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Abstract 
 

YouPic for Android is a presentation of the services offered by YouPic.com, on 

the Android platform. This is a social photo-sharing website where 

photographers all around the world come together to share their work and ideas, 

either in order to exhibit their work and gain some exposure or perhaps for some 

inspiration from others. One of the main targets is for photographers who travel 

around the world. Whatever their goal might be, this project focuses on 

understanding the target audience and their needs very intimately. This has been 

accomplished, and continues to be developed, by following a mixture of 

established theories in Human-Computer Interaction and also the application 

some human intuition, observation, logic, improvisation and creativity by the 

YouPic team itself.  

 

Photographers form a creative niche in our world and providing a service to 

them has to be particularly specialized. The various platforms available to us 

such as the Web and mobile platforms also need to be specially designed in turn. 

This thesis describes the various textbook methods followed and improvisations 

made during the process of building this application. The Android platform has 

various tools to offer to this end and at a high level, the process may be 

considered for any mobile platform.  

 

The users have been the center of the design process and we have strived to 

seriously consider each feedback and meet each demand, whether explicit or 

implied.  A continuous effort to understand both the users and the technical 

aspects in building this application are described in the following pages. The app 

has hence been frequently and promptly updated since its release in December 

2012. 
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Introduction 

 
Photos taken professionally or taken with mobile cameras, are important tools 

for spreading information, and are also a source of inspiration to travels and 

explorations. We love to travel and we love to take photos, especially when we 

visit new places. But a simple search online for photos and destinations can 

result in wrong, outdated and commercial results. 

  

We wanted to create a platform of photos, where people themselves could take 

photos of their surroundings and travels and make it easily available to others. 

The idea of YouPic was born.  

 

One might ask what is different about YouPic, compared to other such services. 

For one thing, it concentrates on a niche, which is composed of novice, amateur 

and professional photographers in all their diversity. Websites like Instagram, 

Imgur and Flickr focus on letting people share their daily lives and activities in 

the form of pictures, while Pinterest allows one to organize such material, 

regardless of the form of media. But on YouPic, though one might share their 

activities, it still concentrates on allowing a user to assert and exhibit their 

creative skills in photography and share it with similar people. In addition to 

this, it promotes the idea of coupling the hobbies of travel and photography in 

one spot, making it different from other sites such as 500px and Shutterfly. 

 

YouPic was initiated about 3 years ago when this idea was conceived. It took 

about a year to create a satisfying platform that we could call a beta Version. 

The BETA version ran for about a year, before it was time for a final gamma 

version that was created and launched on the 14 of June, 2012.  

 

The present YouPic team consists of two web developers, who work on the API 

and website, a designer who creates designs for all the platforms, two people 

responsible for marketing, who are responsible for bringing in new users, and a 

business coach, who guides us in sustaining and running the service. 

 

I was taken on board the YouPic team, as mentioned, to complete the Android 

app as my Masters’ Thesis. The core objective of the thesis was to identify what 

defines a good mobile application, with respect to the field of HCI. I have often 

seen a variety of approaches and research methodologies used in designing an 

acceptable app. This document will illustrate that. The goal was to identify key 

parameters that affect the end product, in this case, the Android app. At places I 

discuss concepts in general, and some, specific to this system. As we proceed 

step by step to the conclusion of this papers, I will explain some of the methods 

and processes used to this end. Furthermore, to outline my role in this project, I 

am obliged to mention that I have developed the whole application on my own. 
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Apart from this, at places when I mention “we”, it refers to situations where I 

took inputs regarding various decisions from other members of the YouPic 

team. 

 
Building an application is quite a large job. It requires planning and coordinated 

effort of a variety of people. A person or two for typing out the code, if possible, 

someone for design of the User-Interface, someone to plan out its activity flow, 

another to make the icon images for the buttons and images. Once the program 

is complete, it is debugged and released. But the user doesn’t like it and not 

many users are downloading it. There could be one main cause for this. No one 

paid much attention to the HCI aspects of the application. The users’ opinion 

wasn’t taken into consideration.  

 

In this report, we will see, how one could attempt to incorporate scientific, 

formal and informal methods of getting user feedback and sincerely focusing on 

improving the application’s quality with respect to HCI concepts can be utilized 

to build and design an app. How useful it can be in improving usage of the app 

and also, how users react when changes are made to the service. 

 

In the following sections, we will discuss various ideas that have been explored 

and modified and adapted during the course of the app’s development, testing, 

release and maintenance. 

 

1. Survey and literature studies 

 
The various subjects, discussed in this paper, have been collected, by referring 

to many sources. The most dominant ones are the textbook methods described in 

the course 5DV048 (Human Computer Interaction). Some help was also taken 

using research and thesis papers published in various parts of the world, whose 

references were found using the Internet. In the following pages we will see 

some of the core concepts in each of these sources and how they contributed and 

help shape the application. We start with the ideas obtained from various 

research and thesis papers. 

 

1.1 Challenges of Mobile devices in HCI 
 

According to Dunlop and Brewster[1], there are various challenges when it 

comes to designing applications for mobile devices. The most obvious ones are 

dependent on computational capacity, screen size and mobility. In addition, they 

mention that mobile devices are more user centered than PC’s and computers in 

the sense that mobile devices are much more personal. They have listed the 

following challenges with Human-Computer Interaction in mobile devices: 
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i) Designing for mobility: 

Here the designer must keep in mind that due to mobility, there are 

environmental changes and the users can only use their small device 

and its limitations in computation.  

 

ii) Designing for a widespread population: 

 

The designers, if designing for a worldwide target audience, must keep 

in mind various factors such as language, network services, and other 

needs of the target population. They must alter the application 

accordingly. 

 

iii) Designing for limited input/output facilities: 

 

Due to the requirement of portability, the screen size and speakers of a 

mobile device will always be small. The designer must make judicious 

and smart use of these resources to provide good feedback to the users 

while using the application. 

 

iv) Designing for incomplete and varying context information: 

 

Sometimes, when a user is on the move, they need location-specific 

services. Configuring the application effectively (if such services are 

included) to provide instant information in such situations is a notable 

challenge. Our application especially needs such a service. 

 

v) Designing for users multitasking at levels unfamiliar to desktop users: 

 

Users, will expect mobile applications to be at par with PC 

applications, and in that respect, will expect speed and responsiveness. 

Most applications send and receive data from the Internet very 

frequently. Such operations must happen seamlessly and transparently. 

Thus naturally implies parallel computations. We will see that we have 

used such features in abundance in this application. 

 

1.2 People and their connection to mobile devices 
 

In People and their connection to mobile devices [2], Richard Harper addresses 

the emotional attachment, which people have with their mobile devices. He 

describes this in terms of the communication functions available in the device, 

but this can easily be said about any of the currently available devices in the 

market.  
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According to my own personal experience and by observation of how people 

use their devices nowadays, we can see that they customize and personalize their 

phones to an extent where they form an emotional attachment to it. In such a 

setting, many applications offer means of providing a more personal experience 

for each user. This is done, by minimizing the feeling that the user is exchanging 

information and instead, making them feel that they are actually connecting with 

other users of the service. The fact that relations with other users and the device 

are connected, is based on the observation that such a device is used nowadays, 

predominantly as a medium for communication, and performing other activities 

with users. Therefore, it plays a crucial role in making the user feel involved. 

Moreover, making the design more appealing and colourful enhances the user-

experience and maintains the charismatic role the device plays in its owner’s 

life.  

 

Incorporating as many services of the web service of YouPic, would then allow 

users to connect more with the mobile counterpart as well. During this process, 

the importance of “Service Change Inertia” was also considered, wherein users 

are resistant to changes in the service to which they are already accustomed. We, 

the YouPic team, have attempted to live up to these expectations and also 

specially added features to this end. The app has been designed keeping all these 

factors in mind. 

 

1.3 Design decisions based on user control 
 

In Design decisions based on user control [3], the importance of how in-control 

a user feels is explained. In one of the experiments, the users were required to 

compare between scrolling and paging mechanisms of navigation. Many 

preferred one over the other for a variety of reasons. Though they felt that the 

paging mechanism was convenient, the loading times made them feel as if they 

were not in control of the navigation speed. This of course depends on the speed 

of the Internet connection. The scrolling method had the advantage of letting the 

user feel in control of the navigation. Thus, in this application we have used a 

combination of both the functions. The scrolling for quickly viewing image 

previews and paging for viewing the complete images. 

