about the tools you used? 

■ What platform did you use this tool on (i.e. phone, laptop, tablet)? Why? 
■ What features in the tools were most important to you? Why? 
■ What did you like about the tool(s)? 
■ What would you improve about the tool(s)? 

Deep Focus Questions  
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Engaging with other conference attendees 

● How do you prefer meeting new people? In small group settings or one-on-one 
(approaching an individual)? Why/Why not?  

● During the last conference you attended, how often did you initiate conversations with 
other attendees you didn’t know? 

● Can you tell me how you identified who to interact with? 
● How do/would you initiate a conversation with another attendee you don’t know? 
● Can you recall an interaction that you had at that conference that you thought was 

successful or beneficial to your goal for attending the conference? What made it 
successful? 

Networking 

● How important to you is networking at a conference? 
● Have you encountered any challenges when networking at conferences or events? 

○ If so, what were those challenges? 
○ What do you think allowed you to have a seamless experience with no 

challenges? 
● During the last conference you attended, what were some of the important things you 

wanted to learn about the other attendees when networking? 
● How do you prefer to share your contact information with other conference attendees?  
● How do you remember/store contact information for connections that you establish/meet 

at a conference? 
○ Have you exchanged any (other) artifacts with attendees?  
○ How do you prefer to store those after the conference? 

● Based on your experience attending conferences, in what setting would you say a 
majority of networking opportunities take place?  

Engagement and Networking in a Virtual Networking 

● How would you feel about directly approaching other conference attendees in a virtual 
setting?  

○ How would that differ from an in-person setting? 
○ What would make this process easier for you? 

● How would you feel about being approached by other conference attendees in a virtual 
setting? 

● What other concerns would you have surrounding engagement or networking in a virtual 
environment. 

Metrics and Gamification 

● What would motivate you to interact/network with other attendees more at conferences? 
● How would you feel about receiving incentives for engaging and networking with other 
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conference attendees? 
● Would you be interested in seeing metrics or stats about your conference 

attendance? If so, what types? 
○ Examples: how many people you interacted with, how many participants 

were interested in interacting with you, how long you attended sessions, 
how long you were in breakout rooms 

● Would game based elements such as tasks/missions, leaderboards, points, and 
rewards appeal to you if applied in a conference setting? Why/Why not?  

Retrospection Questions  
● What are your biggest concerns around attending a virtual conference? 
● What devices would you prefer to use to experience this conference? Why? 
● What would you like to see in a conference tool to help you accomplish what you want 

from the conference? 
● In a perfect world, if there was a product or features that could improve your social 

interactions and networking in conferences what would these be? 

Demographic Questions  

● How old are you?  
● What city and state do you live in? 
● What is your profession?  
● How would you describe your tech savvy-ness? 

Closing/Wrap-Up 
That wraps up all the questions I have for you. Thank you so much for meeting with me today. 
Do you have any final thoughts you’d like to share? 

Once again, it was really nice speaking with you and hearing your thoughts and perspective on 
conference participation. If there’s anything else you need, please do not hesitate to contact me. 
My email address is [hand participant your email address on a piece of paper or business card] 
right here. 
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9.3 Affinity Diagram 
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9.4 Interview Codes 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
HCI 594 Project Final Report  Team: 2 
  Date: 06/06/2020 

 

 
Spring 2020  Page 55 

 

9.5 Survey Questions 
 

A Virtual Conference Platform that Promotes Meaningful 
Social Interactions, Engagement, and Networking for 

Attendees 

Primary Research Question:  

How can a technology-based solution enhance the virtual conference experience by creating 
improved opportunities for social interactions, engagement, and networking for conference 
participants? 

Introduction: 

We are asking you to participate in this survey because we would like to learn and understand 
how a technology-based solution can enhance the virtual conference environment by increasing 
opportunities for social interaction, engagement, and networking for conference attendees. This 
study is being conducted by Gabriela Wyffels, Katie Anderson, Diana Speicher, and Chris 
Poynton, graduate students at DePaul University. Hank Streeter is the faculty advisor and he 
will be supervising the research. 

To participate in this survey, you must meet the following requirements: 

1. Must be 21 years old. 
2. Must have attended an in-person or virtual/online conference within the past two year. 

The survey should take about 30 minutes to complete. Your responses will be confidential with 
no personal identifiable information recorded. Your participation is voluntary. You may 
discontinue the survey at any time by closing the browser window. 

If you have any further questions, please contact: 

Gabriela Wyffels - gabrielawyffels@gmail.com 

Katie Anderson - kanderson632@gmail.com 

Diana Speicher - dspeicher27@gmail.com 
 
Chris Poynton - iamchrispoynton@gmail.com 
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By clicking next, you are agreeing to the requirements of this survey. 

Survey questions: 
Warm-Up 

Question Instructions Answer options Reason 

How often do you 
attend conferences? 

Choose one • I have only attended a 
conference once 
• Every 5+ years 
• Every 2-5 years 
• Every 1-2 years 
• Multiple times a year 

To determine how 
familiar participants are 
with conferences. 

Have you attended a 
virtual conference 
before? 

Choose one ● Yes 
● No 

 

 

Conferences 

Question Instructions Answer options Reason 

What reasons have you 
had for attending a 
conference? 
 

Select all that apply • Speak/Present 
• Exhibit 
• Meet experts 
• Network 
• Job hunt 
• Find new vendors and 
suppliers 
• Find new clients 
• Sell products/services 
• Continuing education 
credits 
• Learn something 
new/gain new 
perspective 
• Meet people from my 
community 
• Have fun 
• Worked/Volunteered 

To determine the key 
reasons why people 
attend conferences and 
weigh how important 
networking is and what 
types of interactions to 
support. 

What challenges did 
you consider when 
thinking about 
attending a 
conference? 

Select all that apply • Cost 
• Subject matter 
• Attendance logistics 
(i.e. travel and 
scheduling)  

To determine which 
challenges are 
considered by 
participants. 
(Note: we can add 
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• In-conference 
experience 
• Other (open text field) 

survey logic here that 
will only show that 
options that they chose 
for the next question) 

 

Networking 

Question Instructions Answer options Reason 

How important is 
networking in 
conferences to you? 

Choose one • Not at all important 
•  
•  
•  
• Extremely important 

To determine the 
importance of 
networking among 
different user groups. 

How important are the 
following aspects for 
you when networking at 
conferences? 
 
• Learning about people 
• Learning about the 
industry 
• Gaining new 
perspectives 
• Work requirements 
• Recruitment 

Matrix • Not at all important 
•  
•  
•  
• Extremely important 
• n/a 

To determine the 
reasons for networking 
among the different 
user groups. 

How frequently have 
you encountered the 
following challenges 
when networking in 
conferences? 
 
• Initiating 
conversations 
• Having meaningful 
interactions 
• Meeting the right 
people 
• Finding 
clients/colleagues 
• Learning how to 
network effectively 
• Lack of opportunity 
and/or structure  
• Fear 
• Other (please specify) 

Matrix • Not at all often 
•  
•  
•  
• Extremely often 
• n/a 

To determine the 
challenges that 
participants encounter 
when networking at 
conferences. 
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How do you like to 
meet new people? 
 
• Introductions by 
friends or clients 
• During activities 
• Simply approaching 
others 
• Other (please specify) 

Matrix • Strongly dislike 
•  
•  
•  
• Strongly like 
• No opinion 

To determine ways to 
help attendees meet 
each other 

 

VPVC 

Question Instructions Answer options Reason 

In an online 
environment, how 
would you rate your 
comfort level when 
reaching out to 
someone you don’t 
know?  

Choose One  1 -Very Uncomfortable 
2 
3 
4 
5 - Very Comfortable 
 

To determine if people 
are more/less 
comfortable interacting 
in an online 
environment 

In an online 
environment, how 
would you rate your 
comfort level of having 
someone you don’t 
know contact you?  

Choose One 1 - Very Uncomfortable 
2 
3 
4 
5 - Very Comfortable 

To determine if people 
are more/less 
comfortable interacting 
in an online 
environment 

 

Virtual Platform Features 

Question Instructions Answer options Reason 

How would you rate 
the importance of the 
following features: 
 
● Activity Feed 
● In-Platform Note 

Taking 
● Individual/Group 

Messaging 
● Metrics and Stats 

on Conference 

Pick One 1 Low Importance 
2 
3 
4 
5 High Importance 
No Opinion 

To identify the 
importance of specific 
features. 
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Activities 
● Gamification / 

Rewards / Badges 
for Conference 
Contributions 

● Your connections 
with other 
attendees 

● Attendee 
Endorsements 

● Having the option 
to show/hide your 
Attendee Profile 

● Having the option 
to turn on/off 
messaging 
functionality. 

