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Hey	team!	…I	study	fire	ecology	(or	how	plants	respond	
to	wild	fire).	Besides	fire	ecology,	I	also	study	Great	Basin	
native	plants,	and	I	really	like	carnivorous	plants.	I	also	
like	to	hike,	rock	climb,	and	watching	football	and	
baseball.	

I'm	excited	to	see	what	you	guys	come	up	with	for	your	
project	and	hope	I'll	be	able	to	help	you	learn	a	little	bit	
more	about	science	and	plants	(I	think	they're	the	
coolest!)	Have	a	good	one,	Kevin

I	liked	this	experiment	
better	
because	it	really	supported	
our	original	hypothesis…

One	key	part	of	science	is	resisting	the	
desire	to	fall	in	love	with	your	
hypothesis	and	prediction	:)	It	is	
totally	okay	for	you	to	find	results	that	
contradict	what	you	expect…

Hi	Team,	I'm	sorry	to	hear	your	project	is	
frustrating.	Remember	that	this	is VERY	
NORMAL	in	science.	I’ve	spent	many	projects	
planning	and	planning	and	getting	everything	
in	order,	and	things	still	go	wrong!	It	is	just	a	
part	of	the	game,	and	happens	to	scientist	at	
ALL	levels	– so	you	are	not	alone	at	all!	In	terms	
of	how	to	improve	things…





An	NSF-funded	Collaborative	Professional	Development/	Impact	Study

• Modernize	UX
• Allow	more	community	interaction	between	teachers	and	scientist	

mentors
• Provide	more	control	to	teachers/less	responsibility	for	program	

administrators
• Be	part	of	something	larger	– develop	features	for	the	larger	HUBzero

community







Usability	Services
Meeting	to	develop	a	plan	for	usability	services	and	timeline

• Heuristic	evaluation
• Workflow	analysis
• Comparative	Analysis

Revisions	made/mockups	generated

• Usability	Testing

Additional	revisions	made



What	is	it?	 Key	Findings:	

Outcomes:	

Heuristic	Evaluation

• Usability	
Engineering	
method	to	inspect	
usability	problems	
based	on	usability	
principles

• Efficient	way	to	
find	basic	and	
critical	usability	
violations

• Filters	for	finding	mentors	were	
difficult	to	use	due	to	ambiguous	
labels	and	a	complex	design

• Navigation	was	confusing	due	to	
scattered	menus	and	unlinked	sub-
pages

• The	main	navigation	menu	had	low	
visibility	due	to	the	low-contrast	color	
schemes	between	text	color	and	
background

We	redesigned	menu	organization	and	fine-tuned	
color	scheme.	We	redesigned	filters	(including	
input	from	comparative	analysis)







after



What	is	it?	 Key	Findings:	

Outcomes:	

Workflow	Analysis

• Finds	barriers	and	
problems	in	
processes

• We	specifically	
examined	the	initial	
process	for	setting	
up	student	groups	
and	preparing	the	
online	space	for	our	
participants

• The	lack	of	capability	to	manage	
documents	for	creating	student	
accounts	made	the	process	complex	
and	caused	delays	in	creating	groups

• The	process	for	assigning	mentors	
and	students	to	groups	was	difficult,	
requiring	labor	and	time	due	to	the	
inconvenient	interface

We	designed	a	new	user	interface	for	
teachers	to	create	and	manage	student	
accounts	and	project	management

We	streamlined	the	process	of	assigning	
mentors	and	students	to	groups



What	is	it?	 Key	Findings:	

Outcomes:	

Comparative	Analysis

• A	review	of	applications	
or	websites	similar	to	the	
website	being	evaluated

• Examine	what	
competitors	have	done

• Allows	to	identify	
problems	and	establish	
benchmarks	for	
comparison

• Understand	industry	
standards	or	best	
practices

• Websites	like	CK12.org	have	interfaces	that	
allow	teachers	to	create	student	accounts	for	
their	students,	while	Socrative.com and	
Powerschool.com allow	teachers	to	import	
rosters

• Google	Photos,	Pandora.com,	Canva.com,	
Flickr.com,	CK12.org	and	stackexchange.com all	
present	ways	to	assign	items	to	different	
groups

• E-commerce	sites	provide	examples	of	filtering	
and	searching	conventions

Comparison	sites	informed	design	of	our	
filtering	component	and	our	new	interface	for	
adding	student	accounts





Mockups	created	using	Axure





Usability	Testing
5	teachers	from	workshop	asked	to:	
1. Using	wireframes,	create	team	projects	in	AA	

High	School	group	and	add	students	and	
mentors	to	the	project

2. Using	wireframes,	1)	change	team	name;	2)	
reset	student	password;	3)	remove	mentor	from	
a	team

3. Using	mentor	gallery,	select	3	mentors	for	your	
student	teams;	include	1	mentor	who	works	
with	middle	school	students	and	two	mentors	
who	are	in	the	early	stages	of	their	career.



Findings	from	Usability	Testing

• Participants	were	unsure	of	starting	point	for	
creating	projects

• Participants	wanted	an	easier	way	to	add	
multiple	students

• We	learned	a	lot	about	where	users	expected	
to	find	different	features	and	insights	allowed	
us	to	streamline	UX	even	further.







Continuous	improvement	is	necessary	for	the	
growth	and	successful	development	of	any	project.

Take	advantage	of	UX	consultants!	

Keep	an	eye	to	the	future	and	plan	for	iterative	
changes	so	you	can	continually	meet	users’	
expectations	and	reduce	administrative	burdens.

Involve	your	users!	They	can	provide	insights	that	
are	hard	to	get	elsewhere.

Allow	time	for	UX	evaluation

Lessons	Learned
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