 

In their second study [3], they show that whenever a user navigates to access 

information at any level of detail, they would like all the relevant information at 

a glance. We have accordingly built a navigation system, which provides as 

much information to the user, as possible, given the size constraints of the 

device screen.  
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Moreover, the Android is a platform used by a large variety of devices, which 

have a variety of input methods and screen sizes. The program has thus, been 

built in such a way that it functions regardless of these differences.  

 

1.4 Context-aware interaction in a mobile environment 
 

In context-aware interaction in a mobile environment [4], the concept of an 

Interaction Locus (IL), is discussed. Whenever a user is in a position such that a 

potential exchange of information between the user and the service is possible, 

they are said to be in the IL. Each IL has agents, namely: 

 

i) Interactive Objects: 

 

Such objects make it evident to the users that they have to use these 

agents in order to interact with the application. Objects, such as the 

user-interface itself, which provide effective feedback, are examples. 

They change states as the user touches them and let them know that the 

actions performed by them are being registered. 

 

ii) Artifacts: 

 

The objects, which mediate the interaction between the user and the 

program, are artifacts. Objects such as buttons, images, and the like, 

are examples. 

 

iii) Dynamic Information Objects: 

 

Objects such as dialogs, progress bars and message boxes provide 

dynamic information. They appear and disappear when required, and 

thus provide the user with data regarding their interaction with the 

application. Such tools have been extensively and appropriately used 

in our program. 

 

The paper also studies the user behavior in each context in the application. This 

refers to the actions performed, and choices made by he user in each area of the 

program. The system in their study was quite complex, but it can easily be 

adapted to our own. Therefore, inspired by this study, based on data collected 

from the YouPic website itself, and using a tool called Flurry (discussed in 

detail later) we have designed and redesigned the application to satisfy our 

users.   

 

On a similar note, the system designed in [5], which is an application for 

providing useful information to visitors in a museum, describes a few useful 
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design considerations. They provide information to users on a Personal Digital 

Assistant (PDA) and because of its limited screen size, minimize redundancies 

in the User Interface. For example, having more than one button to accomplish 

the same task is avoided in order to make the UI more attractive, less cluttered in 

terms of space and reduces redundancy in terms of repetition of functions. 

 

1.5 Mobile HCI research methodologies 
 

In mobile HCI research mothodoogies [6], a variety of research methodologies 

in the world of mobile HCI are discussed. The primary concern being addressed 

here is the fact that in this area, applications have been developed to provide 

“immediate solutions” to emergent problems rather than concentrating on the 

research methods used to produce these User Interfaces. From my 

understanding, this is similar to how user-interfaces in desktops have evolved, 

and it is almost random in its approach, as the author has pointed out. 

 

Ironically, even though the author has listed a variety of research approaches, I 

think, due to limiting factors such as time and deadlines, I have adopted a 

combination of the following research methods to design and later improve on 

the first release of the app.  

 

i) Action research: 

 

Action research is defined by mobile HCI research methodologies [6] 

as, “to contribute both to the practical concerns of people in an 

immediate problematic situation and 

to the goals of social science by joint collaboration within a mutually 

acceptable ethical framework”. In other words, it involves adding to 

the already existing body of knowledge by conducting more 

experiments. These experiments take a scientific approach and apply 

already existing concepts and techniques.  

 

This approach facilitates the researcher to keep the object of study in 

focus and have less deviation. As we will see, a lot of scientific and 

”textbook” methods have been considered at each point during the 

development process. 

 

ii) Survey research: 

 

In this approach typically, the researchers do not involve themselves 

too much. Rather, data is collected either by questionnaires or some 

other similar method and then examined. In this way, a lot of data can 

be collected in a relatively short time and generalizations can be made. 
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This is conducted on a select group of individuals willing to provide 

feedback. Here, we can consider the YouPic user base to this select 

group of individuals. And as we shall see, this approach works in 

combination with another textbook method known as the “Unobtrusive 

observation” [8]. 

 

As mentioned before, we have used the “Flurry” tool in order to collect 

a lot of use-case data and have been analyzing it to implement new 

features.  

 

iii) Laboratory experiments: 

 

Laboratory experiments, as we know, are the ones, which are 

conducted in a controlled environment, with a known list of 

parameters. In our case, the “Laboratory experiment” phase was when 

we were building and designing the app on our premises before 

release. Each feature of the app would be evaluated with the users in 

mind, and then either changed or retained based on a unanimous 

decision. This is of course based on the intuition of the YouPic team.  

 

This approach also involves communication with the YouPic team, 

which has invested in the product. This will be further discussed in the 

coming topics. 

 

These methods represent the scientific concepts I have taken into 

consideration while working on the application. It seems like an 

amalgamation of a variety of concepts in the field. This is because, as the 

author mentions, the topics mentioned above are in themselves quite vague 

and overlap at many points. In summation therefore, the quickest approach to 

designing a mobile application would be to employ a mixture of the 

abovementioned approaches in an appropriate ratio, and follow a trial and 

error method to produce and improve your final product. 

 

1.6 Understanding mobile contexts 
 

 Mobile contexts according to the study in [7], explain the varied contexts in 

which a common person actually uses a mobile. A lot of these use cases do 

apply to our application. It has a combination of features that are meant to be 

used, in leisure and others with more attention. For example, when a user just 

wants to browse through the photographs in the feed, then such a page is 

provided. This page also handles “sidestepping”, wherein the user might be 

multitasking and gets interrupted. The app, in this case does not change state 

in order to inform the user, what they were doing before being interrupted. 
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This is done by taking advantage of the native support by the underlying 

software platforms (Android and iOS). More dedicated activities include 

uploading, editing personal content, etc. 

 

The area of the app where personal content is represented (profile page), is 

designed to provide as good a personal experience as possible to differentiate 

between the “personal” and  “group” spaces. 

 

1.7 Methods of user observation 
 

When it comes to collecting data, observing user behavior and their reactions 

to various features in your system, there a variety of methods. Two such 

methods are mentioned in [8], namely the obtrusive and unobtrusive methods 

of observation.  

 

i) Obtrusive method: 

 

This is the method the observer or the developer engages completely 

with the user. He may discuss designs, ask any number of questions 

and clarify their doubts. The objective of the process is to collect as 

much feedback as possible and then use this data to facilitate the 

design improvement process. The only thing that shouldn’t be done, is 

asking for design ideas directly from the user. 

 

ii) Unobtrusive method:  

 

In this method, the user is not engaged in conversation. They are just 

observed. Their reactions, usage patterns and choices are recorded and 

then later analyzed to extract useful data for the app design. As the 

name suggests, there is no interruption by the observer. They must not 

ask the user of advice, opinions or must not explain the design.  

 

The obtrusive method was used, in the beginning while gathering ideas form 

users for the design of the application’s Lo-Fi prototype. This has been further 

explained in a following topic. 

 

Due to the reason, that we at YouPic, and many small businesses cannot meet 

the actual users of a mobile application, we have adapted the unobtrusive 

method for observation, after its release. This is because they are from all over 

the world and travelling to each location would be quite difficult. Each activity 

in the system is marked, so that when a user uses it, a record is made. Hence this 

data may be used to detect usage patterns to make design decisions. This 
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observation method is used in conjunction with another method of data 

collection called the “Broad Sweep method”. 

 

Another reason I have chosen the unobtrusive method is that, not all users do not 

respond well to feedback forms. Through personal practical experience, we have 

observed that some of us feel that when an app requests feedback, it is intrusive 

and also possible annoying. Sparing time for such a process is hard for some 

people. Hence, this choice has been made to minimize such a negative feeling. 

 

1.8 Broad Sweep Method 
 

The data is collected using a broad sweep method, following the methods of [9], 

wherein the observer records everything done by the user on the app. This 

includes navigation through the application, selection of features and tasks 

during this usage, the situations wherein they make these choices, etc. The 

online tool called Flurry has been used for this purpose, as mentioned earlier. It 

provides a means to include certain lines of code in the application, which will 

be recorded and sent to the developer when a certain event is performed by the 

user. This is used, of course, in conjunction with the unobtrusive method of 

observation. This data, is later studied by the user, on the basis of the project 

context and only the data useful in such a context is extracted.  

 

The contexts are represented by each activity or page in the app, and data such 

as where the user navigates from there, or how long they spend in each activity, 

would determine what the users prefer and thus helps us modify, include or 

eliminate activities appropriately. 
 

2. Steps followed  

 
The following few topics elaborate the sequence of steps followed in developing 

the Android app for YouPic. It ranges from a collection of ideas from potential 

users, building the Lo-Fi prototype, using screenshots created using Adobe 

Photoshop, to the development and release of the application itself to the Google 

Play store. The design methods used and decisions made are mentioned in each 

step. Some screenshots are used to illustrate the processes. The rest can be found 

in the Appendices. 