Are there any features 
surrounding a virtual 
conference platform 
that were not 
mentioned that you feel 
would be important? 

Open ended Open ended To identify any 
additional features we 
may not have 
accounted for from our 
interviews. 

What can we do to help 
you connect with 
others during/after the 
conference? 

Select all that apply • provide assistance to 
maintain contact 
• provide a list of your 
contacts 
• send you reminders to 
get in touch 
• bring people together 
that know each other in 
smaller events or social 
hour 
• provide matching 
services to increase 
your list of contacts 

To identify preferences 
around specific types 
of engagement. 

In a virtual 
environment, how 
important is it for you 
to see a layout of the 
conference space? 

Pick one. 1 Low Importance 
2 
3 
4 
5 High Importance 
No Opinion 
 
 

To identify preferences 
surrounding the 
digitalization of a 
physical environment. 
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Wrap up 

Question Instructions Answer options Reason 

What category below 
includes your age? 

Choose one • 21-29 
• 30-39 
• 40-49 
• 50-59 
• 60 or older 

To measure if age has 
an effect on virtual 
conferencing 
preferences. 

What gender do you 
identify as? 

Choose one • Male 
• Female 
• Other (text entry) 
• Prefer not to specify 

To determine if there 
are differences 
between genders in 
regards to virtual 
conferencing 
preferences. 

Which industry do you 
work in? 

Choose one ● Arts and 
Entertainment 

● Architecture and 
Engineering 

● Automotive 
● Business 
● Community and 

Social Service 
● Computer Science 
● Education 
● Food 
● Healthcare 
● Installation, 

Maintenance, 
Repair 

● Legal 
● Life, Physical, 

Social Sciences 
● Management 
● Personal Care 
● Police, Fire, Military 
● Production 
● Real Estate 
● Student 
● Do Not Work 
● Other: 

To determine if there 
are differences among 
industries in regards to 
virtual conferencing 
needs 
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9.6 Survey Results 
 
Note - question numbers below do not accurately reflect order of the final survey. The 
survey questions were numbed according to how they are presented below. 
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9.7 Personas 
 
The personas were created with this Figma UI Kit.  
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9.8 Features Matrix 
 

Feature Name Feature Description Priority Effort  
Value to 
User  

Profile (general) An attendee's profile as a whole High Low High 

Profile picture Photo in attendee profile High Low High 

Profile bio Written bio in attendee profile added through 
WYSIWYG 

High Low High 

Social media links Links to an attendee's LinkedIn, Twitter, 
Facebook, and Instagram 

High Low High 

Having the option to 
show/hide your attendee 
profile 

Allow prohibition of profile visibility High Low Medium 

Video presentations Live streams of a speaker presentation High Low High 

Breakout rooms - Zoom API Integration with Zoom can allow easier 
implementation of breakout rooms 

High Low High 

Individual & group messaging 
- Slack API 

Integration with Slack can allow conference 
attendees to stay engaged after conference and 
can maybe enable a lower effort messaging 
system 

High Low High 

Having the option to turn 
on/off messaging functionality 

Enable/disable receiving messages High Low Medium 

Closed captioning Allow for the presentation/video conversations to 
be accessible to the hearing impaired 

High Low High 

Connecting with other 
attendees 

Provides option to make connections, and 
insights into network and relation to other 
attendees 

High Low High 

In-platform note taking (real-
time) 

Take notes in a variety of ways (i.e. text, audio, 
picture, video, etc) 

High Low High 

LinkedIn Integration Integration to the LinkedIn API that would help 
reduce the development effort of adding custom 
features (Ex -Matching Attendees) 

High Medium High 

Matching attendees Match attendees based on their profiles, goals, 
and needs from the conference 

High Medium Medium 
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Social hour / smaller events / 
groups 

Distinct social opportunities during the 
conference. Video focused. 

High Medium High 

Audience presentation 
engagement 

A live feed, similar to the live chat feature, that 
focuses on real-time questions, polling, and 
surveys 

High Medium High 

Layout of virtual conference + 
attendees 

Display a map of conference spaces and the 
attendees within the space 

High Medium Medium 

Word cloud for group 
interactions 

Distinguish what is being talked about in groups 
with key words 

Medium Low Medium 

People's reactions to 
presentations 

Attendees real-time reactions (likes, love, etc) Medium High Medium 

Activity feed Stream of recent activities performed by 
individuals at a conference 

Medium High High 

Reminders to get in touch Enable reminders for attendees to stay in 
contact after the conference 

Medium Low Medium 

Attendee endorsements Add/receive public-facing notes regarding 
professional and conference performance 

Medium High Medium 

Advanced note taking (linked 
to presentation time stamps 
and artifacts) 

Note taking feature that is tied to timestamps in 
video presentations and speaker artifacts for 
additional context 

Medium High High 

Conference artifacts 
(presentations, videos) 

A repository of conference resources including 
articles, presentation videos, presentation slide 
decks, and other resources for conference 
attendees to access any time before, during, or 
after the conference 

Medium Low High 

Metics & stats on conference 
activities 

Display calculations of conference activities on 
an individual level 

Low Med Low 

Having the option to turn 
on/off analytics sharing 

Default mode is enabled sharing. Ability to 
enable/disable 

Low Low Low 

Gamification / rewards / 
badges for conference 
contributions 

Elements of game playing to encourage 
engagement 

Low High Low 

Video Bios/Q&A Video bio uploaded by the user as a form of 
introduction 

Low Low Low 
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Layout of virtual conference Display a map of conference spaces Low Low Medium 

Individual Messaging Users can message other users directly, and 
privately 

Low High High 

Group messaging Users can message groups of 3+ users in a 
private group chat 

Low High High 

Live chat A live, public stream of discussion-based chat. 
To be used in different social situations during 
the conference 

Low High High 

Breakout rooms Separate rooms for discussions/activities during 
a presentation 

Low High High 
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9.9 Prototype Ideation Sketches 
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9.10 Mid-Fi Prototype 1 
 
Link: Mid-Fi Prototype 1 
Link to Figma Wireframe Kits: Wireframe Component Library v1.0, Wireframy v2.4 
 

 
Conference Home Page 
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Conference Schedule 
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Conference Event - Live View 

 

 
Connections (Networking) 
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Virtual Lounge Landing 
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9.11 Mid-Fi Prototype 1 Test Plan 

Usability Test Plan: Moderator’s Guide  
A. Participant Screener  
A total of 4 participants will be recruited for testing the virtual conference platform. The following 
screening questions will be used to identify participants that fit the test criteria:  

1. Are you over the age of 21? 
a. Yes (continue) 
b. No (terminate) 

2. Have you attended a conference (virtual or in-person) in the past 2 years? 
a. Yes (continue) 
b. No (terminate) 

B. Introduction and Participant Consent  

Introduction:  Hi, my name is ___________. Thank you for taking the time to participate in our 
study. My team and I are researching how individuals interact, network, and engage with other 
conference attendees for our graduate program capstone. We have created a prototype for a 
virtual conference platform based on our research, and we are now working to understand the 
usability of this prototype. 

Purpose:  The data collected today will only be used for this class assignment; only our 
research team will know your identity. This observation today will help us understand how 
people use our prototype as we work to improve it through additional stages of design. 

Procedure: There are no right or wrong answers or behaviours. I simply wish to watch what you 
do and listen to what you say. I will take notes, record the session, and possibly record video 
and audio of your screen. I may ask questions before, during, and after the observation period. I 
want to also ask that you think aloud as you complete the tasks, and please feel free to express 
your opinions – both positive and negative. This will be a 30-minute, one-on-one session.  

Informed Consent : This activity is voluntary. You have the right to not demonstrate any 
activity or answer any question, and to stop the inquiry at any time or for any reason. Your 
actions and responses will be confidential and used only in connection with this class 
assignment. Only your first name will be used to identify you. If you wish, you can use a 
pseudonym rather than your real name. 

[Give the participant the informed consent form]: Please read over this informed consent form. 
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Please feel free to ask me questions about this form and sign it if you consent to take part in this 
research. 

Do you have any questions before we get started? 

C. Warm Up Questions 

I’m going to ask you a few questions before we proceed to the task portion of our session.  

1. How often do you attend conferences? 
2. What are your primary reasons for attending a conference? 
3. Have you ever attended a virtual conference? 

a. If yes, can you tell me more about that experience? 
i. What were your primary goals for attending? 
ii. What activities/events did you find engaging and beneficial to your goals? 
iii. Can you tell me how you would improve the experience you had at your 

most recent conference? 
b. If no, can you tell me about your most recent experience attending a conference? 

i. What were your primary goals for attending? 
ii. What activities/events did you find engaging and beneficial to your goals? 
iii. Can you tell me how you would improve the experience you had at your 

most recent conference? 

