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Abstract

The last few years, giant companies like Facebook and Google have taken over the publishing 

market by attracting both advertisers and users to their platforms. This has caused smaller 

news publishers to lose their influence and their independence in the industry. To combat 

this trend, Newsadoo is on a mission to establish a collaborative news platform that benefits 

everyone involved. To help fulfill the company’s vision, the platform’s content has to be easily 

moderated by both Newsadoo and its partners to make sure that it satisfies the users’ needs.

This master thesis concerns the design and implementation of a new solution for Newsadoo’s 

administrative portal, which will allow both internal administrators and external partners to 

moderate the content in Newsadoo’s main product. The work was done on site at Newsadoo’s 

office in Linz, Austria, during the fall term of 2019.

The project progressed in bi-weekly sprints based on the principles of Lean UX, which 

were comprised of methods common to projects revolving around interface design and 

development. These were methods like user flows, site architecture mapping, wireframing, 

and different forms of testing and evaluation.

The project resulted in Newsadoo Backoffice, a user interface with focus on accessibility and 

usability that facilitates easy moderation of Newsadoo’s main product. Newsadoo Backoffice is 

also a potential selling point for the company when trying to find new publishing partners to 

collaborate with, as this new solution also provides partners with useful data and knowledge 

on their own company’s performance.

Keywords: industrial design engineering, user interface design, user experience, universal 

design, web accessibility, information architecture



Sammanfattning

De senaste åren har stora företag som Facebook och Google tagit över 

publiceringsmarknaden genom att locka både annonsörer och användare till sina plattformar. 

Detta har fått mindre nyhetspublicerare att förlora sitt inflytande och sin självständighet i 

branschen. För att bekämpa denna trend har Newsadoo försökt etablera en nyhetsplattform 

där alla inblandade parter kan samarbeta och hjälpa varandra. För att uppfylla företagets 

vision måste plattformens innehåll lätt kunna modereras av både Newsadoo och dess 

partners för att se till att plattformen uppfyller användarnas behov och förväntningar.

Detta examensarbete avser design och implementering av en ny lösning för Newsadoos 

administrativa portal, som gör att båda interna administratörer samt externa partners kan 

moderera innehållet i Newsadoos huvudprodukt. Arbetet utfördes på Newsadoos kontor i 

Linz, Österrike, under höstterminen 2019.

Projektet utfördes i två veckor långa sprints baserade på principerna för Lean UX, 

som bestod av vanliga metoder för projekt som kretsar runt design och utveckling 

av användargränssnitt. Dessa var metoder som användarflöden, kartläggning av 

webbplatsarkitektur, wireframing samt olika former av tester och utvärderingar.

Projektet resulterade i Newsadoo Backoffice—ett användargränssnitt med fokus på 

tillgänglighet och användbarhet som underlättar moderering av Newsadoos nyhetsplattform. 

Newsadoo Backoffice resulterade även i ett potentiellt försäljningsargument som Newsadoo 

kan använda när man försöker hitta nya partners och investerare att samarbeta med, 

eftersom denna nya lösning exempelvis även ger partners användbar data och kunskap om 

sina egna artiklars prestanda på plattformen.

Nyckelord: teknisk design, användargränssnitt, användarupplevelse, universell utformning, 

webbtillgänglighet, informationsarkitektur
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1. Introduction

During the last few years, giant companies like Facebook and Google have taken 

over the publishing market by attracting the majority of the annual advertising 

revenues. Due to this, the smaller actors—the individual news publishers—are 

quickly losing their power and independence in the industry. Newsadoo is a startup 

on a mission to create a collaborative news platform that benefits everyone involved.

This project focused on designing and implementing an administrative interface 

for Newsadoo’s news platform, to help them achieve their future vision. This work 

was conducted as a master thesis project in Product Design at Luleå University 

of Technology, within the degree of Industrial Design Engineering. The thesis was 

carried out during the fall semester of 2019 in collaboration with Newsadoo GmbH, 

on site in Linz, Austria.