 

2.1 Lo-Fi prototype 

2.1.1 Ideas by users 

 
For the building of this lo-fi prototype, a series of steps were followed. In this 

case, using the obtrusive method [8]. A conveniently adapted method was used 
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for this. Most of the potential users are spread about in the world, so email was 

used to communicate with them. Most of these recipients are smartphone users 

and I believed that their insight would be invaluable. They were all my close 

acquaintances and they were selected for this test, as I wanted to first take a 

general opinion on mobile usage for apps, than the more specific one to only 

photographers, who are central to YouPic. This is because I thought a broader 

approach would be more effective. This email was sent to around 50 to 60 such 

people, in the age group of twenty to thirty. These people are young and their 

usage of smartphones is comparatively heavy. This, I have inferred, based on 

observation of the user base on YouPic. Though, this might not be true in all 

parts of the world.  

 

The email effectively asked these users for their ideas on how they would like to 

be presented with pictures, if they were the users of YouPic. It explained what 

the website is for and if they were to share and view photos, how they would 

like information to be presented in the mobile app version. Moreover, they were 

asked for any other kind of helpful information they could provide, such as 

features and navigations within the application. Over a period of one week, 

some very helpful and willing users provided very useful suggestions. These 

kick started the initial phase of this project. Some of these ideas are listed below: 

 

 Focus on displaying images in large sizes. People, both registered users 

and visitors will like the attractive and colourful look the pictures give to 

the interface. Further, they will feel more grateful, appreciated and 

important when their work is displayed in an attractive fashion.  

 

Navigation through them must be very simple and intuitive. Two options 

were grid and table views. One touch selection to view image with details 

and double tap to view it in full screen mode. 

 

 Android gadgets have been incorporated with new sensor features in the 

last couple of years. Some of these features detect air-gestures and when 

you are viewing the screen. The former allows you to control elements on 

the screen without actually touching it, and the latter produces events 

when you look at the display and away from it. Both of these features can 

be utilized to provide some interesting features in the app. At present, 

these have not been used given the diversity of Android devices. 

 

 Social networking and information exchange associated with it has grown 

phenomenally in recent years. In such a world, users like to exhibit and 

share their talents and activities. YouPic has taken a direction wherein, 

more and more professional photographers have chosen to use it portray 

their work. In such a situation, some users suggested that sharing to 
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popular social networking sites must be as simple and quick as possible.  

 

One popular suggestion was the integration of cloud storage services 

services such as Google Drive, DropBox or Pogoplug. Such services 

provide large amounts of spaces to store files online, and between various 

devices such people might own. So a person can save their pictures on his 

desktop, and use his smartphone to upload them whenever they want, and 

vice versa. 

 

On the same note, some users find it tedious to go through a registration 

process on a new service. This might be due to lack of willingness in 

spend so much time on it, or possibly the burden of having to remember a 

new set of login credentials. To avoid this, some suggested that the users 

could be offered an option wherein they could use their account on a 

popular website such as Facebook, Google+ or Twitter to login to 

YouPic. Such services are readily available and can be utilized on the app.  

 

 On YouPic, there is an option to follow and become ”Fans” of someone. 

Some users suggested that in this case, their pictures should me more 

frequently shown to follower in a news feed. This would suggest that the 

news feed should be categorized accordingly. Plus, notifications about 

mutually interesting activities two such people could be provided.  

 

At present, we have two news feeds called ”Inspiration” and ”Newest”. 

The former are attractive pictures picked by a moderator and published. 

The latter consists of all the later uploads by registered users, in 

chronological order. 

 

Other suggested categories were on the basis of followers, rating, 

popularity, most viewed, and so forth. 

 

 Another suggestion, was to provide a feature where, when a user likes a 

picture or Fans a another user, pictures or users of similar popularity or 

themes could be suggested in the same page.  

 

 A search feature which can be used to search for similar groups or users 

and pictures based on theme, tags or category. Such a search feature 

would allow people to seek out and find like-minded talents which they 

can appreciate and expect the same sentiment in response. 

 

As we can see, the number of ideas collected, were fairly diverse and subjective. 

The objective of this approach was to get an initial idea of how potential users 

might think and feel about our system. This was done even though it is known 
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that in most cases, opinion from users is disparate and they might not even know 

what they exactly want unless they actually use the app first hand. Nonetheless, 

it was a personal initiative, purely of an experimental nature. It was not 

completely fruitless in the sense that, most of these demands were basic and 

have already been addressed by YouPic.  

 

2.1.2 Personal ideas 
 

In addition to these ideas, I had taken the liberty to include my own, based on 

inference from the users’ suggestions and also based on the fact that I am 

myself, a smart phone user. The following are the ones that I wrote down: 

 

 When a user visits a page on an app, all the features available and access 

to subsequent features must be easily visible and obvious. To this end, all 

buttons and text fields and the sort, must be well placed, appropriately 

coloured sized so that their functions are readily apparent. Thus, I think 

visibility plays an important role. 

 

 Natural relationships between elements such as buttons and their 

functionality must be implemented. For example, a button shaped like a 

camera must open the camera feature, and not the profile page of the user. 

Another thing, which must be natural are the mappings. The places where 

the user navigates to from a particular page on the app must be logical. 

For instance, the user would expect to open the image from a news feed 

and then proceed to view more details about it. 

 

According to perceptual psychologist James J. Gibson, affordances in the 

context of Human Computer Interaction, is defined as, “as the actions that 

are possible within an environment and within the context of an actor’s 

capacity”. This is fundamentally the same as the concept of natural 

relationships discussed above. 

 

 YouPic, being a worldwide service, has the responsibility to address the 

specific needs of people from different regions of the world. The most 

basic one would be providing a service in regional languages. This is a 

topic, which concerns all the platforms on which we provide our services.  

 

 When a user performs a task, such as liking a picture for instance, they 

will touch the appropriate button to accomplish this. To know that their 

action has been registered by the device and has been completed 

successfully, they will need some kind of feedback. Such a feedback will 

give the user the needed assurance.  
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According to Norman [11], the gulf of execution is the degree to which 

the interaction possibilities of an artifact, a computer system or likewise 

correspond to the intentions of the person and what that 

person perceives is possible to do with the artifact/application/etc. When 

an artifact on a device or an application, such as a button, makes it 

obvious to the user, that by pressing it, they will accomplish the task they 

wish to perform, the gulf of execution is said to be small. For example, a 

button, with a camera icon must open the camera feature or something 

logically related to it, such as the upload feature. Anything other than this 

will confuse the user. Thus, keeping this gulf small must be the primary 

goal in terms of HCI. 

 

The gulf of evaluation is the degree to which the system/artifact provide 

representations that can be directly perceived and interpreted in terms of 

the expectations and intentions of the user. Or put differently, the gulf of 

evaluation is the difficulty of assessing the state of the system and how 

well the artifact supports the discovery and interpretation of that state. So, 

based on the feedback provided by the app, the user must be able to tell 

that they are closer to finishing the task they set out to complete. Thus, 

these gulfs must be as small as possible for the user to feel that the 

application is fast, responsive and straightforward. This idea has been 

address in the form of purely visual elements, such as pop up dialogs and 

the like, with appropriate icons and text. Responses by means of sound 

are, in my experience, not desirable in most situations. Thus, we have 

omitted those, at least, for the time being. Fig 1 illustrates the conceptual 

representation of these gulfs. 

 

 
 

Fig 1. Gulf of execution and gulf of evaluation. 

 

Some of the ideas discussed above, are also empirical in nature, though the fact 

that I am a programmer may not do justice to the actual user experience, in fact 

my assumptions may turn out to be irrelevant. Even so, they can easily be 

replaced and remodeled later.  
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2.1.3 Screenshots and final model 

 
Based on the Activity Theory [9], all the people who influence the design and 

development of a project are its stakeholders. Once the discussion with the users 

was over, it was time to meet the other stakeholders involved in the project – the 

owners of YouPic.  

 

During the meeting, we discussed various user ideas and they also presented 

their own. One main requirement was that the app must be more than an 

extension of the services of the website. While being similar in design to the 

website, it must also serve as a standalone service users who may choose to use 

only the Android platform to use YouPic. To this end, a complete set of 

screenshots, which illustrated the structure of the app were designed on Adobe 

Photoshop.  

