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timelock
capture the moment; enjoy the experience




Our user is someone who....

Parties, concerts, large 
gatherings, conferences, 
social events, a fun night 
out.

To be present, but also 
wants to have something to 
remember an event by.

Capture a holistic sense of 
the event, from music to 
decorations to locations.

Love Wants Needs



The Problem

The need to be 
present, but also have 
something to 
remember the night 
by. 

Sharing and 
aggregating media 
aesthetically across 
large groups .

An easy way for 
groups to capture and 
share meaningful 
memories all in one 
place.



The Solution

Participants 
contribute various 
forms of content, 
such as photos, 
videos, voice 
recordings, songs, 
locations, and 
messages, within a 
specified time-
frame

Collaborative app 
designed to create 
a time-sensitive 
multimedia 
experience for 
groups





all contributions are 
compiled into a 
single, shareable 
memento that 
captures the 
essence of the 
moment for all 
participants



Outline of Presentation

1)Sketching Explorations

2)Refined Realizations

3)Choosing a Realization

4)Lowfi-Prototype Construction and 
Features

5)Paper Prototype Testing

6)Results and Implications








Sketching 
Explorations



Concept Sketches







Timed Submission Alerts�

� Participants have 
specified times to 
submit media to a 
timelock�

� Notification when they 
can submit media

Exploring Concept Sketches



Timelock Stats�

Sharing Functionality�

� timelock shows “stats” 
(ie amount of each type 
of media submitted




� easily share timelocks 
after an event 
concludes




Refined 
Realizations



Mobile App



iMessage Widget



Choosing a 
Realization



Cons:

� Not cross-platform: iMessage 
only�

� Small interface:This design 
requires leaning into messaging 
native artifacts and design choices 
(e.g., texting notifications).�

� Only certain demographics 
enjoy using widgets: This 
limits overall use. 

Pros:

Enhances Existing User 
Behavior:

�

� Integrates seamlessly with common 
social practices (group chats with friends)



Focused Interface�

� Small, streamlined design highlights the 
importance of group interaction�

� Reduces distractions, allowing for a more 
engaging media-sharing experience.

iMessage Widget



Cons:

� Requires download on the 
part of all users.�

� Adds a layer of complexity by 
bringing user out of their 
common medium of 
communication with friends 
(e.g., text). 

Pros:

� Cross platform, not Apple 
specific.�

� More opportunities for 
creative designs around multi-
media artifacts.�

� Versatile invitation format 
(text, send link, invite via app) 
vs. text only. 

Mobile App



Reddit commentary... 

Rationale: Choosing 
Mobile App

iMessage widget: integrates into an 
existing flow where users are already 
engaging with their friends during events



Mobile App: can be cross platform and 
expands our design space for interesting  
multi-media outputs. 
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Only ~26% of smart 
phone users are 
iPhone users

What about 
interactive outputs? 

Timelines? 



Lowfi-Prototype



Low-Fi Prototype:

3 Task Flows
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Our Paper 
Prototype
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Our prototype included three main 
tasks:

Moderate Task (Step 1)

Create a timelock event and share 
it with a friend. 






Requires inputting text. 

Simple Task (Step 2)

Add a piece of media to an 
existing timelock. 






Requires taking a photo. 

Complex Task (Step 3)

Share a timelock with an (external) 
friend. 






Requires sharing. 



Keep them short and sweet, 
so they’re easy to scan and 
remember.



Inputting text

For areas of the prototype where 
you could input text, we provided 
sticky notes and the instruction: 



“When you see a sticky note...” 



Taking a photograph

To prototype “taking a photo” that 
you then “submit to the timelock” 
we cut out a square in the middle of 
the screen of our prototype. We 
provided the instruction: 



“XYZ” 



PREVIOUS FINAL

Sharing with 
friends

Our initial prototype 
required a user to walk 
through a fake iMessage 
sharing flow. To simplify this 
complex UI, we mimicked 
sharing by having a user 
press one button and then 
receive a success message 
“you’ve shared X with Y.” 
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Testing Our Paper 
Prototype



Finding Participants: Target Demographic
What demographics are relevant to timelock?

People who host 

events

People who attend 
events

People who like to take 
photos

What demographics would value timelock?



INTRODUCTION

Participants
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Trisha

mid 20s, content creator, 
large event host for brands 
and apps 

Kevin

early 20s, SJSU student, takes 
photos socially

Vicky

early 20s, Stanford student, takes 
photos socially and hosts medium 
sized social events

Hazel

early 20s, USF student, takes 
photos socially and hosts small/
casual social events

Compensation: sour patch kids Recruitment: Tresidder & Downtown PA



Environment, Apparatus, and Roles
4 In-Person, Paper Prototypes

FACILITATOR

NOTETAKER

CONSTUCTOR CONSTRUCTOR



Testing Procedure and Design Iterations

Test Participant 1 Test Participant 2
Initial 
Testing

Refine 
Prototype

Second 
Iteration 

of Testing

Analyze participant feedback and refine paper 
prototype

Test Participant 3 Test Participant 4



Usability Goals

Learnable: ease of 
first time use


Many users may download 
timelock immediately prior to an 
event

SUMMARY

Pleasing: easy and 
Fun to use


Essential to ensure users continue 
to use timelock



Usability Goals: 

Key Measurements



Learnable: Ease of first 
time use


� Relative time it takes for users to 
complete each tas�

� Whether or not users 
successfully completing the tas�

� Users minimally running into 
“dead ends”
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Usability Goals: 