1.1. BACKGROUND
Since the rise of smartphones and social media, the way we consume news has drastically 

changed. We no longer rely on newspapers to stay up-to-date with the community and 

the world, as our attention has been diverted to other channels. Old revenue streams like 

subscriptions and ad sales are no longer working for individual publishers in the digital 

channels, as giants like Google and Facebook are attracting more and more of the worldwide 

advertising revenue each year. Individual publishers are quickly becoming more and more 

dependent on the big players, to the point where it’s difficult to stay in business due to the 

increasing costs of this dependence.

Newsadoo is on a mission to give the power back to the individual news publishers and to 

the European businesses that have been overrun by international competitors. By providing 

newspapers with an alternative, collaborative publishing platform that benefits everyone, 

Newsadoo hopes restore the influence of the individual publishers on the market.

With an intelligent system that learns from the user and their interests, Newsadoo creates 

personalized news feeds with articles from trusted sources. By “bundling” similar news 
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stories from different sources together, the user can easily 

find and consume news from different perspectives.  All 

this functionality is available to the users on all platforms 

and devices, from computers and phones to smart speakers, 

to create a barrier-free experience adapted to the users’ 

preferred way of consuming news.

While Newsadoo is still a startup in the early stages, 

launched in 2017, the company has caught a lot of attention 

lately and is now rapidly growing and expanding. This 

has led to great improvements of their main product—the 

news platform, seen in Figure 1—which is expected to see 

many improvements in the near future. Because of this 

rapid development, however, another piece of the puzzle 

towards fulfilling their mission—the administrative side 

of the product, used by administrators and publishing 

partners—had been neglected. The project brief supplied by 

Newsadoo was to design and implement a new solution of 

this somewhat abandoned administrative platform.

1.2. STAKEHOLDERS
Due to the significance that the consumption of news have on our lives, there are a lot of 

potential stakeholders involved in a project related to this area.

The primary stakeholders of the project are the users directly using the administrative 

platform for moderation of the news platform; administrators at Newsadoo and partners at 

different publishers, as well as future designers and developers maintaining the end result 

of this project. But since the experience of using the news platform is determined by the 

content, which is managed through the administrative interface, any user of Newsadoo could 

be considered a stakeholder for this project.

Furthermore, Newsadoo’s success is partially—but largely—determined by the users’ 

experience of the news platform moderated with this administrative interface. This means 

that the outcome of this project will affect both Newsadoo as a whole, as well as investors 

tied to the company, which adds to the pool of possible stakeholders. Since one of Newsadoo’s 

Figure 1. Newsadoo’s main product.
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main focus points for the news platform is benefiting the individual publishers that partner 

with the company, these are also important stakeholders for this project to keep in mind.

One could also argue that, if the company fulfills its mission of changing the way we 

consume news and manages to attract a large enough reach, society as a whole could be 

considered a stakeholder. This is due to how large of an impact the consumption of news has 

on people’s lives; many of the thoughts we have and the decisions we make in are affected 

by the information we consume. If the results of this project can help support Newsadoo’s 

news platform succeed—leading to a more informed population—this could have significant 

consequences on our future.

1.3. OBJECTIVES AND AIMS
The objective of this project was to design and implement a new and production-ready 

solution of Newsadoo’s administrative platform; a user interface adapted for both desktop 

computers and smartphone devices, as well as conforming to a defined set of accessibility 

guidelines. This interface would contain all the functionality required to moderate the 

content of Newsadoo’s news platform, both for administrators at Newsadoo as well as 

external publishing partners. While the end result should be ready for an initial launch, the 

product was not intended to be fully completed in terms of evaluation and refinement.