 

They were mainly done in two stages: 

 

i) Before the actual meeting with the YouPic team, a set of screenshots, 

were prepared. These, were mainly meant to be shown to them as a 

sample to obtain their opinion and comments, which would later be 

used to change the design. Fig 2 (a) and (b), shows a couple of these 

screenshots. The rest are shown in Appendix A. 

 

Fig 2 (a) shows a screenshot of the home screen. In this, we can see the 

attempt to ease navigation through the app. This is achieved by placing 

most, if not all, of the main features of the app, in the header bar. 

These are represented by the row of buttons below the YouPic logo. 

 

Fig 2 (b) shows the main image viewer page. The main functionalities 

offered on this page by the website (at that time), are shown as buttons 

at the bottom, and basic information is shown on top. 

 

ii) The Fig 2 (c) and (d), show the same screenshots after the YouPic 

team meeting. As is apparent, the buttons on the top row in (a), have 

been replaced by much more attractive and intuitive widgets.  
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                    (a)              (b) 
 

                                   
                     (c)                                                                                                        (d)            
 
Fig 2. (a) A screenshot of the home screen. (b) A picture of the main image viewer page. (c) 

Home screen after team meeting. (d) Image viewer page after team meeting. 

 

This is an example of a combination of the concepts of artifacts [4] and natural 

affordances and relations discussed earlier. The Fig 2 (d), shows a redesign of 

the image viewer page, but with additional functions, but with a less cluttered 

look. The change in colour, was another suggestion by the YouPic team, since in 

their opinion, this was more aesthetically pleasing. This change is an example of 

the employment of the obtrusive method of user interaction [8], in the design 
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process. In this case, the owners of YouPic acted as the end users and provided 

their ideas regarding the app user interface, while I was the observer, asking 

specific questions regarding the design. 

 

2.2 Building the Android Application 

 
Once the Lo-Fi prototype was finished, it was time to start coding for the 

Android application, which of course is the Hi-Fi prototype in the project. The 

initial blue print for the android application was to follow the structure defined 

in the Lo-Fi prototype. But based on experience, we can say that the design 

evolved constantly during the development process. The following features are 

the main Android Activities or pages in the application. The initial design and its 

evolution is described in each of the following sections. 

 
i) Login and registration pages:   

 

The first feature to set up was the login for YouPic. It has the basic 

login structure for any service. The page itself has the button to 

register to the service along with the login fields. It takes the user tothe 

registration page (Shown in Appendix A). Fig 3 (a) shows the login 

page. 

 

The registration page was the next feature to implement, so users can 

avail the facilities on YouPic without having to use the website itself. 

This was one of the aims of the owners. They wanted to make the 

application a standalone service.  

 

The designs of these pages haven’t changed much from when the 

initial Lo-Fi prototype was completed.   

 

ii) The main flow: 

 

The Flow page is the one where the users can see all the pictures that 

are uploaded to YouPic in a list or a flow. There are two such flows. 

One was called the Trend, which is now called Inspiration. This flow 

shows all the images picked by our editors. Only the best and attractive 

pictures are picked in this flow. This are the pictures that the users are 

first greeted with when they sign in to the app. This is the same as the 

website. This is done as a means to attract more users and keep the site 

visually appealing. Fig 3 (b) shows this page. 

 

The second flow is called the Newest. As the name suggests, this flow 

shows all the latest images uploaded onto YouPic, in chronological 
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order. In the future, the website will feature more such flows. But at 

present, since the app follows the website, it too has two main flows. 

 

The flow has a pull down to refresh feature that the user can use to 

load the latest images. This is a common feature found in many mobile 

apps. It has become widespread enough to be intuitive for users 

everywhere.  

 

The main flow was initially a combination of images in different sizes, 

as we can see in Fig 2 (c). But due to memory problems and 

performance reasons, we have temporarily used a one-by-one design in 

the flow, with larger and more prominent images, with the title and 

user name at the bottom. Fig 2 (b) shows how the design of this page 

has changed in comparison to the initial Lo-Fi prototype. There are 

lesser buttons and more space to give it a more simplified, less 

cluttered look. The final design on the first release was, however, even 

more simplified. This has been described in Appendix B. 

 

iii) The image viewer and information pages: 

 

The image viewer is the feature that users are taken to when they select 

an image from any flow in the app. This page shows the image, in its 

original aspect ratio, and centered in the screen. Its size varies 

according to the device on which the program is running. It can be 

viewed both in portrait and landscape modes. 

 

From Fig 2 (b) and (d), we can see that this page had a few 

functionalities. But as already mentioned, the design got modified 

during development and has persisted till the current version. Fig 4 (a) 

shows the screenshot of this page. 

 

iv) The search feature: 

 

One of the things that users require, in a service with a wide variety of 

media, is a provision to search for exactly the kind of material that 

they are looking for. The basis for their search might vary greatly. On 

YouPic, they would search for users and images. Images in turn might 

be organized on the basis of region and categories. The search feature 

delivers just that functionality. 
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                     (a)                                                                 (b) 

 

Fig 3. (a) Login page on the application. (b) Flow page before first release. 

 

One useful method of making the search more effective is by adding 

tags to the image. Tags are key words that will be used to organize 

images. This approach diversifies the database, and at the same time, 

simplifies search. It also provides a means for the user to personalize 

search criteria by, for instance, adding their own names as tags to the 

image.  

 

The search feature, was originally meant to be accessed from any page 

on the app, but as the design evolved, we realized that this would 

complicate navigation substantially and lead to users being confused 

about their location. Due to this, we introduced a Picker page that we 

will discuss shortly. 

 

v) The image flow page: 

 

The image flow page is one where images that are tagged with a 

certain word or category are shown. The page is similar to the main 

flow or home page, but it only features one flow. It also has a pull 

down to refresh tool that can be used to view the latest image in the 

category. 
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(a) (b) 

 

Fig 4 (a) Image viewer page. (b) Profile page. 

 

vi) The profile page: 

 

The profile page is the one where all information about a user and the 

pictures uploaded by them can be viewed. Fig 4 (b) shows the profile 

page layout, just before first release. Notice that the page has many 

changes from the original screenshots. The profile image is bigger and 

more data about the user is displayed on a larger area. The map, which 

is available on the website and the original screenshots, has been 

removed since its integration would have delayed the first release. 

Other buttons that are used to view more information about the user 

are laid out in a horizontal bar. More specifically, visitors can use 

these buttons to view the user’s regions, fans, favourite images, 

repic’ed images and number of views.  

 

The profile page also has an option to edit information if it your own 

page. It also has a flow of images similar to the other flows on the app, 

that show images favourited, repic’ed and uploaded by the user in 

question. 

 

On their own profile page, a user can also change the profile image. 
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vii) The settings page: 

 

One of the most important provisions in any app that has user 

generated content, with a personalization option, is the ability to edit 

such personalized data. This is why we have provided a settings page 

which can be used to change a lot of information without having to 

visit the website to do so. The settings page has a simple design, which 

hasn’t changed since the first release.  

 

On this page, a user can update the following information: 

 

 Profile image can be changed. This uses the upload feature of 

the app, which is described shortly. 

 Username and password can be changed along with the email 

provided by the user. These are done in minimal number of 

steps to maintain simplicity and time efficiency. 

 Using a check box, the user can opt in or out of receiving 

notifications via email. 

 The user can sign out of the session. 

 Users can view the Terms and Conditions of YouPic. 

 

viii) Inbox and notifications: 

 

The messaging feature on YouPic is simple and straightforward. Since 

the service is mainly focused on photo sharing, there is no chat feature. 

But since users will want to communicate personally with others, we 

have made this provision. The messages are listed on the basis of 

conversations between you and another user. Each item in the list can 

be clicked to view the various conversations with that particular user. 

A popup dialog shows these conversations. 

 

Different from the original design, the app has both notifications and 

inbox on one page. Using a tabbed layout, the user can pick what they 

want to view. The user is notified whenever another user favourites, 

repics or comments on their images, or when someone has fanned 

them. 

 

ix) The upload feature: 

 

YouPic is a photo sharing service where diversity is given importance. 

To keep users from all walks interested and attracted to the service, the 

website allows many kinds of pictures to be uploaded, though it is 

dominated by professional photographers and high-resolution images.  



YouPic for Android (5DV079) 

mcs10rsn@cs.umu.se 22 

 

Users have three options for upload. They can use their device’s 

inbuilt camera to capture and upload images on-the-fly. On devices 

with both front and back cameras, both can be used. Hence, the 

resolution and size of images doesn’t matter.  

 

Images can be selected from the gallery on the phone and be uploaded. 

