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PAPER by FIFTYTHREE  
Overview and Summary of Task Analysis 

Paper is an application for the Apple iPad that remediates the traditional 
journal medium into a digital format.  The application offers a basic set of 
two tools: pen and eraser.  The option to purchase additional brush, 
marker, pencil, and pen tools augment the functionality of the app.  These 
tools give users a greater flexibility of marking options in order to sketch, 
write, draw, outline, and color. Paper offers a palette of nine color options 
that blend and offer users intuitive and unique hues in their compositions.  

In speaking of the immediacy of the application, Paper attempts to offer 
the user a simulacrum of journaling in the traditional paper format 
achieved through minimal design and mobility and gestural patterns that 
simulate the turning of a journal page.  The gestural affordances and 
feedback are enhanced through tools that mimic how different physical 
media mark pages.  Whether through watercolor and brush or pencil on 
paper, users can blend colors, or determine the darkness of a line through 
pressure of a finger or stylus.   

We started the usability test with a few pre-test questions asking users 
what they think journaling means to them and the significance of the act 
of journaling. Many users indicated that they use journals more for 
sketching ideas and creating lists rather than writing long narratives 
about emotions, feelings, etc. A majority of users identified journals as a 
compact, transportable space to store and identify thoughts in abstract 
ways that are distinct to their own thought process. The following is a 
summary of the usability tests performed on PAPER by FIFTYTHREE. 
 
Overall, users seemed to enjoy using the Paper application. Because Paper 
remediates several affordances that are available in the physical object it 
simulates, users had very little trouble figuring out most of the tools that 
Paper offers. For instance, Paper succeeds in making the transfer of 
technology between the physical to digital compatible with user 
expectations by employing things like the gestural pattern of swiping to 
scroll to mimic the physical action of flipping through a book, or adjusting 
finger pressure to vary the thickness/depth of the color line to simulate 
how a user would use a real marker or brush.  By translating several 
physical gestures into digital ones, Paper successfully makes the 
application very guessable and learnable for first-time users. 
Additionally, Paper employs well-known icons such as the “+” button to 
signal an action without having to over mediate the user experience. 



 

 

However, although Paper offers many more features in a compact space 
than a traditional journal, some of its drawbacks come from being a 
remediated digital version. In the case of design functionality, Paper 
attempts to simulate the openness and simplicity of an open journal page. 
However, this minimalism sometimes proved to be problematic for users 
when searching for the tool and color palette. Some users were unable to 
intuit how to bring up this function because the app does not provide an 
affordance to indicate how to get to it. However, once the tool function 
was brought forth, users found it simple to use, guessable, and quickly 
learnable. Another concern lies with the conflation of similar gestural 
patterns. Some users were frustrated when they tried to activate the 
undo function and the system interpreted their action to be the pattern to 
zoom out of the full journal page view. This can be fixed by better defining 
gestural patterns for distinct actions. 
 
What follows is an analysis of each of the ten usability tasks. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

 

 



 

 

Task 1: Take three minutes to explore the Paper app and watch the 
welcome guide. (fig.1) 

 
fig.1 The first notebook seen in the Paper  app serves as a guide to features and functions but the 
Welcome Guide tutorial was not as discoverable. 

Goal of Task: Tests the discoverability of the Paper app and the 
guessability of finding the welcome guide. 

Usability Principles Tested:  
• Discoverability/Affordance 

• Learnability 

Findings: The purpose of this task was to test whether users could 
navigate the environment of the Paper app and find the welcome guide. 
Users were able to explore the app but had trouble finding the welcome 
guide. 

Interpretation: Finding the welcome guide performed poorly in 
terms of discoverability because there was a lack of affordances to 
indicate to the user where he/she could find the welcome guide. Exploring 
the app performed well because it was just meant for users to become 
familiar with the interface. 

Suggestions: Create some type of affordance to indicate to the user 
that the welcome guide feature is available and how to access it. 

 
 



 

 

Task 2: Holding the iPad in landscape orientation, create a new journal. 
(fig.2) 

  
fig.2 Simply pressing the guessable “+” icon adds a new journal to the collection 

Goal of Task: Tests the guessability of whether users can create a new 
journal efficiently and without frustration.  

Usability Principles Tested: 

• Guessability 

• Compatibility        

• Affordance 

Findings: The purpose of this task was to test how guessable the 
creation of a new journal was for users to interpret and complete for the 
first time. Users performed this task efficiently even though it was their 
first time using the Paper application. 

Interpretation: Journal creation performed well in terms of 
guessability because the button used to create the journal had affordances 
with attributes that were designed to look and feel like a real button—
specifically, the circular shape and the plus sign—so the button was 
compatible with the users’ expectation of how to use it.  

Suggestions: None. 
 