The aim of the project was to deliver the best possible experience for its users, and to facilitate 

both moderation of Newsadoo’s main product as well as to help increase the conversion rate 

of new publishing partners. This would be achieved through thorough planning, analysis, 

design, implementation, and evaluation, with the project’s stakeholders in mind.

A set of research questions were defined and hoped to be answered at the end of the project:

 • What are the criteria for designing and implementing a web interface optimized for 
accessibility and usability?

 • How can the interface be designed and implemented to facilitate the content 
moderation?

 • How can the interface be designed and implemented to create additional value for 
the stakeholders?
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1.4. PROJECT SCOPE
The work was carried out as a master thesis project in Industrial design engineering within 

the field of product design, at Luleå University of Technology during the fall term of 2019. 

The project was comprised of 20 weeks of full-time work which was done on site at Newsadoo 

GmbH’s office in Linz, Austria.

A large part of the implementation of the user interface revolved around development—

coding the software—of the administrative platform. Due to the thesis’s focus on design and 

implementation in regards to product design, this software development work involved in the 

project was not within the scope of this thesis.

While the user interface at the end of the project was expected to be ready for launch, this 

did not mean, however, that a fully completed product would be delivered. Additional testing 

and evaluation was to be done throughout the life span of the product, where changes and 

features would be implemented according to feedback from the users. This additional work 

was not within the scope of this project, as the initial launch of the administrative platform 

was planned after the thesis deadline.

1.5. THESIS OUTLINE
This thesis is comprised of seven different chapters, starting with this first section containing 

an introduction to the thesis itself.

The second chapter presents the context of the project, containing an analysis of the problem 

as well as both current and future state of the product. The chapter ends with a mapping of 

the project’s stakeholders.

The third chapter present the theoretical framework—the information and knowledge 

gathered that seemed relevant for the success of the project’s outcome.

The fourth chapter describes the process and methodology used during the project—the steps 

taken to achieve the final result.

The fifth chapter presents the results from each stage of the process, including the final 

product that the work resulted in.
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The sixth chapter contains discussions, reflections, and conclusions regarding the project’s 

outcome, along with answers of the research questions presented in chapter 1.3.

Finally, the seventh chapter contains a complete list of all the references used throughout this 

thesis.



2. CONTEXT
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2. Context

This chapter contains the identified context of the project; a critical analysis of the 

problem defined by Newsadoo, an explanation of the current and possible future 

state of the product, as well as a mapping of the project’s stakeholders.

2.1. PROBLEM ANALYSIS
The project brief from Newsadoo stated that they were looking for a redesign of its current 

administrative interface to help the company achieve its visions for the future; to provide 

an alternative publishing platform and to give power back to the individual publishers. To 

understand what this problem definition implied, a closer look at the company’s mission—and 

the relevance of this mission—was needed.

Newsadoo has identified a concerning trend in the way the worldwide annual advertising 

revenues are distributed among news publishers. As seen in Figure 2, between 2011 and 2017, 

Google and Facebook saw a drastic increase in market share, and the trend has no signs of 

stopping. 

Figure 2. Annual advertising revenues between 2011 and 2017 (Knierzinger, 2018).



9

To combat this change, Newsadoo set out on a mission to give the power back to the 

individual publishers and to the European businesses that are being overrun by international 

competitors. By entering the market with an alternative publishing platform, they hope to 

build a collaborative environment that benefits everyone.

But why is this such a crucial part of creating a better future for society? Why do we have to 

stop giants like Google and Facebook from becoming the most powerful actors in the news 

publishing market? One can argue that by giving all the power to only a few actors, we move 

towards a publishing monopoly, and because of the significance media has on our society, this 

can lead to a future more or less in the hands of a few single companies.