Similarly, we have set up integration with the cloud storage service 

Dropbox. Due to its popularity, and its storage space, which is 

adequate for large images, we have chosen to include this service. 

Hence, users can also access images in their Dropbox account and 

upload them to YouPic. 

 

This feature can either be used to upload pictures to one’s personal 

flow or to update profile images. 

 

x) The fans page: 

 

When the creativity of one photographer is liked, by someone else on 

this service, they would like to express their opinions in a variety of 

ways, either by liking the pictures or by following the persons 

themselves. For this reason, we have introduced a Fanning feature.  

 

On the app, users can view people they have fanned, users who have 

fanned them and other suggested and similar photographers on one 

page. They are laid out in a tabbed format with three buttons in the 

page. Fig 5 (a), shows this page. 

 

xi) Editing features: 

 

Apart from the settings page, users have the option to edit information 

about their profile and their images too. Information about their profile 

would be their profession, location, their camera and webpage.  

 

Information about images, which the user has uploaded, can be edited 

similarly. The date, time and location of capture, camera, lens, 

copyright, category and image title can be edited. An additional option 

of adding tags or hashtags is provided. This way, users can easily 

search for images based on their favourite category or hashtags. 
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xii) The picker page: 

 

In the original Lo-Fi design with the screenshots, the user could 

navigate from any place in the app to anywhere else. For example, 

they could go from the profile page to the home flow by clicking the 

YouPic logo on top. But during development, it was felt that this 

design is too cluttered and would not look good, especially in small 

devices. For this reason, a Picker page was created. Its sole purpose is 

navigation through the app. Hence the name. 

 

                      
                          (a)        (b) 

 

Fig 5 (a) Fan page. (b) Picker page. 

 

 

Fig 5 (b) shows this page. The following functions are available on it: 

 

 The Flow box takes the user to the home flow.  The box shows 

the four most recent photographs on the Inspiration flow on the 

service. This gives the user a visual idea about what exactly the 

flow is and builds familiarity. 

 The MyWorld box leads to the profile page. It shows the user’s 

current profile image to give the user an idea which page 

clicking it will open. 

 The Updates box notifies the user about latest activity on the 

service such as fanning, liking of images, or messaging. The 

newest ones are showed in the box, otherwise it just says “No 

new updates”. 
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 The Fans box, as the name implies, takes the user to the Fans 

page described earlier. The pictures of four of their latest fans 

are shown in the box for visual representation. 

 
Most of the design used in the Android app, are in adherence to the concepts 

described in section 1 of this document. The following considerations have been 

made to adhere to the discussed concepts: 

 

 Artifacts and Dynamic information objects in [4]. The use of dialogs and 

dynamically changing content in the image boxes are examples of this. 

The frequently updated images in the Picker page are another. This 

informs the user that the app is always up to date with the latest 

information from the website.  

 

Artifacts like buttons and icons have been chosen so that they can be 

recognized internationally and also have natural affordances. This means 

that they are easily recognizable by anyone. For example, the camera 

icon is shaped like a camera. We made sure of this by referring to the 

most widely used icons on the web, for a certain feature. The website we 

used for this is Iconfinder [10]. Also, we refer to popular apps and 

services which our users otherwise use and model our icons based on 

them. This would further ensure familiarity. 

 

 The selection of icons and buttons also addresses the design for a 

widespread population in [1]. Since, the service is only available in 

English at present, we have to rely on visual methods like these to 

convey the right meaning to users. 

 

The change in design also addresses the limited screen size in mobile 

devices. This can be seen clearly, by looking at the many screenshots 

included in this document and the appendices.  

This is also seen in the introduction of the picker page, whereby, the user 

can know more easily, at which level of navigation they are in the app. 

This reduces confusion and improves the user experience. 

 

 The use of large colourful images as themes and backgrounds in 

subsequent versions of the app imparts a certain level of aesthetic value 

and charisma onto it. This aspect refers to the concepts discussed in [2].  

 

While making these modifications, we also try not to make too many 

drastic adjustments to the interface since, as mentioned and observed, 

users do not like huge changes. 
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 As described concisely before, we have also discussed how we have 

followed the concepts in [3]. Users like to remain in control of the app 

while they are using it, and like to view as much information as possible. 

The dedication page for image information is one such example. 

 

From the topics explained above, we can see that there has been considerable 

use of HCI concepts, from of variety of sources. The next step was to release the 

app and obtain useful feedback using dedicated tools. These are described in the 

following sections. 

 

2.3 Application of methods 

 
The purpose of this section is to illustrate in further detail, how the HCI 

methodologies were applied, under what circumstances and what led to their 

choices. We will discuss an iteration of design changes to describe this. The 

focus of our discussion will be the change in the profile page in version 1.1.0. 

 

   
 (a)          (b)                 (c) 

 

Fig 6 (a) Profile page in version 1.0.9 (b) & (c) Profile page in version 1.1.0 

 
 

Up until version 1.0.9, the profile page looked like the one shown in Fig 6 (a), 

and then it was changed to look like the ones in Fig 6 (b) and (c). This change 

came about because of the following reasons. The principles applied on the 

consequent changes are also described in each point: 
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 The older version, first of all was not appealing to any of the people 

involved in the YouPic team. It was done in a hurry to make the first 

deadline (version 1.0.1). It had remained unchanged until 1.1.0. This was 

motivated by the importance of aesthetic and charismatic value of an 

application mentioned in [2]. This would enhance the experience of the 

users. Another objective for this was to keep user complaints at bay, 

while various problematic bugs were being resolved for the next version. 

 

 The colours used in the bar of buttons below the profile information was 

not found to be good, plus the sizes of the buttons would be too small, 

when it came to smaller screen sizes. A new layout would be required in 

order to accommodate all of them. This layout, as you can see, had larger 

buttons. This would solve the problem of adaptation to smaller screen 

sizes and also address the subject of context-aware interaction [4]. The 

interactive objects and artifacts, that are the dialogs and buttons in Fig 6, 

must be made large enough for any person to touch and must provide 

ample feedback. This was done, by setting the colour of the buttons to 

black, when touched.   

 

 New profile information was introduced on the website, such as number 

of repics and views. More space was required to place these values, while 

keeping the buttons large enough to be usable. So we added a “More” 

button for this extra data. The result was that we had to decide which 

information was more important to be visible all the time, and which can 

be placed on a separate dialog (Fig 6 (c)). The same decision had to be 

made with operations on the user page such as fanning and sending 

messages. This change and the previous one, is of course in conformation 

to the topic described in [1], which is designing to adapt to the limited 

computational capability of a mobile device. 

 

This principle contributed to the separation of this information from the 

scrolling list. On an Android device, the information on the list is 

obtained every time the list scrolls. This means that any HTTP or hard 

disk access request that is made in one of the image cells, is repeated 

countless times during this scrolling. The amount of data stored on the 

profile information box is quite a lot, so by separating it, the request 

could be made only once, thus making the app more responsive and 

improving user experience. Plus, it was quite unattractive when the 

numerical values reset and reloaded each time a scroll was done. 

 

 Around this time, even though people had given a positive response, 

some feedback from certain users indicated that we should focus more on 

displaying their work more prominently. This was another factor that 
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resulted in redesigning the profile information box such that it slides up 

and down depending on the direction the image list was scrolled. It 

would allow the users to feel more important and provides more image 

information at a glance. This addresses the issue in [3], where the 

importance of letting to user know, that they are in control of the 

application and it will respond promptly to their commands is explained.  

 

These changes to the profile page were, according to me one of the most 

significant ones in version 1.1.0. The feedback was gathered using the Flurry 

tool, and also using user comments on the Google Developer Console. On the 

latter, one user commented – “Thank you for this update. It is much better than 

the last one.” This version also included a lot of crash and bug fixes.  

 

The feedback, using Flurry, uses data such as newly registered users, active 

users and number of daily sessions and produces it in a graph for our analysis. In 

figures 6, 7 (a) and (b), these data are shown respectively. Version 1.1.0 was 

released on the 1
st
 of March, 2013. As we can see on the graph, all three of these 

variables increase in value shortly after this period. This proves that this release 

was a successful one.  

 

2.4 Implementation: Technical Aspects 

 
The application is written in Java. It was developed using Eclipse, which is an 

open-source IDE, which can be coupled with the Android SDK plugin. This 

provides the tools to develop the app. An Activity in an Android app, is a page 

where a certain number of functions can be performed. Each Activity in the app, 

is coded as a Java class and can either contain all the functions or lead to others 

such activities which herald other useful functions. 