 

 

 



 

 

Task 3: Customize the journal cover with a skin of your choice and title 
it. (fig. 3) 

 
fig.3 Customizing journal functions integrate seamlessly with virtual keyboard  

Goal of Task: Tests how guessable it is to customize their journal in 
order to complete the task efficiently and without frustration. 

Usability Principles Tested: 

• Guessability 

• Visual Clarity          

• Feedback (Responsiveness) 

Findings: The purpose of this task was to test how guessable it was for 
users to customize their journals. Users performed this task very 
efficiently even though it was their first time using the Paper application. 

Interpretation: The customization process performed very well in 
terms of visual clarity because the information that the user needs to 
understand for customization can be read quickly and easily. The button 
that the user must press in order to reach the customization options is 
designed very clearly in white with the letter “i”, communicating to the 
user that he/she will find information by pressing it. The resultant 
Journal Settings box uses fields of white space to very clearly show the 
user that he/she can enter information and make selections, and the user 
is presented with very clear options. Pressing in the Name field brings up 
a keyboard where the user can type in the desired journal name; pressing 
the Choose Photo field with an open arrow communicates to the user that 
he/she will be able to choose from an array of photos; and pre-selected 



 

 

cover colors and patterns are also listed, aided by a scroll bar that 
communicates to the user that he/she can scroll through options. Upon 
choosing a photo, the user can choose to move or scale it and then press 
the Done button when finished. The customization process also performed 
very well in terms of responsiveness and feedback. The journal 
immediately appears with the desired cover and the name appears in 
large type above it, along with the number of pages. And the user never 
needs to save any of the functions; they save automatically. 

Suggestions: None. 



 

 

Task 4: Open the journal—on the first page, using the pen tool and the 
colors red and blue, draw a circle, square, and triangle on a single page. 
(fig.4) 

 
fig.4 User easily draws shapes with her finger and pen tool  

Goal of Task: Tests whether users can create shapes efficiently and 
without frustration.  
 
Usability Principles Tested: 

• Pressure 

• Responsiveness/Feedback         

• Affordance/Compatibility 

Findings: This purpose of this task was to test whether users could 
create shapes using the pen tool and colors provided by the Paper 
application. Users performed this task very efficiently even though it was 
their first time using the application. 

Interpretation: Despite watching the video to how to bring up the 
pop-up tool tray, bringing up this function has a high level of learnability. 
After doing it one time, the same action can performed quickly and easily. 
The pen tool performed very well in terms of pressure. It responded by 
registering every touch: pressing slightly resulted in a thin line and 
pressing more firmly resulted in a thicker line. This is very helpful for an 
application that simulates drawing because users have a range of 
precision with their drawings. In addition, the pen tool was designed to 
look and feel like a real calligraphy pen (it is also graphically similar to 
the pen tool in other software such as Photoshop) so users knew to select 



 

 

it from the group of tools and it was compatible with their expectation of 
how to use it. Also, the colors were true to life, so they were compatible 
with what the users would expect to see in their resultant drawings. The 
tools also performed very well in terms of responsiveness and feedback. 
The user did not have to wait for any period of time after selecting the pen 
tool or specific color—the software was instantly ready for them to start 
drawing—and upon drawing, the shapes appeared instantaneously in the 
selected colors. 

Suggestions: None. 

 



 

 

Task 5: Use the brush tool to fill in the shapes with green and purple. 
(fig.5) 

 
fig.5 A user easily finds and uses a brush tool to fill in the shapes with different colors 
Goal of Task: Tests how guessable the brush tool is for the user to find 
and use and the explicitness of the information provided for that user to 
complete the task efficiently and without frustration.  

Usability Principles Tested:  
• Guessability 

• Compatibility  

• Affordance 

Findings: This purpose of this task was to test how guessable the 
brush tool was for users to interpret and use for the first time. Users 
performed this task very efficiently even though it was their first time 
using the Paper application.  

Interpretation: The brush tool performed well in terms of 
compatibility; because the brush tool had affordances with attributes that 
were designed to look and perform very similarly to a real brush, the tool 
was compatible with the users’ expectations of how to use it.  

Suggestions: None. 
 

 

 



 

 

Task 6: Undo the drawing you have just created. (fig.6) 

  
fig.6 Due to the complexity of the gesture needed to undo a drawing, a user simply uses another tool to 
erase their drawing 

Goal of Task: Tests how discoverable and findable the undo feature is 
for users to find and use.  