Another big part of the problem is the business models behind these types of actors. Both 

Facebook’s and Google’s models are built on user engagement with their platforms, and it’s of 

their biggest interest to maximize this engagement. The issue here is that, as Hubbard (2017) 

explains, the content that receives the most attention and interaction on these platforms 

isn’t the trustworthy and real media, but rather the opposite—the biased, often politically 

driven, so-called “fake news”. A possible outcome of this promotion of low-quality media is a 

decrease in the publishing of high-quality news stories, as these might no longer attract the 

users’ attention. This might ultimately lead to a warped perception of our society as one can 

argue that fake news is essentially comparable to distribution of inaccurate information to 

readers.

Without real competition, these giants will only continue to shift the trend for the worse, as 

their investors thrive on it. Therefore, a company with a vision like Newsadoo—giving power 

and influence back to individual publishers—could be of grave importance for our future.

At the same time, one has to be critical to the statements given by Newsadoo. Could there 

be negative side effects of giving the power back to the smaller actors on the market? Is it 

possible that a monopoly by a few giant companies can actually be a positive change for 

society? While it’s impossible to say at this point, this eventual reality is something to keep in 

mind, even though it may not have an impact on the outcome of this project.

While the project is focusing on Newsadoo’s administrative platform, this higher-level 

understanding of the situation and the problem is still highly relevant as this knowledge 

will be needed to make sure that the administrative portal is designed and implemented to 

support Newsadoo’s mission to the greatest extent possible.
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2.2. CURRENT STATE
To develop an understanding for the current state of Newsadoo’s administrative platform, 

the existing product was thoroughly tested and documented, to later be used as support 

for designing and implementing the new product. This chapter explains the findings of this 

analysis, and is divided into five different areas.

2.2.1. Functionality

Compared to the product’s intentions, the current functionality present in the interface is 

very limited. Key features like content statistics and article tag management are missing, and 

currently needs to be accessed through external methods, which the main stakeholders don’t 

have access to. The interface also contains old features that no longer are relevant for the 

user, leading to nothing but clutter.

The biggest problem, however, is that only internal administrators at Newsadoo have access 

to the platform, as the ’publisher’ role with reduced permissions never was implemented. This 

takes away a huge selling point of the whole main product; a partner’s ability to moderate 

their own content on Newsadoo, preserving the power of acting as an individual publisher.

Some links in the 

interface lead to 

pages that are simply 

missing, causing a 

long waiting time 

which always ends in 

a “504 gateway time-

out”. This causes 

both frustration 

and confusion for 

the users, as the 

seemingly available 

functionality is 

actually missing. There is also some broken and misleading functionality in the interface like 

the user sign-up chart on the home page, that for some reason always show one user on a one 

day time span (see Figure 3), which removes the whole point of using a chart in the first place.

Figure 3. The broken user sign-up chart on the product’s home page.
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2.2.2. User interface

The current administrative interface has no resemblance to the look of Newsadoo’s main 

product, which can be seen in Figure 4, and could be an issue on multiple levels. A user 

might be confused whether they’re actually administrating content on Newsadoo, or doing 

something completely unrelated. With a lack of visual coherence between the two products, it 

can also be frustrating as a user having to learn multiple interfaces for something that should 

be related. And lastly, a unified design language between the two products would give off a 

much more professional feeling of Newsadoo and it’s package of products as a whole.

In terms of mobile adaptability, the user interface is not optimized to be used on devices other 

than desktop computers. Even on a desktop with a smaller browser window, the website’s 

layout breaks  and becomes either hard to use, or completely unusable (see Figure 5). As more 

and more people become comfortable using other devices, not just desktops, for browsing the 

Internet, it’s important that a website’s functionality is fully available on multiple kinds of 

devices, like tablets and phones. 

The user interface also contains text based information that’s unfinished or not clear 

enough, and not suitable for external partners. Since this platform is a great selling point 

for Newsadoo’s main product, every bit of information within has to be presented in a 

professional way, to uphold the brand’s credibility.