 D. Tasks 

Thank you for answering my questions. Now what is in front of you is a prototype of a virtual 
conference platform - I’m going to ask you to complete a few tasks that relate to navigating 
through and using the platform. I will read you the questions, and then ask you to show me how 
you would perform the task. As you conduct each task, I will ask you to describe what you see 
and do aloud. Remember, there are no right or wrong answers. If you need help along the way, 
please let me know and I will be happy to assist. 

Scenario A: Presentation Selection 

It is just before 9:00 am on the first day of the From Day One conference, and you just logged 
into the virtual conference platform on your computer.  
 

 Task  Screen Objective Success Notes 

1 On the 
homepage, you 
want to find an 
event that starts 
at 9:30am and 
view it. How 

Home  
 
Event Detail 
 
 

To understand how a user would browse 
to find a presentation. 
 
To determine if users understand how to 
find more information on a specific 
presentation/session. 

Fully 
Successful 
Partially 
Successful 
Needed Help 
Unsuccessful 
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would you find 
out more about 
the event? 

2 You’re interested 
in attending this 
workshop 
session that has 
a set capacity. 
How would you 
register for this 
workshop? 

Event Detail  
 
 
 

To understand if users understand the 
concept of registering for an event, and if 
they are able to successfully register. 
 
 

Fully 
Successful 
Partially 
Successful 
Needed Help 
Unsuccessful 

 

3 You want to see 
the entire 
conference 
schedule so you 
can plan your 
day around the 
events you might 
be interested in 
attending. Where 
would you find 
the full schedule? 
 
 

Schedule 
 
 

To determine if the user is able to locate 
the Schedule page, and which route they 
would take to find this page. 
 
We are specifically interested in seeing 
how users interact with the side 
navigation menu. 
 
 
 

Fully 
Successful 
Partially 
Successful 
Needed Help 
Unsuccessful 

 

4 You’re excited to 
attend the event 
you just 
registered for.  
It’s now 9:30am. 
How would you 
view that event?   

 
Schedule 
 
Event Detail 

To determine if users understand how to 
find more information on a specific 
presentation/session. 
 

Fully 
Successful 
Partially 
Successful 
Needed Help 
Unsuccessful 

 

 

Post-Task Questions 

● How would you rate the ease-of-use of this platform to locate a current presentation? 
● How did you feel about the level of detail surrounding a specific event? 

  

Scenario B: Networking 

You’ve just finished registering for an upcoming workshop, and you’d like to connect with and 
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meet the other conference attendees.   

 Task  Screen Objective S / F  Notes 

1 You want to see 
who is attending 
the conference to 
make new 
connections. 
How would you 
find other 
conference-goers 
to network with? 
 

Home  
 
Connections 
 

To determine if the user is 
able to locate the Attendees 
page, and which route they 
would take to find this page. 
 
We are specifically interested 
in seeing how users interact 
with the side navigation 
menu. 

Fully Successful 
Partially Successful 
Needed Help 
Unsuccessful 

 

2 You’ve found an 
attendee that 
you’d potentially 
like to connect 
with named Sally 
Morais. How 
would you learn 
more about 
them? 

Home 
 
Connections 
 
Attendee 
Profile 

To determine if users 
understand how to find more 
information on a specific 
attendee, and what level of 
detail they are looking for 
when making connections. 

Fully Successful 
Partially Successful 
Needed Help 
Unsuccessful 

 

3 You have seen 
some of the 
attendees and 
made a few 
connections. 
How would you 
find someone 
that is 
recommended for 
you to meet at 
this conference? 

Home 
 
Connections 
 
Attendee 
Profile 

To determine if users 
understand how to find 
recommended connections. 
 
To determine if users are 
able to understand the 
concept surrounding the 
recommendation scale. 

Fully Successful 
Partially Successful 
Needed Help 
Unsuccessful 

 

4 You noticed Jack 
Russo’s 
information and 
would like to 
potentially find 
and speak to him 
during the 
conference. How 
would you 
spotlight this 
person to find 
them later on? 
 

Home 
 
Connections 
 
Attendee 
Profile 
 

To determine if users 
understand the concept of 
spotlighting, and if users can 
easily identify and use this 
feature. 

Fully Successful 
Partially Successful 
Needed Help 
Unsuccessful 
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Post-Task Questions 

● What information did you find useful when selecting someone to network with? 
● What were your thoughts on the idea and execution of spotlight functionality?  

  

Scenario C: Virtual Lounge  

You have a 20 minute break between presentation sessions, and you’re interested in engaging 
in group conversations with other attendees.  
 

 Task  Screen Objective S / F  Notes 

1 You want to find a 
group to join. How 
would you find and 
join a group 
conversation 
talking about 
meditation? 

Home  
 
Lounge 
 
Lounge 
Group 

To determine if the user is 
able to locate the lounge. 
 
To determine if users 
understand the concept of 
the lounge. 
 
We are specifically interested 
in seeing how users interact 
with the side navigation 
menu. 

Fully Successful 
Partially 
Successful 
Needed Help 
Unsuccessful 

 

2 You are in a group 
conversation, and 
you are interested 
in networking with 
Benjamin Howe in 
the group. How 
would you add this 
person to your 
network? 

Lounge 
 
Lounge 
Group 
 
User 
Profile 

To determine how users use 
the lounge to connect with 
other conference attendees. 
 
To determine the level of 
detail users are looking for to 
connect with people. 

Fully Successful 
Partially 
Successful 
Needed Help 
Unsuccessful 

 

3 You want to 
randomly join a 
group based on 
recommendations 
around your profile. 
How would you join 
a group using 
random matching? 
 

Lounge 
 
Lounge 
Group 

To determine if users 
understand the Random 
Placement feature, and if 
they successfully utilize the 
drop down to randomly join a 
group by recommendation.  
 
 

Fully Successful 
Partially 
Successful 
Needed Help 
Unsuccessful 
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Post-Task Questions 

● What did you think about the concept and execution surrounding the Lounge? 
● What did you think about the level of detail surrounding specific groups in the Lounge? 

  

E. Wrap-Up Activity 

Thank you for taking part in our research. I just want to ask you a few questions about the 
platform you just used before we end this session. 

● What is your impression of the virtual conference platform after using it? 
● What feature(s) of the platform would you say you found to be the most useful? Least 

useful? 
● Is there anything else that you observed during the completion of the tasks that you 

would like to discuss? 

System Usability Scale 

I will now ask you a few questions, for you to rate from “Strongly disagree, disagree, neutral, 
agree, or strongly agree” 

Questions (5 positive, 5 negative) Scores 

Strongly 
Disagree 

Disagree Neutral Agree Strongly 
Agree 

I felt confident navigating through the 
virtual conference platform. 

1 2 3 4 5 

I felt like I needed to learn a lot before I 
could start using the platform. 

1 2 3 4 5 

I think most people would learn to use the 
platform quickly. 

1 2 3 4 5 
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The platform was cumbersome to use. 1 2 3 4 5 

The various features of the platform were 
integrated and consistent. 

1 2 3 4 5 

The platform features were inconsistent. 1 2 3 4 5 

I think that the platform was easy to use. 1 2 3 4 5 

I would need help from a more 
knowledgeable person to use the 
platform 

1 2 3 4 5 

I think that I would like to use the platform 
to attend virtual conferences more 
frequently.  

1 2 3 4 5 

The platform was unnecessarily complex. 1 2 3 4 5 
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9.12 Mid-Fi Prototype 1 Test Results 

Scenario A: Presentation Selection 

It is just before 9:00 am on the first day of the From Day One conference, and you just logged 
into the virtual conference platform on your computer.  
 

 Task  Objective Success Notes 

1 On the 
homepage, you 
want to find an 
event that starts 
at 9:30am and 
view it. How 
would you find 
out more about 
the event? 

To understand how a 
user would browse to find 
a presentation. 
 
To determine if users 
understand how to find 
more information on a 
specific 
presentation/session. 

Fully Successful - 3 
Partially Successful - 1 
 

Tim: Noticed the 'Join Now' and 
'Leave Event' button, but thought that 
the 'Join Now' was for the presentation 
- not a breakout room. 
 
Rich: Clicked “View All” on the home 
page to navigate to the schedule, but 
this was not linked. Then went right to 
the hamburger menu navigation. 

2 You’re 
interested in 
attending this 
workshop 
session that has 
a set capacity. 
How would you 
register for this 
workshop? 

To understand if users 
understand the concept 
of registering for an 
event, and if they are 
able to successfully 
register. 
 
