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ex System

Abstract

This study analyses tutorial types in depth and considers the user's learning
experience. Based on this, an embedded tutorial was designed for a complex
system that focuses on image editing. The step-by-step tutorial, which in-
cludes text, screenshots, and videos, provides a variety of learning styles.
Tool highlighting was added to address the complexity of the interface tools to
provide better learning. Subsequently, experiments were designed to compare
the learning features of photo editing software (e.g., Photoshop) with the
design features. Experiments were then designed to verify whether the design
was superior to the current system. The results of the experiment results
showed that the design learning function option Y was superior to the original
version. Despite the success of Option Y, there is still room for improvement, in-

forming further optimisation.
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When a user enters a task question, the retrieved answer will contain
keywords for that question. Users can
to help them get more accurate tutorials pushed to
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Testing & Evaluation

The purpose of the test is to compare Photoshop's
original learning system with Option Y, which | de-
signed, in order to verify whether Option Y's learning
system is superior to the original system.

The experiment was structured as a within group
and 8 participants were recruited.

The comparison method for this experiment will be a
combination of measurement data and the results
of the User Experience Questionnaire (UEQ) to
compare the two versions. Specific measurement
data metrics include the time to complete the task,
the error rate during task execution, and the
number of repetitions of learning.
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Introduction & Background

Given the increasing demands and technological complexity, modern interactive
systems present a learnability challenge that significantly influences user experi-
ence. An effective tutorial is essential for users to swiftly grasp system functionalities,
enhancing their confidence and overall experience. On the contrary, a diffi-
cult-to-learn system can lead to frustration, diminished confidence, and even user
abandonment. Hence, the acceleration of user proficiency in utilizing system functions
is imperative.

To tackle this challenge, designers have explored diverse tutorial modes, including
tooltips, guides, Q&A, and videos. Nonetheless, current tutorials have certain limita-
tions. This study aims to summarize existing tutorial types. Regarding their limita-
tions, | have developed a new learning function for desktop image and video edit-
ing software. A series of experiments will be conducted to validate its superiority over
the existing tutorials function.

User Flow

—_ % ——e Hide window

The tutorial system interface can be

in the original interface. Users can
re-open them when needed.

e Key Screenshots
and Text Commentary

Each step-by-step tutorial will contain text

1. When you encounter a problem, open the
tutorial function.

explanations for users to choose
from.
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——e Step by step

Fina The tutorials will be conducted in a
to guide the user through the tasks.
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e Highlight tool position

Highlight Tool. When the user clicks through to a
new step-by-step guide, the

in the operating system
interface. e

8.1 Click on the video to learn.
8.2 Return to the original screen after the video.

e Collect tutorial

When users think they will use the tutorial again, they can
and open the bookmark to learn it again when they need it later.
This avoids the need for users to search for tutorials again.

9. Complete task.

Resedrch Result

Chart of task completion time it took each participant to complete the task using
the original learning system and the Option Y learning system respectively
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Chart of the number of error clicks during the
participants’ experiment
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10. Hide the learning window.

Study Methodology

Previous method
Tutorial format

Option X
Option Y

Usability testing
Interview
Data analysis

Design

Prototype
User flow

Measurement
Data analysis

that meets your needs.
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3. Browse the answers and select the tutorial

Explore previous studies on the learnability of complex software based on task-cen-
tred design, mining existing solutions and summarising them in terms of both the
tutorial format of complex systems and the problem of user interaction experience
throughout the learning process.

Based on the pain points summarised in the literature review, | envisage two design
solutions to respond to the above problems, Option X and Option Y respectively.

The aim of this experiment was to select the better of the two conceptual scenarios
for development. Participants were required to complete the tasks provided by me
and to fill in a usability questionnaire and interview at the end of the test. At the end
of the test, | analysed and evaluated the results.

As a result of this first test, | chose to continue to develop Option Y. Further refine-
ments were made to the functionality of Option Y and the design of the interactive
interface.

Complete high fidelity user flow charts.

The test used the metrics of time to complete the task, error rate during task execu-
tion, and number of repetitions of learning to validate my design by comparing the
learning system | designed with the learning system that comes with Photoshop.

4. Read the instructions and follow the tool
highlighting instructions in the original interface.

5. Click Next to learn.
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11. Bookmark a tutorial if useful

Conclusions & Future Work

| used the T-test to examine the participants’
task completion time, number of clicking
errors, and number of repeated attempts
using both versions, and the results showed
that the difference between Option X and
the original learning system (PS version)
was statistically significant. The attractive-
ness scores on the UEQ scale, however,
showed no significant difference between
the two versions. Therefore, based on any of
the above data analyses, it is edasy to see
that the Option Y version is overall superior
to the original learning system and confirms
the significance of this study.

However, from observations made during
the experiment, it can also be found that the
existing Option Y version still has certain
shortcomings. For example, the tool high-
lighting feature is not conspicuous, and and
there exists an issue concerning the clear
determination of the completion status of
tutorial steps. Furthermore, there is a poten-
tial bias in the results of the experiment be-
cause the Option Y version does not fully
enable interaction. Moving forward, | will
continue to improve the design of Option
Y based on my observations from this ex-
periment.
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