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The publication updates the issue of the quality of interface development and highlights the
main problems in the study of user experience. The work contains an overview of the
methodology for solving UX problems, namely the Evaluative Research Method. In summary, the
results of this study once again emphasize the importance of user experience in business and in
the interface design process.
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The process of modern interface design in addition to solving various problems also
includes reducing costs and design time, improving the quality of proposed solution, simplicity
of software exploitation, studying and implementing new technologies and tools. Without
applying of UX research, development becomes more expensive and longer, and the results of
work are unpredictable [1]. My project can solve these problems - it allows you to get
information about user needs and useful insights that can be used during product development.
The analytical part of the project will be useful in the creation of new and
support/improvement of existing digital products, namely: in studying the target audience of
the designed product and determining user preferences, using a wide range of research.

To fulfil these aspects of interface design, user experience (UX) research is conducted.
UX is defined by how user interacts with the product, system or service, and his feelings during
the process [2]. The main criteria are a person’s perception of usefulness, ease of use and
efficiency. User Experience is a set of emotions, actions and results that a person receives
when interacting with a site, product or program [3]. That is, the experience of interaction. For
example, if you use a website, the basis of its popularity and success is the design of the user
experience. That is, intuitive, consistent with buttons and other elements familiar to people.
Only by taking into account these factors, a web designer will be able to create an interesting
and attractive design for any project [4].

In order to implement UX research more qualitatively, there are methodologies that make
it possible to study problem in depth. My project is based on the Evaluative Research Method.
This is a type of research used to evaluate a product or concept. It consist of collecting data and
then processing it to help improve the expected result [5]. The process of collecting data from
respondents makes it possible to evaluate the product from the point of view of a potential user,
identify weaknesses and strengths [6].
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When the user has passed the survey (Fig.1) consisting of 26 questions, the received data
begins to be processed (Fig.2).
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Fig. 1a. User interface of the web application

menu
For the assessment of the product, please fill out the following questionnaire. It consists of
general questions with the pairs of contrasting attributes that may apply to the product. The
circles represent gradations between the opposite attribute. You can express your agreement
with the attributes by ticking the circle that most closely reflects your impression.

Describe your experience during using the product. enjoyable | annoying
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Fig. 1b. Structure of the web-application
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Fig. 2. Received data

The order of positive and negative values for an element is randomized. For
measurement, half of the elements start with a positive number and half start with a negative
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number [7]. For example, +3 means the most positive value, and -3 means the most negative

value (Fig. 3).
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Fig. 3. Transformed data
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The level of quality and convenience of the user experience is determined, as well as
areas of improvement [8]. It is possible to compare two versions of the same product, as well
as determine the average statistical values of 6 main aspects (Fig.4), which include the
following criteria:

1)

2)

3)

4)

5)

6)

Attractiveness:

(annoying/enjoyable; bad/good; unlikable/pleasing; unpleasant/pleasant;
unattractive/attractive; unfriendly/friendly);

Perspicuity:

(not understandable/understandable; difficult to learn/easy to learn; complicated/easy;
confusing/clear)

Efficiency:

(slow/fast; inefficient/efficient; impractical/practical; cluttered/organized);
Dependability:

(unpredictable/predictable; obstructive/supportive; not secure/secure; does not meet
expectations/meet expectations);

Stimulation:

(inferior/valuable; boring/exciting; not interesting/interesting;
demotivating/motivating);

Novelty:

(dull/creative; conventional/inventive; usual/leading edge; conservative/innovative)

1.83 2.25 2.00 2.00 2.00 1.50
3.00 3.00 3.00 3.00 3.00 0.00
2.00 2.00 2.00 0.75 1.75 2.00
1.50 2.50 2.25 2.25 0.25 0.75
1.33 0.00 2.00 1.50 1.00 0.00
-0.33 0.25 1.50 0.25 -0.25 1.00
2.50 1.00 2.00 2.00 1.25 0.75
0.50 2.00 1.50 1.75 0.75 1.25
3.00 2.75 2.50 1.25 1.50 1.50
2.33 1.75 1.75 1.25 0.75 -1.50
1.33 0.25 0.00 1.25 0.75 0.75
1.17 1.75 0.50 1.00 1.00 0.25
0.83 1.25 1.50 1.25 1.50 0.50
2.00 2.00 2.00 2.00 1.50 0.50
3.00 3.00 3.00 2.50 1.50 0.00
2.83 2.75 2.00 2.00 2.50 2.50
-1.83 1.00 1.50 1.00 -1.25 0.50

Fig. 4 Scale of average values
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Fig. 5. Average statistical values of main aspects.