 

Fully Successful - 4 Tim: “I would have clicked the icon at 
the top to go home." 

3 You want to see 
the entire 
conference 
schedule so you 
can plan your 
day around the 
events you 
might be 
interested in 
attending. 
Where would 
you find the full 
schedule? 
 
 

To determine if the user 
is able to locate the 
Schedule page, and 
which route they would 
take to find this page. 
 
We are specifically 
interested in seeing how 
users interact with the 
side navigation menu. 
 
 
 

Fully Successful - 4 Three participants mentioned the 
possibility of overlapping 
presentation times. 
 
Michael: Asked about what the screen 
would look like if there were multiple 
overlapping events such as when 
there's a very large conference, and 
three different keynote speakers are 
presenting at the same time. 
 
Rich: "Here's where it is, but it doesn't 
show me all three days together, but it 
doesn't show overlapping times" 
 
Tim: Like ability to search for specific 
events and seeing which 
presentations/workshops he registered 
for. Wanted to know if the platform 
would provide feedback if he 
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registered for two events with 
overlapping times. 

4 You’re excited to 
attend the event 
you just 
registered for.  
It’s now 9:30am. 
How would you 
view that event?   

To determine if users 
understand how to find 
more information on a 
specific 
presentation/session. 
 

Fully Successful - 4 Michael and Rich mentioned 
confirmation for registration. 
 
Michael: "It would be nice if there was 
a little notification icon here that could 
show me what events/talks I was 
already registered for so I don't have 
to remember the name of the event" 
 
Rich: "It doesn't say I am registered 
on this page. When I click though. It 
also doesn't say I am registered. So if 
this was not my first choice and a 
bunch of things were full, I might not 
know" 
 
One participant mentioned the need 
for including the time zone. 
 
Tim: Mentioned needing time zones 
on events. Or UTC if international. 

 

Post-Task Questions 

● How would you rate the ease-of-use of this platform to locate a current presentation? 
○ Michael: “I felt this was pretty straight forward, and an easy thing to do.” 
○ Rich: “Locating the schedule was not hard.” 
○ John: “"I think that maybe to plan the whole day, you have to scroll and 

maybe I'd add at a table for the day for what the activities are to avoid so 
much scrolling". 

○ Tim: “Easy so far.” Time also noted some contrast issues with the prototype. 
● How did you feel about the level of detail surrounding a specific event? 

○ Michael: “It would be nice to see what workshops I've registered for or what 
events I've registered for. I like being able to see a full schedule and then 
decide what I want to do. This is also helpful if there's an event that I can't 
register for; it's sold out. So seeing what I"m already attending and at what 
time and what else is offered allows me to maximize my time.” 
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○ Rich: “"The one way through the schedule has no way to reserve and no 
information on it, so that's problematic. However the one on the home page 
does have a short bio and discusses what the presentation is about." 

○ John: “"This is a little weird. I don't want to know who joined the session". In 
terms of details around events the participant was satisfied with that. He said 
"There is a lot here. I'm happy with it". 

○ Tim: “Good. No comments.” 

  

Scenario B: Networking 

You’ve just finished registering for an upcoming workshop, and you’d like to connect with and 
meet the other conference attendees.   

 Task  Objective S / F  Notes 

1 You want to see 
who is attending 
the conference 
to make new 
connections. 
How would you 
find other 
conference-
goers to network 
with? 
 

To determine if the user 
is able to locate the 
Attendees page, and 
which route they would 
take to find this page. 
 
We are specifically 
interested in seeing how 
users interact with the 
side navigation menu. 

Fully Successful - 2 
Partially Successful - 
1 
Unsuccessful - 1 

Two Participants (Michael and Rich) 
expressed concerns about the 
matching capabilities. 
 
Rich: “"I know that it's offering me 
recommendations, but I have no 
experience why I would trust the AI's 
recommendations. I am better off filtering 
by myself." 
 
Michael and John did not understand 
why he would want to see all attendees 
when there may be hundreds of people 
there. Rich expressed the opposite, 
waiting to see everyone and for an easy 
way to export the data for his own 
networking use. 
 
John: "If there are 206 attendees, I'm not 
sure if I'd like to go through that". 
 
Tim was unsuccessful in this task. 

2 You’ve found an 
attendee that 
you’d potentially 
like to connect 
with named 
Sally Morais. 

To determine if users 
understand how to find 
more information on a 
specific attendee, and 
what level of detail they 
are looking for when 

Fully Successful - 4 
 

Tim wasn't sure if there was a difference 
between clicking on the participant's 
name vs clicking "VIew Profile". He also 
wasn't sure what "193 connections in 
common" meant - thought it meant “has 
more common interests, not common 



 
HCI 594 Project Final Report  Team: 2 
  Date: 06/06/2020 

 

 
Spring 2020  Page 106 

 

How would you 
learn more 
about them? 

making connections. network.” 

3 You have seen 
some of the 
attendees and 
made a few 
connections. 
How would you 
find someone 
that is 
recommended 
for you to meet 
at this 
conference? 

To determine if users 
understand how to find 
recommended 
connections. 
 
To determine if users are 
able to understand the 
concept surrounding the 
recommendation scale. 

Fully Successful - 4 Michael noted that he would go to the 
Attendees page to check, but also knew 
this information was available on the 
home page. 
 
Rich: "The menu feels like an extra click. 
Every time I want to change something I 
have to click the menu rather than it being 
fully available." 
 
John mentioned that there are people 
inside the presentation that might be good 
for him to connect with. 
 
Tim did not know what the number on the 
attendee card was. 

4 You noticed 
Jack Russo’s 
information and 
would like to 
potentially find 
and speak to 
him during the 
conference. 
How would you 
spotlight this 
person to find 
them later on? 
 

To determine if users 
understand the concept 
of spotlighting, and if 
users can easily identify 
and use this feature. 

Fully Successful - 4 All four participants were successful in 
completing this task, but were unsure 
what the spotlight feature was. 
 
Michael: “Spotlight Term was a bit 
confusing, the tool tip helped though” 
 
Rich: “"I don't know what spotlight 
means" - when asked if they knew what 
that meant without the tool tip. 
 
John: "I don't know what spotlight 
means". 
 
Tim saw the spotlight icon on other 
pages, but didn't know what it meant until 
he got to the profile page. Wasn't sure he 
would know what it did if I hadn't 
explained it. 

 

Post-Task Questions 

● What information did you find useful when selecting someone to network with? 
○ Michael: “Job Title/Role/Position is important for me. Also location is super 
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important. If I'm networking I'm interested in building connections around the 
area where I'm currently living. I'd rather connect with people who are close to 
me rather than on the other side of the country. The activity feed was nice to 
see too, but I'm not sure if it's something that I would largely use if I'm trying 
to find people to network with.” 

○ Rich: “Position, where they work. The blurb is helpful. I am not sure if it's 
going to be long enough, depending what they need.” 

○ Rich: “I like the activity feed. if you want to run into someone, you can see 
what they registered for. Would be nice to see everything and have it highlight 
anything we both signed up for like seminars or break out rooms.” 

○ Rich: “Having a calendar that is the things that I registered for so I can see 
my personal schedule.” 

○ John said he felt the information was enough given the amount of time it 
takes to go through a lot of profiles, saying "that's good because you don't 
have time to look at too many details". 

○ Tim said company and position is what matters to him. 
● What were your thoughts on the idea and execution of spotlight functionality?  

○ Michael: “I wasn't familiar with that term so it was a little new to me. I think 
the idea makes sense to indicate people that I'd like to follow/reach out to.” 

○ John: "The term 'bookmark' comes to mind... but I would adjust quickly to 
'spotlight'". 

○ Tim said that the spotlight feature was an “interesting idea.” 

  

Scenario C: Virtual Lounge  

You have a 20 minute break between presentation sessions, and you’re interested in engaging 
in group conversations with other attendees.  
 

 Task  Objective S / F  Notes 

1 You want to find a 
group to join. How 
would you find and 
join a group 
conversation 
talking about 
meditation? 

To determine if the 
user is able to locate 
the lounge. 
 
To determine if users 
understand the concept 
of the lounge. 
 
We are specifically 
interested in seeing 

Fully Successful - 1 
Partially Successful - 
2 
Needed Help - 1 

Michael and Rich expressed 
uncertainty towards the label 
“Lounge.”  
 
Michael: "I"m not real sure where or what 
to click on here"  
 
Rich: "Honestly I am just guessing at this 
point. Nothing really popped up. I guess 
it's Lounge. I'm only clicking because it's 
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how users interact with 
the side navigation 
menu. 

one of the only things available. I wouldn't 
know what that is" 
 
Michael and Rich also expressed 
concern about selecting a group, both 
noting they wanted additional context. 
 