Figure 4. A comparison between the main product (left) and the current administrative interface (right).
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2.2.3. User experience

Because of the consequences certain actions within the interface have, there should be 

multiple levels of security when interacting with the functionality. A user should not be able 

to unknowingly trigger a ”dangerous” action with a single mouse click, as this could lead to 

serious issues. For instance, it’s currently possible for the user to disable a news source from 

showing in the main product with a single 

mouse click on the icon shown in Figure 

6. This would hide all of the publisher’s 

articles from appearing on Newsadoo.

Missing feedback on the users’ actions is 

also degrading the overall user experience 

of using the interface. Related to the 

previously mentioned example; if a user 

clicks to disable a news source, the page 

simply reloads without any kind of message 

or feedback to the user. The only way to 

tell if the action was successful is to see if 

Figure 5. The problematic state of the current product’s sidebar navigation on smaller screens.

Figure 6. The icon for disabling a news source with a 
single mouse click.
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the icon changed. However, if this was an accidental click, there’s a very large chance that the 

user will never notice that anything happened.

The interface also contains error messages that aren’t suitable for regular users. As possibly 

non-technical administrators and partners will have access to these tools, it’s important 

that they can understand what has gone wrong, and what can be done about it, if a situation 

occurs. If a message like the one seen in Figure 7 is displayed to the user, they might panic 

and think that something has gone seriously wrong, despite it only being a minor warning, 

like in this case of a wrong search format.

On pages where the user is expected to enter and submit some information using a form, the 

user flow is unintuitive and can be confusing. The action buttons related to the form appear 

before the form itself (see Figure 8), meaning when the user has filled out the fields, they have 

to go all the way back to the top to submit the information.

Figure 7. The error displayed when trying to search with prohibited characters.

Figure 8. The unintuitive placement of a form’s action buttons.
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2.2.4. Accessibility

Some brief testing quickly reveals issues with the accessibility of the interface. While most 

parts of the website is accessible for keyboard-only users, some functionality like the article 

bundling—a function for connecting and disconnecting articles together—is using a graphical 

user interface, as seen in Figure 9, that requires interaction with a mouse. This means that 

any user without the ability of using a mouse has no access to this functionality.

The interface is also lacking other accessibility features like a way for the user to quickly skip 

to the main content of the page, when using a keyboard to navigate. Instead, the user has to 

navigate, step-by-step, through the interface’s sidebar on every page load before reaching the 

page’s content, which can be very frustrating in the long-run.

2.2.5. Information architecture

The administrative platform’s information architecture is lacking consistency and can be 

very confusing for the user. The navigational links in the sidebar, for instance, has different 

types of visual levels, as can be seen in Figure 10. Some pages only contain a very specific 

Figure 9. The keyboard-inaccessible graphical user interface for connecting and disconnecting articles.
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functionality—like deleting an article’s image—while 

some pages include moderation on a much wider level, 

despite appearing at the same hierarchical level in the 

navigation. Looking at the interface’s main navigation, 

the user should be able to get a brief overview of the page 

hierarchy, but now it’s an unstructured mixture of both 

pages and functions.

Another element of confusion is the fact that some 

functionality is available in multiple places. To remove 

an administrator, for instance, the user can navigate 

to the ’users’ page and perform a delete action on a 

specific user. The same functionality also exists if the 

user navigates to the ’delete user’ page, and supply an 

email connected to the account. While both ways of 

achieving the same result might be beneficial to have, 

depending on the user’s needs, having two separate and 

unconnected ways of doing so might not be the best 

solution, as the user could get confused which one to use.

2.3. FUTURE STATE
With the growth of Newsadoo’s main product, the importance of a proper way of 

administrating the product’s content growths with it. The future might see thousands of 

individual publishers connected to Newsadoo, all looking to moderate their presence on 

the platform. The main product’s success will therefore be largely dependent on the state 

of the administrative interface. Without a redesign of the existing, abandoned moderation 

interface, Newsadoo will clearly experience difficulties reaching its potential. This displays 

the importance of a properly implemented solution for not only administrators and partners 

directly using the interface, but for all of the company’s stakeholders.