Usability Principles Tested: 
• Discoverability 

• Guessability 
 

Findings: Users employ a spin to scroll action to undo their actions on 
the page. The user can either spin counter-clockwise or clockwise to undo 
or redo actions. Users performed poorly on this task because they could 
not figure out how to activate the undo feature. However, if the user did 
figure out how to use the undo feature, they enjoyed it and thought it was 
quite clever and an efficient way to quickly undo multiple actions. 
Additionally, activating the undo function was another source of 
frustration for the users. To activate the undo feature, the user makes a 
counter-clockwise circular motion with two fingers. Doing this motion was 
sometimes conflated by the application to be the action to minimize the 
journal page.  

Interpretation: The undo feature scored low in terms of 
discoverability because there were no affordances to indicate that the 
application even had an undo option. Since the majority of the gestural 
patterns within the application were tap to select and swipe to scroll 
actions, the Paper application did not make the scroll to select undo 
feature readily guessable. However, if a user did figure out how to use the 
undo feature, they generally liked the option and thought it was smart 



 

 

because it allowed for rapid scrolling through a lot of information in a 
small space. 

Suggestions: Create some type of affordance to indicate to the user 
that the feature is available and how to use it and more clearly 
differentiate gestural motions to activate the undo function and the 
motion to minimize the journal page. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

Task 7: Create a new page in your journal and draw something. (fig.7) 

 
fig.7 Navigation between journal and creation of new pages                                                                                             
is reinforced by feedback from “virtual flipping” of pages.  

Goal of Task: Tests user control and responsiveness of the 
application to commands. 

Usability Principles Tested:  
• Consistency 

• Feedback (Responsiveness) 

Findings: Task 7 was designed to test the cognitive principles of 
consistency (doing similar tasks in similar ways) and feedback (sending 
back information about what has been done). Paper tested well when it 
came to these two principles. All users had no issues creating a journal 
page. 

Interpretation: Paper scored well in these two heuristics for several 
reasons. Firstly, the application provided good feedback when users 
clicked on the “+” button to create a new journal page. After clicking the 
button, the application responds by remediating the physical act of 
turning a page and manifesting this act as a digital gesture. This clearly 
indicates to the user that he/she has performed the correct action and 
also that the system has understood the command given to it. Secondly, 
because creating a new journal is done in the same way, users were able 
to infer that starting a new page in a journal would be consistently similar 
to actions taken to create a new journal.  

Suggestions: None. 



 

 

Task 8: From an open journal page, find your way back to the journal 
book view page.  

Goal of Task: Tests the guessability and feedback of both gesture and 
navigation within the Paper app.  Tests how well the digital journal 
remediates the form and gestures used in a physical journal. 

Usability Principles Tested: 

Cognitive Usability 

• Guessability 

• Compatibility 

• Affordance 

Gestural Usability 

• Discoverability 

• Trustworthiness 

• Responsiveness 

Findings: After spending time drawing and using tools within the 
journal pages, this task asks users to navigate back to the journal book 
view page.  Testers were able to effectively intuit through a 
closing/pinching gesture back to the journal book view page.   

Interpretation: Closing a journal is intuitive for almost all users due 
to intuitive gesture and the feedback of movement in the page which 
mimics a closing book page.  Navigational gestures within the page view 
are difficult to distinguish from marking gestures but the pinching 
gesture is distinguished enough (use of two fingers in pinching motion) to 
be natural as well as responsive to users.  Closing the virtual journal 
remediates effectively remediates closing a physical journal in real space 
through intuitive gestures and visual feedback.  

Suggestions: None. 

 

 



 

 

Task 9: Locate and select support link in the Paper app. (fig.8) 

  

 
fig.8 Selecting the 53 Icon in the upper right hand corner of the interface gives access to the paper 
about section including the support link which opens their online support page. 

Goal of Task: Tests user navigation and error prevention and 
recovery options within the application.  Locating the support link also 
tests the credibility in terms of customer service and identity of 
applications sponsors.  

Usability Principles Tested: 

• Error Prevention and Recovery 

• Credibility 

• Customer Service 

• Identity of Application sponsors 

Findings: Task 9 was designed to test the cognitive principles of error 
prevention and recovery (minimizing potential for error and creating 
quick and easy recovery). It also tested the credibility of the site in terms 
of support and customer service.  Paper tested well when it came to these 
two areas. All users were able to find the support page and navigate there 
easily. 



 

 

Interpretation: Paper scored well in these two heuristics for several 
reasons.  The use of the “53” icon as a hub for information about the 
application as well as its sponsors is consistent and shows a high priority 
for accessible information and user feedback about the program. The user 
clicks on this icon bringing up options of a tutorial, support, and the 53 
company website.  The credibility of the application is also raised due to 
the explicitness of brand identity and support web pages.   

Suggestions: None. 

 

 

 

 

 

 



 

 

Task 10: Send an email of an image you have drawn. (fig.9) 

 
fig.9 A user taps on the email icon to select how to send an image 

Goal of Task: Tests guessability of email icon placement and 
compatibility of the icon with other mobile software applications.  The 
task also tests interoperability of the paper app with email and social 
media sites. Finally it tests the visual feedback users receive indicating 
their email was sent. 