Fig. 5 shows the distribution of answers to individual questions. If there are items that
show polarization in responses (many negative, many positive, or many neutral responses), this
can help gain a deeper understanding of aspects of the product that are perceived as quite
positive by one subset of participants and quite negative by another subset [9].

1 annoying/enjoyable 0 1 1 0 3 6 6| Attractiveness
2 not understandable/understandable 0 0 1 1 2 6 7| Perspicuity

3 dull/creative 0 2 0 6 2 4 3| Novelty

4 difficult to learn/easy to learn 1 2 2 0 2 4 6| Perspicuity

5 inferior/valuable 0 0 1 2 4 4 6| Stimulation

6 boring/exciting 0 0 1 6 5 4 1| Stimulation

7 not interesting/interesting 0 1 0 3 5 6 2| Stimulation

8 unpredictable/predictable 0 1 2 3 4 6 1| Dependability
9 slow/fast 0 1 1 2 3 7 3|Efficiency

10 conventional/inventive 0 1 1 4 6 4 1| Novelty

11 obstructive/supportive 0 1 0 4 5 5 2| Dependability
12 bad/good 1 0 0 1 2 6 7| Attractiveness
13 complicated/easy 0 0 0 2 6 3 6| Perspicuity
14 unlikable/pleasing 1 0 1 2 4 4 5|Attractiveness
15 usual/leading edge 1 0 1 5 4 3 3 | Novelty

16 unpleasant/pleasant 1 0 1 0 5 5 5|Attractiveness
17 not secure/secure 0 0 1 0 1 8 7| Dependability
18 demotivating/motivating 0 1 1 5 6 2 2| Stimulation
19 does not meet expectations/meets expectations 1] 0 0 1 1 9 6| Dependability
20 inefficient/efficient 0 0 0 1 4 6 6| Efficiency

21 confusing/clear 0 0 0 0 4 8 5| Perspicuity
22 impractical/practical 1] 0 0 1 1 9 6|Efficiency

23 cluttered/organized 0 1 0 1 3 7 5|Efficiency

24 unattractive/attractive 0 1 0 5 3 4 4| Attractiveness
25 unfriendly/friendly 0 0 0 2 6 3 6| Attractiveness
26 conservative/innovative 3 0 1 5 2 5 1| Novelty

Fig. 6 Frequency values of grades
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Fig. 7. Distribution of answers

According to the results of the research conducted on 20 respondents, the weakest aspect
of the evaluation was Novelty (0.753), and the strongest was Efficiency (1.946). Novelty
determines the degree of creativity and novelty of the selected design solution, so for
qualitative improvement of the product it is worth reviewing this aspect [10]. Reliability means
that the user can complete their tasks with the product quickly, efficiently and on time. The
user interface looks organized.

From the diagram of the percentage distribution of responses, it can be seen that the
majority of respondents give the product a positive rating (>5).

In conclusion | would like to say that the results of this study once again emphasize the
importance of UX-survey in business and in the interface design process. This stage is an
important part of product development, as it allows companies to identify areas of
improvement and interaction with the user in general.
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JOCIIIKEHHA JOCBIAY KOPUCTYBAYIB 3 10IIOMOI'OIO
BEB-3ACTOCYHKY UX-QUESTIONNAIRE