Michael: "I wouldn't base my choice of a 
group off a hashtag though, I'd want to 
learn more about the group before I 
decide to join" 
 
Rich: "I cant click into any of these. I 
want to see what the group is before I 
join one. Dealing with hashtags don't tell 
me much. I want to see what that is." 
 
Rich also expressed not caring about the 
subject matter, and caring more about 
the opportunity to meet people., saying  
"If it's just to meet with people, I don't 
care what the group session is anyway 
so I can chat with people I want to 
network with" 
 
John noticed the 'Go to lounge' but it 
wasn't clickable. He said "I imagine that 
lounge is where people gather between 
events". He was successful in finding 
where to go from the home page, but 
needed guidance to the menu. This was 
a fault of the prototype. 

2 You are in a group 
conversation, and 
you are interested 
in networking with 
Benjamin Howe in 
the group. How 
would you add this 
person to your 
network? 

To determine how 
users use the lounge to 
connect with other 
conference attendees. 
 
To determine the level 
of detail users are 
looking for to connect 
with people. 

Partially Successful - 
3 
Unsuccessful -1 

Michael and Rich both expressed 
confusion around the icons over the 
video screen. 
 
Michael found some of the icons at the 
top to be distracting which impacted his 
ability to determine the "right" icon to click 
to get connected to someone.  It took 
some time to add the connection.    
 
Rich: "I don't see how connecting and 
spotlight are two different things. I think 
they are slightly different things in the 
way I would use them. If I am looking to 
meet Tracy Bishop, I would click this add 
connection. So maybe there's a way to 
type a message when I add a connection. 
If I add her without her any message why 
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not just do that?” 
 
Rich: "I also don't know what the smiley 
face is for. Emoji? Why wouldn't that be 
in the chat?” 
 
Both Michael and Rich expressed a 
desire for individual networking, and a 
more formal, direct connection. 
 
Michael: "Part of me just wanted to send 
this person a direct message to connect, 
rather than just an 'informal' add 
connection" 
 
Rich: "I understand the segmentation, 
but part of me asks why? Why wouldn't 
you just connect with them." 
 
John said "what is that?" pointing to the 
'connect' icon. The participant said they 
cannot see what it is and that in general 
the contrast is very low. 
 

3 You want to 
randomly join a 
group based on 
recommendations 
around your 
profile. How would 
you join a group 
using random 
matching? 
 

To determine if users 
understand the 
Random Placement 
feature, and if they 
successfully utilize the 
drop down to randomly 
join a group by 
recommendation.  
 
 

Fully Successful -1 
Partially Successful - 
3 
 

Michael noticed the "Join" button from 
the Lounge screen, but didn't quite catch 
the drop down to select 
"recommendations." 
 
Rich noted a contrast issue, saying "I 
don't know I would have seen this to be 
honest. I do not think I would have paid 
attention to this with the light gray color.” 
 
John was unsuccessful in this task. 
 

 

Post-Task Questions 

● What did you think about the concept and execution surrounding the Lounge? 
○ Michael: “I thought it was ok. Personally, when I network I do it in more of a one-

on-one situation. So direct messages are good.” 
○ Rich: “Personally, I think a lot of networking is more one on one and smaller 

groups than this. At some point, if i want to get to know someone, it needs to 
be a separate conversation outside this group.” 

○ John: "I think I need to use it to really understand how it works. I see that you 
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guys have added a bunch of dimensions to a conference tool and that is 
really interesting". 

○ Tim said he likes the level of detail on the lounge page, and felt it gave him 
enough information to know what he's potentially joining.  

● What did you think about the level of detail surrounding specific groups in the Lounge? 
○ Michael: “I'm still kind of thinking about how the whole group thing works. Can 

anyone create groups? What happens if there's a bunch of empty groups? I 
wasn't big on the hashtags either, I want to actually go into the group and see 
what it's about before fully joining, and the hashtags aren't really helpful for 
me.” 

○ Rich: “When I see these hashtags, I wonder if we are going to do those or if 
this is a discussion about best practices for stress management.” 

○ Rich: “Also do not know if this is moderation or a free for all. It sounds like 
these are unmoderated conversations, so are these blank rooms or do people 
start their own rooms.” 

○ Rich: “Last point, if there is nobody in any of these rooms, it's hard to get 
critical mass. The first click can be tough and if there is only one person, it's 
hard to get the second person. IT probably gets easier to get people to join, 
but it's hard to get people to join an empty room. If I am in an empty room for 
10 mins and nobody joins, I'm going to leave. so that enhances the problem.” 

○ John: "I need to have an idea of what people are going to talk about. If I don't 
find anything then maybe I'd use that feature". 

  

E. Wrap-Up Activity 

Thank you for taking part in our research. I just want to ask you a few questions about the 
platform you just used before we end this session. 

● What is your impression of the virtual conference platform after using it? 
○ Michael: “I really like this idea and I can see this being used to host virtual 

conferences.” 
○ Rich: “I think this will be reasonable for satisfying for the speakers. I think it's 

important to see how you open up Q and A. Sometimes it's not just 
understanding, it's seeing who asked the question. If I'm going to network 
with some people, I think that is going to be the one struggle in how you 
provide a platform that is essentially one on one interactions.” 

○ Rich: “I think the lounge idea addresses more the happy hour type thing. But 
I think there's a lot that happens outside of that. I am not a great conference 
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attendee, but I spent most of my time outside the lecture. My drive is meeting 
specific people.” 

○ John: "It is intriguing. I never used a layer like that to navigate the different 
resources in a conference. I think it is cool. I would like to explore more." 

○ Tim: “Overall, I really liked the product. Could see this being used for all 
types of conferences.” 

● What feature(s) of the platform would you say you found to be the most useful? Least 
useful? 

○ Michael: “Being able to see a list of conference attendees, and seeing who is 
at the conference. I like the idea of recommended connections, but I'm not 
sure about where the data is coming from and how accurate the 
recommendations are. Also had questions about the difference between 
spotlight and connect.” 

○ Rich: “Most - Attendees are the most useful. Hands down. That's what I 
value. Do you want to make this exportable to CSV? Also what column you 
show in your export. Least - The Home page. Just really busy. The stuff there 
is useful and my default is to use the menu. There is just a shit ton of 
information all at once. I am kind of surprised that news is at the bottom.” 

○ John did not find the activity feed useful in terms of who has joined what 
room, saying "I wouldn't like to see that". 

○ Tim: “Most: schedule, least: spotlight.” 
● Is there anything else that you observed during the completion of the tasks that you 

would like to discuss? 
○ Rich: “The only other thing is my question is it says FROM DAY ONE. I am 

not sure if this was meant to be a return to home button. Every time I had to 
go to the menu and that was a bit much.” 
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9.13 Mid-Fi Prototype 1 SUS Results 
 

System usability scale 

Q # 
Participant # SUS 

Question P1 P2 P3 P4 

1 

I felt confident 
navigating through the 
virtual conference 
platform 0 3 3 4 

2 

I felt like I needed to 
learn a lot before I could 
start using the platform 4 2 2 1 

3 

I think most people 
would learn to use the 
platform quickly. 2 2 3 4 

4 
The platform was 
cumbersome to use 4 3 3 2 

5 

The various features of 
the platform were 
integrated and 
consistent 3 2 3 3 

6 
The platform features 
were inconsistent 4 3 2 1 

7 
I think the platform was 
easy to use 2 3 3 4 

8 

I would need help from a 
more knowledgeable 
person to use the 
platform 3 3 3 2 

9 

I think that I would like 
to use the platform to 
attend virtual 
conferences more 
frequently 3 3 3 4 

10 
The platform was 
unnecessarily complex 4 3 2 2 
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 Individual SUS 72.5 67.5 67.5 67.5 

 Total (Average) SUS 68.75    

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
9.14 Mid-Fi Prototype 2 
 
Link: Mid-Fi Prototype 2 
Link to Figma Wireframe Kits: Wireframe Component Library v1.0, Wireframy v2.4 
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Home - V2 
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COnference Event Detail - V2 
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Conference Event Detail Registered - V2 
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Conference Schedule - V2 



 
HCI 594 Project Final Report  Team: 2 
  Date: 06/06/2020 

 

 
Spring 2020  Page 118 

 

 
Agenda - V2 
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Conference Presentation - V2 
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Social Hour Landing - V2 (Originally Virtual Lounge Landing) 
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Social Hour Event - V2 (Originally Virtual Lounge Event) 
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9.15 Mid-Fi Prototype 2 Test Plan 
 

Usability Test Plan: Moderator’s Guide  
A. Participant Screener  
A total of 4 participants will be recruited for testing the virtual conference platform. The following 
screening questions will be used to identify participants that fit the test criteria:  

1. Are you over the age of 21? 
a. Yes (continue) 
b. No (terminate) 

2. Have you attended a conference (virtual or in-person) in the past 2 years? 
a. Yes (continue) 
b. No (terminate) 

B. Introduction and Participant Consent  

Introduction:  Hi, my name is ___________. Thank you for taking the time to participate in our 
study. My team and I are researching how individuals interact, network, and engage with other 
conference attendees for our graduate program capstone. We have created a prototype for a 
virtual conference platform based on our research, and we are now working to understand the 
usability of this prototype. 

