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ShopCrawl
Shop with friends. Make it fun. 



Anthony Luke Isaac

The ShopCrawl Team



The Problem

1 .Chore shopping i s  bor ing
and monotonous

2. I t ’ s  hard for  people  to
meet  new people

3.T ime i s  va luable



The solution?



Shop Crawl:       
Make Shopping a party



Sketching Explorations
Concept Sketches

AR Tablet



Realizations - Wearable



Realizations - Tablet



Sui tab le  and comfortable
for  users  to  conduct  soc ia l

in teract ions

Larger  screen a l lows us  to
convey  more informat ion

about  crawls

Shopping and phone apps
have become synonymous

Harder  to  s tand out
for  soc ia l  features

“ jus t  another”
shopping app

Lack  of  phys ica l  in tegrat ion
into  the shopping

exper ience

Integrated eas i l y  in to  the
dig i ta l  s ide of  shopping

Veteran shoppers  wi l l  be
less  wi l l ing to  adopt  a  new

shopping s ty le

Interface
Pros Cons



Task Flows

Simple:



Task Flows

Moderate:



Task Flows

Complex:



Bui l t  on  quarter-s ize  paper  to  s imulate
phone app s ize .

Organized sheets  in to  the three tasks  to
st reaml ine team member ’ s  execut ion of

each task .

Protype s tar ts  f rom the homescreen,  and
operates  on a f lat  sur face.

Low-Fi Prototype Construction



Low-Fi Prototype

Home and 
Misce l laneous  Screens

Jo in  Crawl
S imple  Task

Create Crawl
Moderate Task

Past  Crawls  
(Connect  wi th  People)

Complex  Task



Testing Methodology
Participants, Environment, and Procedure

How? 

For  T ress ider :  Anthony  d id  the prototype
whi le  Luke took  notes

For  Sur  La Table :  I saac d id  prototype
whi le  Luke took  notes

Showed them a qu ick  demo before let t ing
them p lay  around wi th  i t  

Who?

Chuck ,  Nate ,  and B la i r   

Wanted younger  audiences ,  asked outs ide
of  popular  chore based s tores

No compensat ion or  outs ide recru iment
necessary  

Where?

Nate at  T ress ider  and Chuck and B la i r  at
Sur  La Table  

Tested on tab les  outs ide s tores

Tested after  they  had shopped



Goal 1: Engagement and
Eagerness

Goal 2: Efficiency and 
Ease of Use

Why test
now?

Engagement lets us know if
the concept sparks interest.

Long completion times show
concept failures.

Meaning for
solution?

High engagement =
community potential.

Ease of use = 
less friction.

Testing - Usability Goals



Goal 1: Engagement and
Eagerness

Goal 2: Efficiency and 
Ease of Use

Process
Data

Observations of enthusiasm
and engagement

Time spent on the last task
from “Past Crawls”

Bottom-line
Data

“1-5, how interested are you
in using ShopCrawl again?”

Aim for > 4 average.

“1-5, how easy was it to
complete the last task?”

Aim for > 4 average.

Testing - Key Measurements



Test Results - Engagement 
Comments made by participants

“Th is  i s  f i re . ”Nate

“ I  usua l l y  hate shopping so I  a lways
get  i t  de l ievered.  I  l i ke  i t  cause i t

might  make i t  actua l l y  fun”
Blair

“ [Seems l i ke]  a  rea l l y  in terest ing
way to  make f r iends  when we’ re

busy  in  l i fe . ”
Chuck



Test Results - Engagement 
On scale of 1-5, how intersted are you in using ShopCrawl again?

5Nate

4Blair

4Chuck



Test Results - Efficiency 
Time to complete complex task starting from “Home Page”

13  secondsNate

Did not  completeBlair

21  SecondsChuck



Test Results - Efficiency 
Scale of 1-5, how easy was it complete the last task

5Nate

4Chuck

2Blair



“ I  don ’ t  want  to  add
a f r iend i f  I  don ’ t

know anyth ing about
them.”

Test Results - Efficiency 
Scale of 1-5, how easy was it complete the last task

Blair



Discussion

Implications
Catast roph ic  i ssue:  soc ia l  safety  and t rust .  