Key Measurements



Pleasing: easy and fun 
to use


� Users enjoy engaging with 
feature�

� Verbally assessing user 
satisfaction after testin�

� Verbally assessing if users 
would use again and/or 
recommend to friends
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Testing Iteration 1



Testing Iteration 1: Immediate Problems

Confusion and User 
Navigation:

	


Both participants experienced  
instances of  (e.g., 
navigation loops, unclear icons) 



users encountered “
,” affecting overall 

usability

confusion

dead 
ends

Feature 
Enhancements:



Participants expressed 
a 

 (mood tags, 
captions, and sharing 
options)

desire for additional 
features



Key Goal in Refining Paper Prototype:

Navigation Issues: not meeting 
important usability goal

Based on User Feedback:�
� remove “dead ends�
� eliminate confusing interface 

elements



Home Page Layout



Dead End in Timelock Creation



Sharing Options:



Ability to Add Captions



Test Multimedia Sharing Component



Testing Iteration 2

Significant reduction in navigation issues



Process Data



Participants demonstrated positive engagement with the Timelock app.



Key themes emerged around user experience, including confusion with 
certain icons, a desire for enhanced features, and a strong interest in social 
interactivity.



Users appreciated the app’s multimedia capabilities for sharing memories but 
noted areas needing improvement to enhance usability and enjoyment.

KEY FINDINGS



OBJECTIVE

Bottom-Line Data

Learnable: ease of 
first time use



After prototype 
modification, there was 
largely no confusion



� Big button�
� Simple tex�
� quick process

Especially for uploading 
media during an event�

Pleasing: Easy 
and fun to use



Spontaneity: idea of getting 
a notification at any 
moment



Multimedia upload options



What participants liked:



Key Aspect 
Missing:



More Social 
Components



OBJECTIVE

Key Usability Goal to Address: 

Pleasing:

 Easy and 

 to use


FUN

Participants felt more 
social components would 
make timelock more 
engaging

Social components participants felt 
would make timelock more FU�

� notifications when other people uploa�
� photos as a live update to attendees who 

are a part of the timeloc�
� can send photos an hour or two before 

timelock starts to “build hype�
� allow comments from people at the event�
� public timelocks that can be a part of a 

profile



Common Theme: Real Time 
Interaction



Key Findings

What would motivate users to continue 
using timelock�

� Fast and Easy to Use: doesn’t distract 
from the even�

� More Social Component�

� Aesthetics/ Visual Appearance

Participants stated 
they would only be 
interested in 
continuing to use 
timelock if a large 
number of their 
friends also use it



Implications 
Improving timelock’s design�

� Improve ease of navigation and icon 
clarity: big buttons, simple text, quick 
proces�

� Expand Customization Options: 
Introduce more ways for users to 
personalize their experienc�

� Add more social components



Current features are not 
enough : Need more social 
elements to keep users 
engaged



The success of Timelock 
relies heavily on a network 
effect, where the value of 
the app increases as more 
users join



What testing couldn’t reveal:

How users would interact with the app in 
dynamic, real-life settings where 
distractions could impact usability



How users would interact with social 
features (currently not implemented)



Long-term engagement of users with the 
app over multiple events



Thank you. 
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Overview

Concept Sketches (con’t)
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OBJECTIVE

iMessage Widget

Pros�

� Augments a common user behavior 
(social group chats with friends)  instead 
of trying to create a completely new one�

� Small interface emphasizes the 
importance of the group chat and social 
systems supporting the media sharing 
behavior. By default, less distracting. 

Con�

� iMessage only, not cross-platform�
� Small interface. This design requires 
leaning into messaging native artifacts 
and design choices (e.g., texting 
notifications).�

� Only certain demographics enjoy using 
widgets. This limits overall use. 
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OBJECTIVE

Mobile App 

Pros�

� Cross platform, not Apple specific.�
� More opportunities for creative designs 
around multi-media artifacts.�

� Versatile invitation format (text, send 
link, invite via app) vs. text only. 

Con�

� Requires download on the part of all 
users.�

� Adds a layer of complexity by bringing 
user out of their common medium of 
communication with friends (e.g., text). 

EVERYONE: FEEL FREE TO CHANGE 
ADD MORE BELOW. 
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OBJECTIVE

Testing Preparation

link: https://docs.google.com/document/d/19k1zyu0UXUY2wy9M6_vpWAzzKfQq8teXlD5wbLOwitc/
edit?usp=sharing
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https://docs.google.com/document/d/19k1zyu0UXUY2wy9M6_vpWAzzKfQq8teXlD5wbLOwitc/edit?usp=sharing
https://docs.google.com/document/d/19k1zyu0UXUY2wy9M6_vpWAzzKfQq8teXlD5wbLOwitc/edit?usp=sharing


Birds Eye View of Final Paper Prototype



Organized Log of critical incidents

https://docs.google.com/document/d/1jtg3my9MS6SPV-
cvs4cAUy7VMSywcRFJDlONZbnZkKc/edit?usp=sharing

Full Summaries, Incidents, Analysis

https://docs.google.com/document/d/1jtg3my9MS6SPV-cvs4cAUy7VMSywcRFJDlONZbnZkKc/edit?usp=sharing
https://docs.google.com/document/d/1jtg3my9MS6SPV-cvs4cAUy7VMSywcRFJDlONZbnZkKc/edit?usp=sharing