Purpose : The data collected today will only be used for this class assignment; only our 
research team will know your identity. This observation today will help us understand how 
people use our prototype as we work to improve it through additional stages of design. 

Procedure: There are no right or wrong answers or behaviours. I simply wish to watch what you 
do and listen to what you say. I will take notes, record the session, and possibly record video 
and audio of your screen. I may ask questions before, during, and after the observation period. I 
want to also ask that you think aloud as you complete the tasks, and please feel free to express 
your opinions – both positive and negative. This will be a 30-minute, one-on-one session.  

Informed Consent : This activity is voluntary. You have the right to not demonstrate any 
activity or answer any question, and to stop the inquiry at any time or for any reason. Your 
actions and responses will be confidential and used only in connection with this class 
assignment. Only your first name will be used to identify you. If you wish, you can use a 
pseudonym rather than your real name. 

At this point, I will ask for your consent. Please answer yes if you verbally consent to this test. 
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Do you consent to taking part in this study? 

Do you have any questions before we get started? 

C. Warm Up Questions 

I’m going to ask you a few questions before we proceed to the task portion of our session.  

1. How often do you attend conferences? 
2. What are your primary reasons for attending a conference? 
3. Have you ever attended a virtual conference? 

a. If yes, can you tell me more about that experience? 
i. What were your primary goals for attending? 
ii. What activities/events did you find engaging and beneficial to your goals? 
iii. Can you tell me how you would improve the experience you had at your 

most recent conference? 
b. If no, can you tell me about your most recent experience attending a conference? 

i. What were your primary goals for attending? 
ii. What activities/events did you find engaging and beneficial to your goals? 
iii. Can you tell me how you would improve the experience you had at your 

most recent conference? 

 D. Tasks 

Thank you for answering my questions. Now what is in front of you is a prototype of a virtual 
conference platform - I’m going to ask you to complete a few tasks that relate to navigating 
through and using the platform. I will read you the questions, and then ask you to show me how 
you would perform the task. As you conduct each task, I will ask you to describe what you see 
and do aloud. Remember, there are no right or wrong answers. If you need help along the way, 
please let me know and I will be happy to assist. 

Scenario A: Scheduling, Presentations, and Networking 

It is just before 9:00 am on the first day of the From Day One conference, and you just logged 
into the virtual conference platform on your computer.  
 

 Task  Screen Objective Success Notes 

1 Your college 
told you the 
Opening Up 
Your Network 
presentation 
sounded 
interesting. How 

Home 
 
Schedule 
 
Opening 
Your 
Network 

To understand how a user would 
browse to find a presentation. 
 
To determine if users understand how 
to find more information on a specific 
presentation. 

Fully 
Successful 
Partially 
Successful 
Needed Help 
Unsuccessful 
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would you find 
that? 
 

Event 

2 Even though 
you are 
registered for an 
event at the 
same time as 
this event, you 
think this event 
is interesting. 
How would you 
register for 
Opening Up 
Your Network? 

Home 
 
Schedule 
 
Opening 
Your 
Network 
Event 

To understand if users know how to 
register for an event at the same time 
as one they are already registered for. 
 
To identify any obstacles around 
potentially switching registered 
events. 

Fully 
Successful 
Partially 
Successful 
Needed Help 
Unsuccessful 

 

3 You are now 
registered for 
the new 
presentation. 
Where would 
you go to see 
your full agenda 
for the 
conference? 

Agenda To understand how a user would 
browse to find their agenda of all the 
sessions they have registered for. 
 
To determine if users understand the 
concept of an agenda. 

Fully 
Successful 
Partially 
Successful 
Needed Help 
Unsuccessful 

 

4 The Opening 
Up Your 
Network has 
now started, 
how would you 
join? 

Agenda 
 
Opening 
Your 
Network 
Event 

To understand if users are able to join 
a session that is in-progress. 

Fully 
Successful 
Partially 
Successful 
Needed Help 
Unsuccessful 

 

5 How would you 
find people you 
are connected 
to who are also 
watching this 
presentation? 

Opening 
Your 
Network 
Event 
 

To understand if users can identify 
where to find existing connections 
during a presentation. 

Fully 
Successful 
Partially 
Successful 
Needed Help 
Unsuccessful 
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6 The speaker is 
dividing you into 
groups for a 
breakout 
session, how 
would you join 
your group? 

Opening 
Your 
Network 
Event 

To understand if users can identify 
where to join a breakout session 
within the presentation screen. 

Fully 
Successful 
Partially 
Successful 
Needed Help 
Unsuccessful 

 

 

Post-Scenario Questions 

● What did you like about the presentation page? 
● What would you improve about the presentation page? 

  

Scenario B: Social Hour  

The conference is now over for the day, and you are interested in discussing the conference 
and networking with other attendees. 
 

 Task  Screen Objective S / F  Notes 

1 It is the end of the 
day and you want 
to go to a post-
conference social 
event. Where 
would you find 
that? 

Home  
 
Social 
Hour 

To determine if the user is 
able to locate the Social 
Hour section. 
 
To determine if users 
understand the concept of 
the Social Hour. 

  

2 You are interested 
in working for a 
startup. How 
would you join a 
group talking 
about this topic? 
 

Home  
 
Social 
Hour 
 
Startups 

To determine if the user can 
identify a group in the social 
area based off of their 
needs. 
 
To determine which details 
users are looking for when 
making the decision to join 
a group. 
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3 You are in the gr  Startups To determine which option 
users would take to involve 
themselves in a 
conversation (video chat, 
written chat, ice breaker 
button). 

  

4 You heard 
interesting 
comments from 
Benjamin Howe. 
How would you 
connect with him? 
 
 
 

Startups To determine how users 
use a Social Hour event to 
connect with other 
conference attendees. 

  

 

Post-Scenario Questions 

● What did you think of the ice breaker option? 
● What did you think about the label “Social Hour”? 
● What did you like about the Social Hour experience? 
● What would you improve about the Social Hour experience? 

  

E. Wrap-Up Activity 

Thank you for taking part in our research. I just want to ask you a few questions about the 
platform you just used before we end this session. 

● What is your impression of the virtual conference platform after using it? 
● What feature(s) of the platform would you say you found to be the most useful? Least 

useful? 
● Is there anything else that you observed during the completion of the tasks that you 

would like to discuss? 

System Usability Scale 

I will now ask you a few questions, for you to rate from “Strongly disagree, disagree, neutral, 
agree, or strongly agree” 
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Questions (5 positive, 5 negative) Scores 

Strongly 
Disagree 

Disagree Neutral Agree Strongly 
Agree 

I felt confident navigating through the 
virtual conference platform. 

1 2 3 4 5 

I felt like I needed to learn a lot before I 
could start using the platform. 

1 2 3 4 5 

I think most people would learn to use the 
platform quickly. 

1 2 3 4 5 

The platform was cumbersome to use. 1 2 3 4 5 

The various features of the platform were 
integrated and consistent. 

1 2 3 4 5 

The platform features were inconsistent. 1 2 3 4 5 

I think that the platform was easy to use. 1 2 3 4 5 

I would need help from a more 
knowledgeable person to use the 
platform 

1 2 3 4 5 

I think that I would like to use the platform 
to attend virtual conferences more 
frequently.  

1 2 3 4 5 

The platform was unnecessarily complex. 1 2 3 4 5 
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9.16 Mid-Fi Prototype 2 Test Results 

Scenario A: Scheduling, Presentations, and Networking 

It is just before 9:00 am on the first day of the From Day One conference, and you just logged 
into the virtual conference platform on your computer.  
 

 Task  Screen Objective Success Notes 

1 Your college told 
you the Opening 
Up Your Network 
presentation 
sounded 
interesting. How 
would you find 
that? 
 

Home 
 
Schedule 
 
Opening 
Your 
Network 
Event 

To understand how a 
user would browse to 
find a presentation. 
 
To determine if users 
understand how to find 
more information on a 
specific presentation. 

Fully Successful - 4 All four participants took the 
expected path. There were no 
additional comments. 