To keep up with this projected demand, the future product would need a well-defined set 

of working functionality that satisfies all the users’ needs. It requires a visually pleasing 

interface with a simple and intuitive user experience, and a structured information 

architecture that makes the functionality recognizable and easy to use for everyone. The 

Figure 10. The main navigation’s 
inconsistent visual hierarchy.
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interface needs to be accessible by all types of users, no matter their choice of device or way of 

interacting with the website; the functionality has to be accessible by everyone.

2.4. STAKEHOLDER MAPPING
To understand the project’s stakeholders better, a stakeholder mapping was performed to 

identify the relationships between each actor. The stakeholder mapping was done in two 

variants—with and without Newsadoo’s involvement—with the intention of comparing what 

kind of possibilities Newsadoo’s products could have on its stakeholders.

The arrows between each stakeholder represents one-way relationships between the two 

stakeholders in question, with the direction of the arrow pointing towards the receiving end. 

The arrows’ thickness represent the strength or significance of that specific relationship or 

dependency.

The first model maps the relationship without Newsadoo’s involvement in the market of news 

publishing, and can be seen in Figure 11. As can be seen in the model, a strong relationship 

between most stakeholders 

and the giants—Facebook and 

Google—has been identified. Due 

to this, many of the stakeholders 

are in some way dependent 

of the giants on the market, 

whether it’s advertisers getting 

their ads seen, or users trying to 

find the most interesting content 

for them to consume.

The model also depicts the 

problem that the publishers are 

facing; a struggle connecting 

with their users directly, and 

having to rely on the giants—due to the giants’ large share of everyone’s attention when it 

comes to consumption of news and other content. We can also see a disconnection between 

the investors and other stakeholders—except for the giants—as most of the financial gain to 

be seen is through investing in these big companies. These transactions are also, most likely, 

Figure 11. Stakeholder map without Newsadoo.
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purely monetary—through stocks and dividends—which leaves out other potential gain for 

both parties like involvement in the businesses’ operations, for a more controlled investment.

The second model depicts a 

stakeholder mapping of an 

ideal scenario where Newsadoo 

has been established on 

the market, and fulfilled its 

mission, which can be seen in 

Figure 12. Publishers are now 

less dependent, if not at all, 

on the giants, as more of the 

advertising revenue is coming to 

the publishers, both directly, as 

well as through Newsadoo.

Both advertisers and investors 

are also now more connected with the users, as they both receive statistics on user 

engagement through Newsadoo’s platform, which is very useful data for their own work of 

analyzing the users’ attention. The model also displays better relationship for the users, as 

they are no longer as dependent of the giants for news consumption. As publishers now have 

regained the power and influence back, they can continue to publish quality content—both on 

their own platform and through Newsadoo—which the user can engage with. A side-by-side 

comparison of the two models can be seen in Figure 13.

Figure 12. Stakeholder map with Newsadoo.

Figure 13. A side-by-side comparison between the two models.
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Lastly, Figure 14 lists a summary of conclusions that was identified with the help of the 

stakeholder mappings, in terms of investments and gains that some stakeholders have in 

relation to Newsadoo; what they give and what they get back by partnering with Newsadoo.

Figure 14. Summary of conclusions from the stakeholder mapping.



3. THEORETICAL 
FRAMEWORK
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3. Theoretical framework

This chapter presents the theoretical framework that was researched and gathered 

through a literature review, and used as supporting knowledge and information for 

the project’s work.

3.1. INDUSTRIAL DESIGN ENGINEERING
Industrial Design Engineering (IDE) is generally related to the development of physical 

objects through a process. It’s a combination of industrial design and design engineering, 

that according to de Vere, Melles, and Kapoor (2010) has emerged through a need for greater 

synergy between these two fields. Furthermore, Buchanan (1992) distinguish them by saying 

that industrial design stresses what is possible when it comes to the development of products, 

and that engineering underlines what is necessary.