 

A collection of such classes or activities forms the whole application.  

 

3. Results 

 
Once the app was complete and debugged, it was time for release and obtaining 

user feedback from various sources. Such feedback would be used to further 

modify the app to improve user experience. The services, which were used to 

this end were Flurry, Google’s default statistics for Android apps and the 

feedback section on the YouPic dashboard. 
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3.1 Release and Feedback 

 
The first version (1.0.1) of YouPic for Android was released on 10

th
 December, 

2012. Since then, there have been ten subsequent releases. The current version is 

1.1.2. Most of the updates were crash and bug fixes. The most recent version 

was updated to support the new API on YouPic.  

 

The GUI was changed significantly to reflect the changes in the most recent 

update on the website and also the iOS app. These modifications were 

implemented in version 1.1.0. The screenshots of this version can be seen in 

Appendix B. 

Before the app was released, the services of an online app analytics provider 

called Flurry, were incorporated. It has proven very useful and provides a 

variety of statistical data, which can be used to maintain the application.  

 

Other sources of feedback were the native statistics provided by the Google 

Developer console and the feedbacks by individual users to the YouPic 

dashboard. We will see how they were useful, and how they used in the 

following sections. 

 

3.2 Feedback using Flurry 

 
The feedback from Flurry can be seen as an implementation of a combination of 

both the Broad Sweep Method and unobtrusive method of user analysis. These 

were explained briefly earlier. Here, we will see in detail, how this was actually 

done.  

 

The Flurry agent uses a large amount of data and variables to provide useful data 

about how users are reacting to the application, what they find useful in it, and 

other data about usage. Some useful data it provides are the following: 

 

i) Sessions:  

 

The Flurry service can be notified whenever the app is opened and 

closed on a device. This represents one session. The duration of it does 

not matter. By deriving statistically useful values from sessions, we 

can conclude a variety of things about the application’s usage. By 

recording information about devices and sessions, useful data such as 

the following is produced: 

 

o New Users – The number of unique users, or devices, that have 

used the app since the incorporation of Flurry. Shown in Fig 7. 
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o Active Users – The number of active users during each point from 

the first release of the app. Shown in Fig 8 (a). 

o Number of sessions – Number of sessions on the app in total. Fig 

8 (b) shows number of sessions over time, since release. 

o Session lengths – A chart of the average session length. 

o Frequency of use – Shows frequency at which the app has been 

used along a timeline, since its release. 

o User retention – The number of users with the app installed on 

their devices at any point, during its lifetime, so far. 

 

All these data are time based. They are represented in the form of 

graphs in various intervals of time, such as days, months or weeks, 

which we can choose.  

 

From the figures, we can see that the usage has dropped now and 

then. Since we know what changes we have made to the service then, 

the reaction of the users becomes quite obvious on these graphs. For 

example, around the beginning of April, 2013, the UI of the website 

was changed completely and made more attractive and intuitive. 

Consequently, there is an increase in app-usage, new users and other 

such activity. This is definite because there had been eight other 

versions before this one and number of downloads, or even simply 

users who wanted to just try the app did not increase as much as it did 

on this particular version (1.1.0). But, just after that, the usage 

declined since the app had yet to be updated to support the new API, 

so there would have been a lot of errors. This shows that users need 

timely and synchronous updates on all services, and they also liked 

the changes on the website. 

 

               
 
                  Fig 7. Graph showing new users of the app, per week. 
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ii) Events: 

 

Flurry also has an option, which allows the app developer to put in log 

statements in the code. This way, we can log particular events that we 

want to monitor. This is an implementation of a combination of the 

methods in [6] and also the unobtrusive method of user analysis [6]. 

Flurry logs a stream of such events which we can later analyze and see 

what features the users prefer to use most, how they are getting there, 

at what frequency they are using it, an much more.  

 

All this data can be useful to either delete or change less frequently 

used features.    

 

 
 

(a) 

  

 
 

(b) 

 

Fig 8 (a) Active users per week. (b) Number of sessions on the app per week. 
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Another useful graph the service produces is the user paths data. 

Based on these log events, a simple tree graph is shown which shows 

frequency of occurrence of events, at a glance. This allows us to make 

the same kind of decisions as mentioned above, but makes it very 

simple. 

 

Fig 9 (a) shows a table with a small sample of the kind of events that 

are logged during the usage of the app. Increasing the number of such 

logs can be more useful for us as developers to monitor precise events 

such as favourites and shares or uploads. Based on what kind of 

pictures that are preferred by users for such events, we can steer our 

service along that path. 

 

Fig 9 (b) shows the logged events arranged into a tree shaped graph 

called user paths. This shows the paths taken by users in terms of 

percentage. 

 

iii) Users: 

 

Flurry also collects anthropological and geographical data by 

collecting useful data about users. The following information is 

presented to us for analysis: 

 

o Other interests – Users who use YouPic also use a variety of 

other apps. The categories, which these belong to, are given to us 

in a graph so we can target such users in the future. Fig 10 (a) 

shows this graph for YouPic. 

o Age – The age range of people who use the app. This is mostly 

people in their twenties. This is contrasting since most of the users 

on the website are middle-aged but younger people use the app, 

because, as mentioned at the beginning, they are more tech savvy. 

But this is also defined by geography. Fig 10 (b) shows the graph 

representing this. 

o Gender – This statistic normally does not matter when it comes to 

creative fields such as photography, but since it is a worldwide 

service, some small considerations must be made based on content 

posted on the website so that members of both genders remain 

interested.  

o Geography – This is very useful information and this is also 

recorded in terms of number of sessions, number of active and new 

users from various regions. Based on this, we can focus on 
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introducing location specific services. Fig 11 (a) shows number of 

total sessions geographically. 

 

 
 

(a) 

 

 
 

(b) 

 

Fig 9 (a) A sample of how events are logged on Flurry (b) The user paths tool on Flurry 

which displays most frequent events. 

 

o Language – Like geography, language is also another major 

factor, which attracts users. Currently, YouPic is only offered in 

English, but it is not the lingua franca in many regions of the world 

such as Latin America, the Middle East, or Japan and China, where 

English isn’t used frequently. Fig 11 (b) users on YouPic based on 

their native language. 
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All of these things are based on users own profiles since only users who have a 

registered account with YouPic can log in to the Android app, unlike the 

website, where anyone may browse through the content. 

 

 

    
 

(a) 

 

 
 

(b) 

 

Fig 10 (a) Categories of other apps used by YouPic users. (b) Percentage of users in terms of 

age. 
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3.3 Feedback from other sources 

 
We receive feedback from other sources too. The default statistic given by 

Google Developer Console, showing active users, most downloads based on 

country, number of total download and the like, is pretty useful, although not as 

much as Flurry, since it is not updated as frequently. But for a quick reference, 

now and then, it serves the purpose. Also, the data provided by this source is 

also given by Flurry and is not as comprehensive.   

 

 
 

(a) 

 

 
 

(b) 

Fig 11 (a) Average number of active users per week, seen geographically. Darker blue 

corresponds to larger values (b) Number of active users in terms of language. 
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Apart from the statistical data, the developer console also displays the comments 

and reviews made by the app users. This of course is useful since it comes 

directly from target users. We take them into consideration and implement 

necessary features promptly. 

 

Similar to user reviews on Google Play, we have a dashboard on YouPic where 

users can post feedback. Sometimes, they comment about the mobile apps, or 

about the service in general. This can be very useful in making design decisions 

as we have very frequently, as users respond very positively to changes made 

accordingly. 

 

One example of such a feedback was when a user said – “It will be better if you 

think as a photographer, rather than a sophisticated programmer.” The latest 

changes in the UI were an attempt to live up to this expectation, and the user 

feedback has been positive so far. 

 

4. Discussions 

 
The whole application took around two months to complete. It was my first 

mobile application, so there are quite a lot of things I have learnt about mobile 

app development, both on the coding side, and the HCI side, the latter being the 

focus of this thesis. In the following topics I will discuss some implications 

based on HCI in mobile applications and also some points in general about app 

development. This is followed by some of the problems faced during 

development, the purpose of which is to inform the reader of the modus 

operandi involved in this app’s development. 

 

4.1 Implications and lessons learned 

 
One of the most obvious lessons learned from experience was that a lot of 

design changes are made instinctively. They are based on the fact that even the 

developers are users too, ultimately. A lot of trial and error methods are 

involved. This was especially evident when I started developing the iOS app, 

and a lot of experimentation was done with the UI in it. The users approved of 

it. Intuition plays a great role in design. 