2 Even though you 
are registered for 
an event at the 
same time as this 
event, you think 
this event is 
interesting. How 
would you 
register for 
Opening Up Your 
Network? 

Home 
 
Schedule 
 
Opening 
Your 
Network 
Event 

To understand if users 
know how to register 
for an event at the 
same time as one they 
are already registered 
for. 
 
To identify any 
obstacles around 
potentially switching 
registered events. 

Fully Successful - 4 Phil, James, and Ellie commented 
on the usefulness of this feature. 
 
Phil: "Awesome! That was easy and 
had a great user experience." 
 
James: "I like that there's a 
notification about registering for 
multiple events. That's really helpful!" 
 
Ellie: "I think it's kind of nice. It's hard 
to remember my schedule. Every 
time I attend a conference, it's...the 
whole day is full and they dont give 
you a lot of time between events to 
choose your next location. When I 
first attended, when I never did it 
before, I always had to figure out 
where to go next and I would 
frantically be finding what to choose 
and be late. Now the day before, I 
plan my whole day out." 
 
Ellie: "Would be nice to see my 
backlog." 
 
Susan (re: conflicting times): 
"Would this happen with all events? 
Even ones that don't have a max 
capacity? ...Yeah, I wouldn't want to 
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commit to a single session at a single 
time frame in case I wasn't enjoying 
it. I would want to leave and go to 
another." 
 

3 You are now 
registered for the 
new 
presentation. 
Where would you 
go to see your 
full agenda for 
the conference? 

Agenda To understand how a 
user would browse to 
find their agenda of all 
the sessions they have 
registered for. 
 
To determine if users 
understand the concept 
of an agenda. 

Fully Successful - 4 Phil: "All events is probably all 
events in the conference and my 
agenda would be the events that I'm 
registered to." 
 
Ellie: "This is all events, so I am 
going to click on my agenda. It shows 
me what I would register for, which is 
what I would expect. This is good!" 
 
Ellie: "I might even assume the little 
profile thing would show me more 
information like this on myself." 
 
Susan: "I really like this feature. I'd 
love to set text message reminders to 
my phone since I might be more 
likely to step away from my computer 
during the conference and forget 
when things are starting." 
 

4 The Opening Up 
Your Network 
has now started, 
how would you 
join? 

Agenda 
 
Opening 
Your 
Network 
Event 

To understand if users 
are able to join a 
session that is in-
progress. 

Fully Successful - 4 Phil: "Oh I was actually on my 
agenda so I should be able to check-
in now." 
 
Ellie: "Check in now. I like that it has 
a little ribbon that says "in session". 
That's cool." 
 
Susan: "I think it's weird that the only 
place where recommended 
presentations display are on the 
homepage. I would want to see that 
information somewhere else too." 
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5 How would you 
find people you 
are connected to 
who are also 
watching this 
presentation? 

Opening 
Your 
Network 
Event 
 

To understand if users 
can identify where to 
find existing 
connections during a 
presentation. 

Fully Successful -3 
Partially Successful -1 
 

Phil, James, and Susan were 
successful with this task. 
 
Phil: "That was easy, these are my 
connections. Looks very clear to me." 
 
Ellie was partially successful. She 
went to the chat first, but found 
the connections quickly after. 
 
Ellie: "Normally when I am in these, 
on the left is everyone who is in the 
room with you and the chat is usually 
lower or you can expand it." 
 
Ellie: "So this is the people I am 
connected to neat. All is everyone. 
Recommendations is people they 
think I should meet. That's neat." 
 
Ellie: "Oh so this is a much bigger 
group, so it might be good to keep 
that separate. Showing them all 
might be overkill" 

6 The speaker is 
dividing you into 
groups for a 
breakout session, 
how would you 
join your group? 

Opening 
Your 
Network 
Event 

To understand if users 
can identify where to 
join a breakout session 
within the presentation 
screen. 

Fully Successful - 4 Ellie: "This is neat. I would click join 
now" 
 
Susan had a lot of questions 
regarding this feature. She was 
concerned that she wouldn't be able 
to switch breakout groups if she 
wasn't "vibing" with the other 
members. 

 

Post-Scenario Questions 

● What did you like about the presentation page? 
○ Phil: "It seems clearly organized. For the tasks that you wanted me to do things 

are easily laid out and easy to find." 
○ James: Everything was really easy to find. I didn't feel like I had to search hard 

for anything or to figure out how to do something. The layout looked nice too; I 
liked that. 

○ Ellie: I like [the resources]. I don't know what they mean, but I assume that's 
where you get the slides. They tell you that's where you can get them. They 
always tell you you get them later, but by the time I get them I dont give a shit." 
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○ Ellie: "I would think if you made these operable, if I hover over them it would tell 
me what it is." 

○ Susan: “The process of getting there was very easy.” 
● What would you improve about the presentation page? 

○ Phil: "I can't think of anything that I'd change. But where are my audio 
connections, like microphones or speakers to adjust the volume or mute myself?" 
The participant did not see the messaging on the bottom and said "Can I send a 
message to anyone in the group? In addition to the group chat, maybe you want 
to message someone directly." 

○ James: “I think this is really good as it is and I can't think of anything that would 
improve it.”  

○ Ellie: "I think it's nice. The fact that I can expand things and just watch it is neat." 
○ Susan: “I feel like the agenda should be on the homepage. Most of (the 

homepage) just looks like filler information. I could see myself coming back to the 
agenda multiple times during a conference instead of the homepage.” 

  

Scenario B: Social Hour  

The conference is now over for the day, and you are interested in discussing the conference 
and networking with other attendees. 
 

 Task  Screen Objective S / F  Notes 

1 It is the end of the 
day and you want 
to go to a post-
conference social 
event. Where 
would you find 
that? 

Home  
 
Social 
Hour 

To determine if the user is 
able to locate the Social 
Hour section. 
 
To determine if users 
understand the concept of 
the Social Hour. 

Fully Successful - 4 Phil did not have any issues 
with this task. "I would go to 
Social Hour and look for a 
recommended event to go to." 
 
James: "Oh this is great! 
These after conference 
events are really important for 
meeting other people. I like 
this" 
 
Ellie: "That is a huge part of 
networking - mixers - or these 
events. To make it virtual I am 
immediately polarized.” 
 
Ellie: “We’ve all learned in 
this new world that we’re in 
that more than 20 people in a 
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meeting is too much to be 
social with. So would they 
somehow cut this off? How do 
you make it that 100 people 
are not trying to talk to 
someone at the same time?”  
 
Susan: "Personally, I don't 
think I would want to attend a 
virtual happy hour." 
 

2 You are interested 
in working for a 
startup. How would 
you join a group 
talking about this 
topic? 
 

Home  
 
Social 
Hour 
 
Startups 

To determine if the user 
can identify a group in the 
social area based off of 
their needs. 
 
To determine which 
details users are looking 
for when making the 
decision to join a group. 

Fully Successful - 4 Phil: " I guess I could find that 
in the social hour but it 
doesn't have to be, it could be 
maybe under groups... But I 
could browse by something 
that looks [like a] startup in 
the categories, or I could go to 
this start-up mixer. Otherwise 
I would search for a start-up 
event." 
 
James expressed slight 
reservations around the sizing 
of the chat group, saying that 
sometimes when the group 
gets too big you just end up 
with people who kind of "lurk" 
but don't contribute to the 
conversation.   
 
James: "It's easier for me to 
talk to people in smaller 
groups at in-person 
conferences. I don't get too 
overwhelmed that way"  
 
Ellie: "Maybe you should put 
a max. Only so many people 
are allowed to attend social 
meetings at a time. Let's say if 
too many people are 
interested in Freelance Social, 
create another one until that 
then fills up." 
 
Ellie: "You can't have more 
than too many people in 
social hour before it gets to be 
too much. So, maybe there 
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should be buckets. Overfills. 
And oh well if you don't get to 
be in the same bucket as your 
best friend and they get put in 
another. The whole point is to 
get to know other people 
anyway." 
 
 
 

3 You are in the 
group video chat, 
but you are having 
difficulty joining in 
the conversation. 
How would you get 
involved in the 
conversation? 

Startups To determine which 
option users would take 
to involve themselves in a 
conversation (video chat, 
written chat, ice breaker 
button). 

Fully Successful - 4 Phil, James, and Ellie 
expressed uncertainty around 
how the icebreaker feature 
would work. Phil and James 
thought it was part of the chat. 
Ellie and Susan discussed it 
in broader terms, focusing on 
chat and video. 
 
Phil thought it was part of the 
chat: "I could fill out the 
icebreaker that just sort of 
announces my presence and 
if that doesn't work I could 
type a message."  
 