But one could also argue that IDE is not only a matter of the physical, but also the digital. 

Visser and Stappers (2012) writes about the recent interest in service design, and has 

compared the fundamentals of this area with the typical IDE curriculum. They report on 

many similarities between the two, mentioning a great overlap in mindset, methods and 

tools.

Looking at the definition of service design, Visser and Stappers (2012) define it as a 

practice that builds on earlier developments like user-centered design, experience design 

and interaction design, all of which are tied to the area of IDE, but also the design and 

development of digital product design.

As the area of IDE is becoming more connected with design and development of digital 

products, this project is now, more than ever, relevant for bringing new knowledge to the field 

of IDE. This project will explore the possibilities and limitations of designing and developing 

a digital product by applying gathered knowledge from an IDE curriculum, focusing on 

product design.
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3.2. USER EXPERIENCE AND USABILITY
User experience (UX) has, according to Hassenzahl and Tractinsky (2006), gained 

momentum to counter task- and work-related paradigms, but the ideas are not original. 

The term first appeared in Don Norman’s book The Design of Everyday Things—originally 

published in 1988—where he defined it as a practice of focusing on the needs of the user, 

instead of the system itself (Norman, 2013). Since then, Norman and Nielsen (n.d.) has 

refined the definition to encompass every aspect of the user’s interaction with a company and 

its services and products.

One of the cornerstones that make up the principles of UX is the term usability, which Petrie 

and Bevan (2009) explain as principles which focuses on achievements of tasks in specific 

contexts. There’s also an official ISO definition of the term which defines it as the “extent to 

which a system, product or service can be used by specified users to achieve specified goals 

with effectiveness, efficiency and satisfaction in a specified context of use“ (International 

Organization for Standardization 2018).

The principles of usability and UX is of course not only applicable to physical product design, 

but digital product design as well, which makes this highly relevant for the project. Garrett 

(2010) says that good UX becomes even more important on the web, as users often blame 

themselves when something goes wrong. And as Garrett (2010) furthermore explains, “if 

your users have a bad experience, they won’t come back.“ (p. 13).

The application of knowledge around user experience, specifically for website interfaces, was 

key for the project’s outcome. For instance, Aubert (2001) explains how the overall usability 

of an interface helps establish trust. As the administrative interface deals with sensitive 

functionality that will determine the content in Newsadoo’s main product, it’s important 

that the users can trust the interface and believe that their intentions will be achieved and 

fulfilled.

3.3. USER INTERFACE DESIGN
User interface design refers to the design of a user interface (UI)—the part of the application 

that the user can see and interact with (Chong, So, Shum, Li, & Goyal, 2004), which includes 

things like input controls, navigational components, informational components, and content 

containers (Usability.gov, n.d.).
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McKay (2013) details one concept of describing a UI as “a conversation between users and a 

product to perform tasks that achieve users’ goals” (p. 11), and furthermore mentions that a 

well-designed UI communicates to the users in ways that are natural, professional, friendly, 

efficient, and easy to understand. 

McKay (2013) also presents five core principles that make up his concept of UI as a means of 

communication:

As the end results from this project is a user interface which helps the users achieve their 

needs, the interface has to be able to communicate well with the users, which proves the need 

for good user interface design. The relevance and importance of good user interface design 

is also heightened by the findings of Adobe (2015), which state that 38% of users will stop 

interacting with a website if it’s not engaging or if the user interface is unattractive.

3.3.1. Mobile user interface design

To maximize the users’ needs, the administrative portal should work on both desktop and 

mobile devices, as the user might have to—or even prefer to—moderate their content on a 

mobile device. There are some differences, however, when it comes to user interface design 

for mobile devices that has to be taken into account.