Usability Principles Tested: 
• Consistency 

• Feedback (Responsiveness) 

• Compatibility 

• Interoperability 

Findings: Task 10 was designed to test the cognitive principles of 
consistency (doing similar tasks in similar ways) and feedback (sending 
back information about what has been done). The task also tested the 
operability and compatibility of the paper application with other software 
(email and social media).  Paper tested very well in terms of these 
principles. All users were able to easily locate the email icon and to email 
one of their journal pages. 

Interpretation: Paper scored well in these heuristics for several 
reasons. Firstly, the application has a simple and intuitive interface 
where controls/icons are visible as well as guessable.  The email icons are 
also compatible and consistent with other email icons across many mobile 



 

 

software applications.  When users click the email button a pop up menu 
gives options of how to share the drawing.   After selecting the email 
button, the application responds by bringing up a simple email page. The 
user enters the email addresses they want to send the image to and send 
the email with a clearly marked button.  Once the image is sent, the user 
is automatically brought back to the journal book view page where they 
started.  This feedback gives users a sense that the email function is 
complete. 

Suggestions: None. 



 

 

Analysis of the Post-Test Questionnaire 

Question 1: How did you like journaling with this app? 

Goal of Question: To test the level of satisfaction achieved by users 
and affective usability. 

Results: Users enjoyed using the app because it was a new experience, 
different from the act of traditional journaling. Users experienced 
pleasure while journaling and thus achieved satisfaction. 

 

Question 2: What are the strengths of journaling with an app like this 
one, compared to the writing in a physical journal? 

Goal of Question: To test aspects of gesture and responsiveness/ 
feedback. 

Results: Users enjoyed using the app because the variety of tools that 
enabled them to produce instantaneous hand-drawn and sketched images 
in color, which is achieved by pushing on images of tools to select hem and 
pressing and moving their fingertips on the screen. The app returned 
quick feedback, allowing users to move quickly from one tool to the next, 
and from one drawing to the next. Other strengths included the presence 
of multiple tools at users’ disposal, the ability to add an infinite number of 
pages, and the ability to rewind so that they could start over, as opposed 
to having to erase lots of content. The concept of a journal was expanded 
beyond the act of writing to include the act of drawing as well. 

 

Question 3: What are the weaknesses of journaling with an app like 
this one, compared to writing in a physical journal? 

Goal of Question: To test users’ impressions of the differences 
between journaling in a digital environment and journaling in a physical 
one. The question also tests the consideration of user resources. 

Results: Users felt that the intention of a physical journal–writing long 
passages, entries, and stories–was challenging with this app because they 
would have to press with their fingertips rather than having a writing 



 

 

instrument do the work. Writing long volumes of content would force 
users to expend a great deal of energy and would be a heavy strain on 
their physical resources. 

 

Question 4: Did you find it easier or more difficult to write, draw, and 
color on this interface than on physical paper? 

Goal of Question: To test the efficiency of the tools in the application 
compared to users’ experience with these media in the physical world. 
The question also tests the program’s visual design and interface in terms 
of the guessability of using remediated tools for the first time. The 
question also gauges how competent users become with the tools over 
time as an indication of learnability. 

Results: While the visual design was very clean and minimalist, it 
contributed to a somewhat sparse environment, causing users to not 
always know how to access the tool tray due to the lack of affordances. 
However, once they found it for the first time, they learned where they 
were located and were able to find them again for use in further tasks, 
and thus became more competent with the tools. Also, they sometimes 
had to apply greater pressure on the tools in order to produce darker or 
thicker impressions on the surface, which can sometimes cause a strain 
on their resources. 

 

Question 5: Did you find all of the tools that were listed in the video? 

Goal of Question: To test learnability/mappings of tools in page 
mode after initially watching the video tutorial. The question also tests 
findability of tools in page view of the application. The question also 
covers the guessability of tool icon placement and compatibility of the 
Paper app with other sketching and writing apps. 

Results: Paper scored well in terms of its cognitive usability and visual 
design due to well-designed mappings of tools in the video and in the 
application itself. Users exhibited a high sense of learnability due to a 
straightforward tutorial that covers the location and features of tools in 
the Paper app. Nearly all users were able to select the tools easily once the 
tool tray was accessed. While finding tools was simple for all users, access 



 

 

to the tool tray was less guessable due to a lack of visual affordances 
within the page view to indicate where to pull up the tool options. 

 

Overall Suggestions: While tools are clearly indicated in the tool 
tray, an affordance in page view such as a rollover tab could assist users 
in finding the tool tray. 
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