 

Design also is not constant, users need to be kept engaged and new features 

must be introduced. A constant evolution of design in small steps can have a 

good effect on the user’s opinion and also keep feedbacks from them active. 

This is important since in YouPic’s case, the target audience constitutes a niche. 

Anthropology plays an important role and photographers like creativity. By 
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studying what kind of photos people upload from different parts of the world, 

we can create new features and categories of flows, to accommodate those in the 

future, on YouPic. For example, in India, there are people who make 

photographs of Hindu deities. A separate category or page for such pictures 

could attract more people interested in this field. And we have noticed that they 

like it when we make creative changes with the design and experiment. Hence, 

we must concentrate on the niche. 

 

Ease of use is another very important aspect. Unnecessary obtrusion such as 

asking for feedback must be kept at a minimum. As discussed various times 

before, users must be able to use the app intuitively without wondering what a 

certain button might do. This is done, by using symbols and buttons, which 

show natural affordance [4]. Keeping design and functions simple also 

accomplishes this. Unlike most services, YouPic services have very simple 

registration functions. 

 

Tools such as Flurry are very useful in the sense that they are easily 

customizable by the developer. Log statements are all chosen by the 

programmer and the amount of monitoring data that can be retrieved, is virtually 

limitless.  

 

4.2 Problems faced 

 
As this was my first time making an android app, and even on a project of this 

size, it took longer than expected for me to complete the program. Plus, it took 

time to get accustomed to the size of the project. 

 

The very initial design on the app, while coding could not be shown in this 

document since it was tested on a low-end device, without an option for taking 

screenshots. 

 

Due to the limited experience with coding for apps, the initial versions had a lot 

of bugs, which could have been avoided with longer testing time. But as 

experience grows, these bugs will appear lesser and lesser in the subsequent 

versions as the fixes can be made more promptly.  

 

4.3 For the Future 

 
Though the app is a full-fledged service of YouPic in itself, it is not complete. It 

requires constant change, as mentioned earlier. A couple of features are yet to be 

included in the Android version. They are the following: 
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 Sometimes users upload content that might be offensive to others, or 

might violate a copyright. We would like to be informed when such 

things happen. For that purpose, the next thing to be implemented is a 

facility for users to report such content. 

 

 On the website, the registration process is made very simple by providing 

user with the option to sign in using their existing accounts on popular 

websites such as Facebook and Google. This reduces the steps of the 

default registration process from four (entering credentials and pressing 

the register button) to one. 

 

 Due to memory issues, the flow on the app was kept simple with single, 

large images. But in the future, there will be one similar to the one on the 

website, with randomly chosen, variably sized images.  

 

 Better and more attractive animations to give the app improved aesthetic 

value. 

 

 Implementation of the world map feature from the website. This map can 

be used to view images from different parts of the world. This is 

available both on profile pages, one for each user, and one for the whole 

website. Consequently, setting up a flow of images, based on regions. 

 

 Include an option for changing languages on the app. This would of 

course make the service more inviting to many more users around the 

world. 

 

5. Conclusion 
 

During the course of the development of this app, both the team and I, realized 

that even though a more obtrusive method can be employed sometimes, the 

users still ask for new features and it doesn’t really seem to be a complete 

product. This is also backed up by the observation that the users may not always 

know what they want until they are introduced to a finished product, and they 

use it. Thus, we have also tried new designs and just releasing them to users to 

see their response. So far till now, we have been updating and maintaining the 

service with a combination of these approaches and also some improvisational 

and intuitive designing.  

 

As we can see, the whole maintenance and evolution of the application involves 

an amalgamation of a wide variety of obtrusive an unobtrusive methods. It has 

also involved an observation and benchmarking of how other app developers, in 
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our field and more generally, approach and design their services. This evidently 

shows that no single approach can be unsuccessful at producing a desirable 

application, which will be accepted by a variety of users.  

 

Hence, all these methods have helped me come up with a few parameters factors 

that are necessary and which affect the production of an acceptable design for 

mobile apps, with respect to HCI. As elaborated earlier, these can be vaguely 

listed as ease of use, aesthetic value of the app, natural affordances or 

familiarity, anthropology, geography and personal interests.   

 

Thus, YouPic for Android has been a result of inputs from various sources, 

people and ideas alike. Hopefully, in the future, it will join a list of applications, 

which define photography on mobile devices.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



YouPic for Android (5DV079) 

mcs10rsn@cs.umu.se 39 

Appendix A. 

 

Initial Lo-Fi prototype – Screenshots and more 
 
This appendix shows all the screenshots created using Adobe Photoshop to get 

an idea about what the actual app will look like. The first set is the screenshots 

which were created before meeting with YouPic owners. The second are the 

ones after discussing the design with them. 

 

                            
(a) (b) 

 
Fig 1. (a) Image viewer page in the old Lo-Fi prototype displaying a drop-down options 

menu. (b) Login page on the old prototype. 

 

Fig 1 (a) shows another version of the image viewer page shown before. This 

has a drop-down menu to navigate between the various features on the app 

easily.  

 

Fig 1 (b) shows the login and register page. It is fairly simple and 

straightforward. It has the standard design of any login page, and for reasons of 

familiarity, we keep it that way. 
 

Fig 2 shows the personal profile page of a YouPic user. It has most of the user 

details in a concise manner. It also has a menu bar below this data to view more 

information about the user. This menu bar format is followed throughout the 

design, at this stage, because, according to personal opinion, it serves the 

purpose of fast and complete navigation, rather fully. 
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The following screenshots are of the new, redesigned Lo-Fi prototype, after 

YouPic meetings. 
 

 
 

Fig 2. Profile page on the old prototype. 

 

 

As we can see from Fig 3, the design has substantially changed. As mentioned 

before, this design mimicked the website design at the time, and had widgets 

which had much more natural affordances.  

 

Fig 3 (a), (b) and (c) show drop-down boxes. The first shows a list of 

notifications received by the user about activities on the website. The second 

one shows an upload feature. This is a very important feature with respect to the 

services offered by YouPic, and is central to photo sharing. 

 

The concept of simplicity is given importance, and we try to adhere to it as 

much as possible. The placement of these functions all in one page is an attempt 

to reduce the number of steps involved in completing a task. The third one 

shows a box that can be used to access the user’s profile page and inbox, or to 

sign out. These images, in addition, show a small search bar on top, which can 

be used to search for pictures, users, or categories on YouPic. The search 

categories themselves are another area of design decisions we have to tackle in 

the future. 
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(a) (b) 

 

                             
                            (c)                                 (d) 

 

Fig 3. (a) Home page with drop-down notifications box. (b) Home page with drop-down 

upload box. (c) Drop-down box with personal functions. (d) Inbox page. 
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(a) (b) 

 

Fig 4. (a) Messages between two users. (b) Composing a new message. 

 

Fig 4 shows the messaging system available on YouPic. It is a basic feature, 

which allows users to remain in contact with one another. Since the central 

focus of YouPic, at present, is photo sharing, more emphasis is given on 

activities that promote just that. For example, commenting on images, liking, 

favouriting and sharing them lets a user know, more quickly and efficiently, that 

another user has some opinions to share regarding their work. For this reason, 

the messaging feature has been kept simple. 

 

In Fig 5 (a), we see a page where information about an image is shown. 

Information such as the camera used, the lens, the place, category, time and 

comments are shown here. In other words, all the things that are relevant for 

photographers are listed out in an attractive and yet, understandable way. The 

icons, used for each information item, are picked such that they are understood 

internationally. At present, since we only have services in English, it is 

important that we rely on visual elements like icons, in abundance. These icons 

must therefore be ones that can be recognizable everywhere in the world. This 

figure also shows comments on the picture. All this information is displayed in 

one dedicated page because, in our opinion, it would take the focus off the 

image in the actual picture-viewing page. 

 

Fig 5 (b) and (c) show the profile page of a user. In this case, it is of the one who 

is logged in. They were two version designed during this time, in order to see 

which one showed information more efficiently and with reasonably large font 

sizes. The icons used here, are also designed to be recognized, by anyone in the 
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world. The page also has a number of buttons that can be used to access 

information such as fans and countries (Fig 5 (b) and (d)), which are shown in a 

horizontally scrolling view.  

 

                            
         (a)            (b) 

 

                            
(b) (d) 

 

Fig 5. (a) Image information page. (b) User profile page with regions. (c) User profile page 

with alternate design. (d) Profile page user’s fans. 