James: "I'm used to just 
sending a message in the 
chat window, but if the chat is 
real clogged up sometimes it's 
hard to get noticed so you just 
have to jump right into the 
conversation"  
 
Ellie discussed it in terms of 
chat or video: "It would be 
interesting to see how that 
works. Would it bring you to 
the forefront to get people to 
shut up. Is it like a raise your 
hand? It seems like someone 
would have to be facilitating 
this. You might need to raise 
your hand option if Tracy 
Bishop is saying something, 
but Lee wont shut up. That's 
why you can't have too many 
people in this, or it would be 
obnoxious. It would be 
interested to see how it plays 
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out. It would almost be like - 
here;'s the rules or how best 
to attend a social networking 
happy hour. Like follow these 
tips and tricks on how to get 
the most out of this zoom 
meeting." 
 
Susan noted different 
features that she could use 
(i.e. icebreaker, simply talking 
using her video, or entering 
something in the chat), but 
she said she could see herself 
simply listening to the 
conversation. 

4 You heard 
interesting 
comments from 
Benjamin Howe. 
How would you 
connect with him? 
 
 
 

Startups To determine how users 
use a Social Hour event 
to connect with other 
conference attendees. 

Partially Successful - 2 
 
Unsuccessful - 2 

All four participants made 
comments on the 
importance and preference 
of sending a direct 
message, rather than just 
connecting to someone on 
a superficial level. 
 
Phil and James were 
unsuccessful in this task.  
Both participants wanted to 
send a direct message first. 
 
Ellie and Susan were 
partially successful. Ellie 
clicked on Message first, but 
then found the Connect 
option. However, she also 
expressed hesitation around 
connecting without any 
context, preferring to send a 
message first. Susan echoed 
a similar sentiment, preferring 
to focus on sending a direct 
message.  
 
Ellie: "These almost seemed 
synonyms. The add button 
makes sense in hindsight. I 
didn't know I had the 
capabilities, but that makes 
sense now. Maybe the little 
chat box - you don't want to 
connect but want to ask a 
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question or say hi. You might 
want an intro before you 
connect, or maybe you don't 
want to connect." 
 
Ellie: "I don't want to accept 
50 sales people connecting to 
me." - so our prototype just 
says you're not connected 
without sending a request. 
 
Susan: "I don't want more 
connections, just to have a lot 
of connections. I want true 
conversation and meaningful 
relationships with people. 
That's why I would want to 
send a message first."  
 

 

Post-Scenario Questions 

● What did you think of the ice breaker option? 
○ Phil: "I think that's good, but where can I see everybody else's icebreaker stuff? 

Would this be in the messages? I guess I don't know where this goes. I don't 
know how the ice breaker works...I need to see everyone's icebreaker answers. I 
guess it would pop up here [in the chat] so people could respond to it." 

○ James: “I think it's ok. I don't think it's something that I would use though. I'm 
assuming that using the ice breaker to jump into the flow of a conversation might 
actually interrupt it and I wouldn't want to do that.  I think it's an interesting idea 
though.” 

○ Ellie: “Idk. It is not operable, so I would like to see a bit more about how it works. 
What happens when you click on it. I am hesitant to use it. I wouldn't want to 
interrupt everyone.” 

○ Susan: "I think it's a good option for some people to have. Other people hate ice 
breakers though." 

● What did you think about the label “Social Hour”? 
○ Phil: Thought it worked well. 
○ James: “I think this worked well. It was clear and, for me, easy to understand.”  
○ Ellie: “I think it's ideal. It's a huge reason why I go in the first place.” 
○ Susan: “I liked it. Pretty clear to me what's going on there." 

● What did you like about the Social Hour experience? 
○ Phil: "It was easy to find and I think this is really useful." 
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○ James: “I thought this area was great, and really necessary if you're attempting 
to encompass the entire conference experience. This would be something that I 
would look for if I were going to a virtual conference.” 

○ Ellie: “Good. I just am really wondering how it would work and how do you 
keep it at small groups. Or how do you leave? Can I go to another table? Can 
I hang out at this table for 5 minutes, then join this other group over here. My 
biggest concern is how do you make it overwhelming, but still make it fun and 
interesting. I do feel you need to cap it. That might be polarizing though, if 
someone can't get in. Who is running this would have to think though that 
part.” 

○ Susan: "The concept is good. Without it, this could all feel like watching a bunch 
of hour long videos with no one to talk to them about." 

● What would you improve about the Social Hour experience? 
○ Phil: N/A 
○ James: “I like this, and I can't really come up with anything that might improve it.” 
○ Ellie: “Everything I said. How do you make it so I can pop in and pop out. I don't 

want to talk to these people. Maybe I don't want to talk to Tracy, or I don't like 
Carla and I don't want to be there. There are people that I know that I don't want 
to go to their table." 

○ Susan: “As I said before, I go to conferences to make connections, but I don't 
want to make virtual connections with people just to do so. My hope is that these 
sessions would be where I would know whether I have a connection with 
someone." 

  

E. Wrap-Up Activity 

Thank you for taking part in our research. I just want to ask you a few questions about the 
platform you just used before we end this session. 

● What is your impression of the virtual conference platform after using it? 
○ Phil: "I thought the tasks were easy and the design made sense.” 
○ James: “This is a really cool idea. I liked the layout of things; everything felt like it 

was right there and not buried somewhere where I can't find it.”  
○ Ellie: “I think it's a really interesting idea and concept. I think as long as you can 

overcome the social aspect and really...you really got to nail that. I go to a 
conference to see people, be seen, and have a good time. How do you make 
that happen? How do you engage people? Otherwise I am attending this and 
working at the same time. 
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○ Ellie: “I think having the option to track down individuals and set up coffee in a 
coffee room or something like that. A lot of bankers are like "let's meet in this 
time frame" so there are people who are going to want to get facetime with you, 
so the ability to have a one on one meeting.” 

○ Susan: "I liked it. I think there's a lot of good things here!" 
● What feature(s) of the platform would you say you found to be the most useful? Least 

useful? 
○ Phil: "There were a lot of buttons and widgets that I didn't interact with that I'm 

not sure if they are useful. They may be useful but I can't speak to them. There is 
a lot of information in the application that we didn't address in the test so it just 
raises the question, do you need them? Why are they here?"  

○ James: “Well I like the social hour area; that's something important for me. And 
there were some things that caught my attention, but I wasn't asked about it or it 
didn't come up as I was completing a task. I don't know if it was just extraneous 
stuff because I didn't use it or if there was a purpose for it and it just didn't get 
tested.” 

○ Ellie: 
■ “Most - Schedule and being able to see my agenda. The agenda is key to 

making it easy to navigate a conference.” 
■ “Least - I don't think I know what activity or forum means. [after explaining 

the forum] - you definitely need something like that, that's helpful. Activity 
is different, but it makes sense you would want something like that in a 
virtual conference to see what people are up to, but I want the option to 
not be tracked. I would not really want people to tell me if I am in a certain 
thing.” 

○ Susan: "I liked the agenda. That's where I would go multiple times throughout 
the conference. Least useful might be this chat thing at the bottom of the page. 
I'm not sure I need any more distractions than I already have -- especially at 
something virtual." 

● Is there anything else that you observed during the completion of the tasks that you 
would like to discuss? 

○ Phil: N/A 
○ James: “Not really. Overall I feel that this is really neat and a good idea.” 
○ Ellie: “I have said my concerns on the social thing, otherwise I think it's pretty 

neat.” 
○ Susan: N/A 
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9.17 Mid-Fi Prototype 2 SUS Results 
 

System usability scale 

Q # 
Participant # SUS 

Question P1 P2 P3 P4 

1 

I felt confident navigating 
through the virtual 
conference platform 3 3 4 4 

2 

I felt like I needed to learn 
a lot before I could start 
using the platform 4 4 3 3 

3 

I think most people would 
learn to use the platform 
quickly. 3 4 4 4 

4 
The platform was 
cumbersome to use 4 4 4 3 

5 

The various features of 
the platform were 
integrated and consistent 2 3 4 4 

6 
The platform features 
were inconsistent 4 4 4 3 

7 
I think the platform was 
easy to use 3 4 4 4 

8 

I would need help from a 
more knowledgeable 
person to use the 
platform 4 4 4 3 

9 

I think that I would like to 
use the platform to 
attend virtual 
conferences more 
frequently 2 2 3 4 

10 
The platform was 
unnecessarily complex 4 4 3 1 

      



 
HCI 594 Project Final Report  Team: 2 
  Date: 06/06/2020 

 

 
Spring 2020  Page 139 

 

 Individual SUS 82.5 90 92.5 82.5 

 Total (Average) SUS 86.87    

 
 