I. Karepusik, C. Hiko/1aes

Jlveiecokutl nayionanvuuil yHieepcumem imeni leana Opanka,
eyn. I'en. Tapnascvroeo, 107, 79017 Jlveis, Ykpaina
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[lyOmikamiss axtyamni3ye HHUTAaHHA SKOCTI PO3pPOOKH IHTEP(EHCiB Ta BUCBITIIOE OCHOBHI
mpobJeMu TpH JOCHIIKEHHI JOCBiLy KopHucTyBadiB. be3 3acrocyBamHs UX-mocmimkeHb
po3poOka 1H(POBUX MPOAYKTIB CTAE JAOPOKYOI Ta [OBHIOK, a pe3ydbTaTH poboTH —
HenepenOauyBanumu. CaMe Ii TpoONeMH BHPINIYye HAIl TNPOEKT - JO03BOJISE OTPUMYBATH
iHpopMaLiio Mpo NOTpedr KOPHUCTYBadiB Ta KOPUCHI iHCAHTH, SIKi MO’KHAa BHKOPHCTOBYBATH ITiJI
4ac po3poOKH MPOAYKTY. AHAJTITUYHA YacTHHA NMPOEKTY OyAe KOPHCHA MpH CTBOPEHHI HOBUX Ta
CYNPOBOJIi/IOONPAIfOBaHHI ICHYIOUMX LU(POBUX MPOIYKTiB, a caMe: y BHBUCHHI LiIHOBOL
ayIMTOpii MPOEKTOBAHOTO IPOIYKTY, BH3HAYCHHI IepeBar KOPHCTYBauiB, BUKOPHUCTOBYIOUH
IIMPOKE KOJIO AOCIiKeHb. Po6oTa MiCTUTH OTiIsq MeTonoorii BupimeHHs npodiaem UX, a came
Evaluative Research Method. User Experience — e cykymHicTh eMoIiii, Iiif Ta pe3yabTaris, sSKi
JMIOAWHA OTPUMYE TIPH KOHTAaKTi 3 caiftom, ToBapoM abo mporpamoro. To0To mocBix
B3aeMmogii. SIkmo OpaTté caliT, OCHOBOI HOTO WOMYJIAPHOCTI Ta YCHiXy CTa€ Iu3aiH
KOPHCTYBaIbKOro A0cBiqy. ToOTO iHTYiTHBHHUH, Y3rOKEHHH MIONO KHOMOK Ta 1HIIMX 3BUYHUX
JUIs JIIofel eneMeHTiB. JInie 3 ypaxyBaHHSAM IMX (akTopiB BeO-mu3aiiHep 3MOXKE CTBOPHTH
LIKaBUi Ta MpUBAOIMBUI IUTA BiZBiMyBauiB qu3aiiH Oyab-skoro mpoekty. Evaluative Research
Method - ue T mocnmifKeHHS, SIKHT BUKOPHUCTOBYETHCS [UISl OLIHKK TPOAYKTY YH KOHICTILII,
noysArae y 300opi JaHMX 3 TOJAJBLIMM ONPANIOBAHHSIM, IO JOTIOMOXE MOKPAIIUTH OYiKyBaHHN
pe3ynbrart. [Iporec 300py JaHWX BiJ PECMOHIEHTIB Ja€ 3MOTY OI[IHUTH MPOIYKT 3 TOYKH 30PY
MMOTEHIIHHOTO KOPHUCTYBay4a, BUSBUTHU CIIa0Ki Ta CHIIBHI CTOPOHHM JJISI TOKPAICHHS TPOIYKTY.

PesynpTaTté maHOTO MOCTIHKEHHS LIE Pa3 MiIKPECTOTh BaxnuBicTe UX-survey y 6i3Heci Ta
y mpoteci npoexktyBanHs iHTepdeiicy. Ileil eran € BaXJIMBOIO CKJIAJOBOK PO3POOKH MPOAYKTY,
OCKIIBKM  JI03BOJIIE KOMIIAHISIM BHM3HAYMTH CQEpH BIOCKOHAICHHS, MOKPAIIUTH HPOILYKT
i B3aEMOJIIIO 3 KOPUCTYBA4YEM.

Knrouosi crosa: npoextyBanHs inTepdeiicis, UX, OIiHIOBaIbHUIE METO/, JaHi, JOCIIPKSHHSL.
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