The profile pages also show a map that can be used to navigate to the various 

regions the users have travelled to. This is a central part of YouPic as one of its 

targets is photographers who travel around the world. The regions which the 
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user has visited are highlighted in green and the colour is brighter in regions 

with larger number of pictures associated with them. This map can be zoomed in 

and navigated to view the pictures from each region. This is shown in Fig 6 (a) 

and (b). 
 

                            
         (a)           (b) 

 

                            
(c) (d) 

  

Fig 6 (a) and (b) Profile page map navigation. (c) Settings page. (d) Registration page. 
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Fig 6 (c) shows the settings page. This feature was considered necessary in the 

app to maintain the concept of simplicity. If not provided, the users would have 

to visit the website every time they want to edit their personal information.  

 

Fig 6 (d) shows the registration page. As mentioned above, the registration 

option is provided in the app itself so users do not have to visit the website to 

create an account on YouPic. Also, the team wanted the application to be a 

standalone platform on which users can avail the features of YouPic, 

independent of the website.  

 

                   
                           (a)                     (b) 

 

Fig 7. (a) Upload feature which accesses the photo gallery on the device. (b) Preview of 

selected image for upload. 

 

Fig 7 (a) shows how the upload feature lets the user pick images from their 

device for upload onto YouPic. Unlike many photo-sharing websites in the 

world, YouPic lets photos of many types to be uploaded. The diversity in 

categories and kinds of images would be appealing to a variety of photographers 

around the world.  

 

Thus, as shown in the screenshots in this section, there were a number of steps 

and design concepts taken into consideration even in creating the Lo-Fi 

prototypes. This demonstrates how the evolution of design takes place during 

each stage of the development process. 
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Appendix B.  

 

Finished Android Application – Screenshots and more 
 
The first version of the app released (1.0.1) had many changes done to it even 

during development. The result was that it looked completely different from the 

first Lo-Fi prototypes. 

 
In this section, we will see most of the screenshots of the app in the first release, 

and the latest changes to its UI.  

 

Screenshots of first release version 

 

                                  
 

(a) (b) 

 

Fig 1. (a) Main flow. (b) Picker page. 

 

Fig 1 (a) shows the main flow, which had the buttons moved into the header bar 

to make more room for the images, which are the main focus of the app. 

 

 Fig 1 (b) shows a very colourful picker page. It has the latest image of the 

inspiration flow as its background. The boxes are also made translucent. This is 

done to make the design more attractive and also let the users feel that they are 

important. 
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Fig 2 (a) shows the new profile page with a large area for the profile image and 

metadata. The rest is the same as the screenshot shown is section 2.2. 

 

                         
 

           (a)                 (b) 

 

Fig 2 (a) Profile page. (b) Fans page. 

 

Fig 2 (b) shows the Fans page. It is similar to the one made during the 

development stage, but the buttons, like the home page, have been moved to the 

header bar to allot more space for the list of Fans. Fig 3 (a) shows the inbox and 

notifications page, which has a similar layout. 

 

Fig 3 (b) shows a pop up dialog in the inbox page, which shows conversations 

between two people. 

 

Fig 3 (c) shows the upload dialog on the picker page. As explained earlier, there 

are three options for upload – from the camera, image gallery or from the users’ 

Dropbox accounts.  

 

Fig 3 (d) shows the image preview just before upload to YouPic. There is also 

an option to rotate the image at the bottom right in case the original image is not 

oriented properly.  

 

Fig 4 shows the image viewer page in landscape mode. This page has not 

undergone any changes since the first release. 
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          (a)           (b) 

 

                                   
 

          (c)           (d) 

 
Fig 3 (a) Inbox and notifications page. (b) Conversations between two users. (c) Upload 

dialog on Picker page. (d) Image preview before upload. 
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Fig 4. Image viewer page in landscape mode. 

 

Screenshots of the latest release with significant UI changes 
 

The latest release which had very drastic UI changes was version 1.1.0. Only 

four pages had such notable changes. These are shown in this section. 

 

                                      
 

            (a)            (b) 

 

Fig 5 (a) Remodeled profile page. (b) Redesigned picker page. 
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Fig 5 (a) shows the remodeled profile page. The whole box with the profile 

information slides up when the images are scrolling up and slides back down 

with they are scrolling in the opposite direction. This way, the user can get a 

better view of the images, and can easily access the profile information when the 

list is long, which was not possible in the old design. 

 

Fig 5 (b) shows the picker page where the white are just replaced by transparent 

blacks. This change was made as we thought it looked better than the old design, 

and also made the background image look better.  

 

                                       
 

            (a)            (b) 

 

Fig 6 (a) Redesigned home page. (b) Redesigned preview page. 

 

Fig 6 (a) shows the redesigned home flow page. It has the same design as the 

first version, but the header is translucent black, and slides up and down when 

the list is scrolling up and down respectively. This is to enhance user experience. 

 

Fig 6 (b) shows the preview page. The only difference it that, it has a black 

theme in this version. 

 

 

 

 

 

 

 



YouPic for Android (5DV079) 

mcs10rsn@cs.umu.se 51 

8. References 

 
[1] Mark Dunlop, Stephen Brewster (2002), The Challenge of Mobile Devices 

for Human Computer Interaction, Personal and Ubiquitous Computing Volume 

6 Issue 4, Springer-Verlag. pp 235-236. ISSN:1617-4909. 

[2] Richard Harper (2003). People Versus Information: the evolution of mobile 

technology. Human-Computer Interaction with Mobile Devices and Services 

Lecture Notes in Computer Science Volume 2795, 2003. Springer. pp 1-14. 

ISSN: 0302-9743. 

[3] Verena Giller, Rudolf Melcher, Johann Schrammel, Reinhard Sefelin, 

Manfred Tscheligi (2003). Usability Evaluations for Multi-Device Application 

Development, Three Example Studies. Human-Computer Interaction with 

Mobile Devices and Services Lecture Notes in Computer Science Volume 

2795, 2003. Springer. pp 302-316. ISSN: 0302-9743. 

[4] Daniela Fogli, Fabio Pittarello, Augusto Celentano, and Piero Mussio 

(2003). Context-Aware Interaction in a Mobile Environment. Human-Computer 

Interaction with Mobile Devices and Services Lecture Notes in Computer 

Science Volume 2795, 2003. Springer. pp 434-439. ISSN: 0302-9743. 

[5] Carmine Ciavarella, Fabio Paterno (2003). Design Criteria 

for Location-Aware, Indoor, PDA Applications. Human-Computer Interaction 

with Mobile Devices and Services Lecture Notes in Computer Science Volume 

2795, 2003. Springer. pp 131-144. ISSN: 0302-9743. 

[6] Jesper Kjeldskov, Connor Graham (2003). A Review of Mobile HCI 

Research Methods. Human-Computer Interaction with Mobile Devices and 

Services Lecture Notes in Computer Science Volume 2795, 2003. Springer. pp 

317-335. ISSN: 0302-9743. 

[7] Sakkari Tamminen, Antti Oulasvirta, Kalle Toiskallio, Anu Kankainen 

(2004). Understanding mobile contexts. Personal and Ubiquitous Computing 

Volume 8 Issue 2, Springer-Verlag, pp 135-143. ISSN:1617-4909. 

[8] Sim D'Hertefelt (1999). Observation methods and tips for usability testing. 

http://users.skynet.be/fa250900/knowledge/article19991212shd.htm. 

[9] Sara Delamont (2001). Fieldwork in Educational Settings: Methods, Pitfalls 

and Procedures. Routledge. pp. 95-110. ISBN-10: 041524837X. 

[10] Iconfinder. http://www.iconfinder.com/ 

 

Links: 

 

(1) To YouPic for Android on Google Play Store: 

https://play.google.com/store/apps/details?id=com.youpic.youpic&featur

e=search_result?t=W251bGwsMSwxLDEsImNvbS55b3VwaWMueW91

cGljIl0. 

 

(2) YouPic Website: http://youpic.com/ 

http://users.skynet.be/fa250900/knowledge/article19991212shd.htm
http://www.iconfinder.com/
https://play.google.com/store/apps/details?id=com.youpic.youpic&feature=search_result?t=W251bGwsMSwxLDEsImNvbS55b3VwaWMueW91cGljIl0.
https://play.google.com/store/apps/details?id=com.youpic.youpic&feature=search_result?t=W251bGwsMSwxLDEsImNvbS55b3VwaWMueW91cGljIl0.
https://play.google.com/store/apps/details?id=com.youpic.youpic&feature=search_result?t=W251bGwsMSwxLDEsImNvbS55b3VwaWMueW91cGljIl0.
http://youpic.com/

