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P5: Working Prototype 

 
Reflection: 

Reflecting on the data collection process, we found it was difficult to find appropriate 
measures to use in a survey. Based on our app designs, the best type of data collection would 
be asking short answer questions and collecting observational data. Since our apps both 
focused on going out and actually meeting real people, it would have been helpful if we were 
able to do a complete mock-up where the test user could actually go out and talk to someone to 
see if it has the impact we are hoping for. Without actually meeting anyone, users were only 
able to go through the app functions and were unable to really get a feel for whether these types 
of interactions were useful. We found that the scale questions worked well in helping us gauge 
how useful and intuitive the apps were. Yes or no questions were not as helpful because they 
failed to provide further insight into why users felt the way they did.  

Based on test user responses, we found that they thought both prototype designs were 
intuitive to use and successful at achieving the core task of helping people with different 
perspectives meet and discuss things in person.  

For our dark horse idea, concerns that users had included that conversations might not 
be completely honest when one person is being paid to discuss their thoughts. In the interest of 
getting a good rating or tip, the person may be incentivized to skew their discussion to satisfy 
the user. One test user suggested that in the buyer and payee model, the person getting paid is 
also getting something out  of the conversation, so maybe the app should facilitate meetups 
between people who are members, without one paying the other to talk.  

For our main idea, some suggestions test users had included changing the name “event” 
to something that suggests more of a meetup. They also said it would be a good idea to have a 
stronger point and prize system so that users are motivated to keep using the app, and starter 
questions to help break the ice when the strangers first meet each other.  

Overall we realized that our main idea was clearly a better option. The dark horse 
prototype was not feasible. Based on user feedback, we were able to tweak our idea further to 
make it easier to use.  
 
Survey results from study results: here 
 
Final Prototype Design Concept: 

For the final prototype design, we decided to incorporate some new elements. To 
encourage people to lead thoughtful discussions, we added a rating section for the 
conversation, where a higher rating earns the user a higher amount of points. We also added an 
option for people to rate the host. Some other details that we needed to consider included 
automatically closing the meetup after two hours and having the host extend the event if they 

https://drive.google.com/open?id=0B35QOU_yPFredklCLVh6RlhBQlk


want to continue. After the two hours the points will be distributed to the respective participants. 
Different meetups with different amounts of points to be earned will have different colors. When 
creating a meetup, users are required to include one lighthearted topic to use an icebreaker in 
addition to more serious topics. Users can only check in to meetings when they are in the 
correct location. User achievements will be visible under their profile page. 
 
State Diagram:  
 

 
 
Link to Video: https://youtu.be/atZadNc0PDk  

https://youtu.be/atZadNc0PDk


 
Link to GitHub: https://github.com/LaurenMartini/DownToDiscuss  
 

https://github.com/LaurenMartini/DownToDiscuss