B la i r  refused to  add a f r iend wi thout  knowing
more about  the person.

Changes
Implement  a  user  reputat ion sys tem ( rat ings  and

rev iews)  and a report  feature .

Wi l l  phys ica l l y  meet ing the person dur ing a
crawl  create more t rust?

What Testing
didn’t Reveal

“ I  don ’ t  want  to  add a f r iend i f  I  don ’ t  know anyth ing about  them.”



Discussion

Implications I s sue:  Incons is tent  /  unnecessary  but tons  broke
task  f low and increased f rust rat ion .  

Changes Simpl i fy  nav igat ion by  on ly  keeping un iversa l
Back  and Home buttons .

Wi l l  p lat form speci f ic  gestures  ( such as  back
swipe on iOS)  fu r ther  confuse users?

What Testing
didn’t Reveal

“ I  don ’ t  th ink  you need th i s  [my f r iends]  but ton on every  screen.”

“There ’s  no back but ton here. ”



Appendix



solution Idea Sketches



 Pros and Cons of a wearable
Users  can qu ick ly  check  crawl  routes ,  s tore  check- ins ,  o r

deals  wi thout  pu l l ing out  the i r  phone.  Th is  enables
smoother  t rans i t ions  between walk ing ,  brows ing ,  and

purchas ing ,  a l l  benef ic ia l  for  in  person shopping

A wearable  can serve as  a  v i s ib le  ident i f ie r  which s ignals
part ic ipat ion ( “ I ’m on the Crawl ! ” )

The watch form factor  natura l l y  supports  l ightweight ,  on-
the-go engagement .  I t  pushes  users  to  s tay  act ive  and

v is i t  mu l t ip le  s tores ,  a l ign ing wi th  the exper ient ia l ,  event-
based nature  of  the crawl .

Pros
The smal l  screen makes  i t  near ly  imposs ib le  to  browse

crawl  opt ions ,  v iew deta i led maps ,  or  compare s tore  info  

Adding or  inv i t ing f r iends ,  customiz ing crawl  routes ,  and
sett ing preferences  requ i re  mul t ip le  inputs  or  v i sua l
f ie lds ,  wh ich are  cumbersome on a smartwatch U I .

Re ly ing on wearables  can exc lude potent ia l  par t ic ipants
who on ly  have phones ,  reducing access ib i l i t y  and mak ing

the crawl  fee l  less  inc lus ive  to  the broader  audience.

Cons

Because in teract ions  are  l imi ted to  qu ick  g lances  or  taps ,
users  s tay  engaged in  the in-person exper ience rather

than being absorbed in  screens  support ing more in  person
connect ions

Most  core funct ions  ( setup,  ed i t ing ,  jo in ing ,  maps)  would
st i l l  need to  happen on a phone.  The wearable  ends  up as

a “secondary  in ter face, ”  not  a  s tandalone product  —
l imi t ing i t s  independent  usefu lness .



 Pros and Cons of a wearable part 2

Because of  the downs ides  of  a  wearable  (namely  the
smal l  screen enabl ing d i f f icu l ty  to  perform our  tasks ,  and

exc lus iv i ty  i t  has  by  not  be ing wide ly  ava i lab le) ,  we
decided against  i t



Justification of our Goals and
Measurements

Eff ic iency  and Ease of  Use

Goal

Engagement  and Eagerness

Why log ica l  based on the cur rent  progress  of  the
pro ject :  We are des ign ing for  soc ia l  connect ion.
Engagement  he lps  us  gauge whether  the bas ic
concept  sparks  enough interest  to  be adopted

beyond a s ing le  use ,  even at  i t s  bare bones .

Goal

What  these goals  mean for  par t icu lar  so lut ion
mov ing forward:  We need to  ensure  the app i s

not  on ly  usable  but  en joyable ,  mot ivat ing users
to  return  for  future  crawls .  H igh engagement

s ignals  s t rong communi ty  potent ia l .

Why log ica l  based on the cur rent  progress  of
the pro ject :  In  our  bare bones  prototype,  long
complet ion t imes  or  confus ing nav igat ion show

where our  concept  or  word ing fa i l s .

What  these goals  mean for  par t icu lar  so lut ion
mov ing forward:  Ease of  use i s  key ,  s ince users
wi l l  in teract  wi th  th i s  dur ing chore runs .  Ear l y
data he lps  us  ident i fy  f r ic t ion  before invest ing

in  h igh-f ide l i t y  des ign.



Test Preparation
Script

“H i ,  we ’ re  test ing a prototype of  our  app ca l led
ShopCrawl ,  wh ich he lps  people  jo in ,  c reate ,  and

connect  th rough soc ia l  chore shopping crawls .  I ’ l l
ask  you to  complete a few tasks  in  the prototype,

one at  a  t ime.  P lease th ink  a loud as  you go.
[Name] wi l l  observe and take notes ,  whi le  [ I ]  w i l l

be the fac i l i tator  and computer  mov ing around the
paper  prototype.  Before we begin ,  I ’ l l  b r ief l y  demo
the sys tem so you understand how the app works . ”

I n t roduct ion

“You ’ve  jus t  opened ShopCrawl  because you want
to  jo in  a  crawl  happening near  you.  Your  task  i s  to

f ind a crawl  that  looks  in terest ing and jo in  i t .
Remember  to  th ink  a loud as  you go.”

Task 1  –  Join  a  Crawl  (Simple)
“You ’ve  jus t  opened ShopCrawl  because you want  to  jo in
a crawl  happening near  you.  Your  task  i s  to  f ind a crawl

that  looks  in terest ing and jo in  i t .  Remember  to  th ink
a loud as  you go.”

Task 2  –  Create a Crawl  (Moderate)
“Now,  imagine you want  to  create your  own crawl . ”

Task 3  –  Connect  with  Someone from a Past
Crawl  (Complex)

“Now,  imagine you want  to  reach out  to  someone you met
on a past  c rawl ,  and then add them as  a  f r iend.  

Br ief  Demo

Task  Test ing

1 . “On a sca le  of  1 –5 ,  how easy  was i t
to  complete the last  task?”

2. “On a sca le  of  1 –5 ,  how interested
are you in  us ing ShopCrawl  again?”

Wrap up



Overview of Each Page / Demo Flow
 Start  with  the home screen:  

Jo in  Crawl ,  c reate crawl ,  past
crawls  but tons
My f r iends  page button

Each screen can go back to  the
jo in  /  create /  past  or  the my
f r iends  

Join  Crawl :  
Home screen (s l id ing v iew of
d i f ferent  ones) ,  ar row to
others
Jo in  but ton ->  
Create ->  create crawl

 

Create Crawl :  
Home screen ( in format ion)
Add people  ->  people  page 
Add s tore  ->  s tore  page 
Submit  ->  Prev iew / submit  

 

Past  Crawl
Past  home:  L i s t  v iew of  a l l  the past  c rawls  you have
been on ,  showing how long ago i t  was ,  locat ion ,
number  of  people  that  went ,  and number  of  shops
v i s i ted
Cl ick  on a crawl  ->  Fu l l  v iew of  that  speci f ic  crawl .  Has
l i s t  be low of  the people  that  went  and the s tores
v i s i ted.
Cl ick  on a person ->  V iew of  that  person ’s  prof i le ,  w i th
the i r  number ,  soc ia l  media ,  b io ,  and button to  add
fr iend.
Add f r iend ->  Fr iend added to  f r iend l i s t  

My fr iends:  
My f r iends  screen
Add or  f ind both  lead no
where 



Unused Photos of Testing in Action



Log of Critical errors

Severi ty ,   Sever i ty  Level ,   Count ,  Examples

0 –  No problem (Pos i t i ve) :  5  (nav igat ing home,  adding s tore)
1  –  Cosmet ic :  4  ( remove go to  my f r iends)

2 –  Minor  Usabi l i t y :  5  (no label ing on v iew crawl  page)  
3  –  Major  Usabi l i t y :  4  (miss ing info  for  ed i t ing f r iends)
4 –  Usabi l i t y  Catast rophe:  1  (No safety/rat ing sys tem)



Organized Log of Critical Incidents from Testing 1



Organized Log of Critical Incidents from Testing 2