1. UI is communication: essentially a conversation between users and a product

2. Explain tasks clearly and concisely, as you would in person: UI is still 
communication, just using a slightly different language

3. Every UI element can be evaluated by what it communicates and how effectively 
it does that job: The communication applies to everything in the UI, and elements 
that doesn’t communicate anything should be removed

4. Be polite, respectful, and intelligent: Like people, UIs communicate through 
personality, tone, and attitude.

5. If a UI feels like a natural, professional, friendly conversation, it is probably a 
good design: A simple yet effective technique for evaluating a design
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Nilsson (2009) has defined three problem areas that are specific for mobile user interface 

design, which are utilizing screen space, interaction mechanisms, and design at large. Ellis 

(2018) adds another to the list which is the interface’s intended functionality. These problem 

areas, and some possible considerations to think about for each, are summarized below.

3.4. BRAND IDENTITY DEVELOPMENT
Visual recognition has become a competitive factor when it comes to brand and products 

where they not only need to fulfill the users’ needs in terms of functionality, but also 

aesthetics (Karjalainen, 2007; Karjalainen & Snelders, 2010). This is due to the market 

saturation of products and services which all seem to provide a similar experience 

(Karjalainen & Snelders, 2010).

Qubstudio (2018) mentions that it used to be enough to create an intriguing advertisement for 

the brand, but this is no longer viable as the market has become more competitive. Stompff 

(2003) supports this statement by saying that “product design should be rooted in the culture 

of a company to ensure a consequent message—because, if they’re any good, products will 

outlast any brand identity campaign“ (p. 32).

As the UI is one of your means of communicating with the users—the conversation between 

user and product, as McKay (2013) describes it—you have to convey your message in the best 

way possible using this part of your product. This is done by aligning all your company’s 

products and presence together, to emphasize your positioning and make the user recognize 

you (Qubstudio, 2018).

Newsadoo’s current brand identity is already an established set of visual principles that has 

been ingrained into the company and is recognized by its stakeholders. This was a great 

 • Screen space: present elements in lists, group information, no horizontal scrolling, 
collapse elements into menus, support different screen orientations

 • Interaction: gestures instead of cursors, no physical keyboard

 • Design: think mobile first, minimal aesthetics; only display the essential

 • Functionality: more suitable for smaller tasks
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advantage for the project, as it could be used for the administrative interface to ensure a 

consistent and recognizable product for the users and Newsadoo’s stakeholders. During the 

process, some UI elements had to be redesigned or created from scratch, but was made to be 

consistent with the rest of the brand identity’s elements.

Some of Newsadoo’s brand identity elements that were used as a foundation in the project’s 

design work is presented below in Figure 15.

Figure 15. A selection of Newsadoo’s brand identity.
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By using the principles of brand identity development in the project, the administrative portal 

could be designed into something that felt like another side of Newsadoo’s main product, and 

not something completely different.

3.5. INFORMATION ARCHITECTURE
Part of the process of designing and implementing a user interface is making the work 

that the user doesn’t really see or notice. Rosenfeld, Morville, and Nielsen (2002) explain 

that great information architecture often leads to users attributing this to the success of 

something else, like the interface’s visual design. But this doesn’t mean that it’s any less 

important when designing an interface.

Richard Saul Wurman is recognized as the one who coined the term information architecture 

during his address at an American Institute of Architects (AIA) conference in 1976. He 

described an information architect as someone who makes the complex clear, and one who 

creates the structure or map of information which allows others to find their personal paths 

to knowledge.

Cardello (2014) defines information architecture as both being about identifying and defining 

a site’s content and functionality, as well as defining the relationships between the site’s 

content and functionality; the underlying structure. This can be done both as a flat or deep 

hierarchy (seen in Figure 16), which according to Whitenton (2013) is an important decision 

that can have dramatic consequences, depending on your needs.

As the project revolved around designing and implementing a user interface with possibly 

many different hierarchical levels, the importance of a structured information architecture 

was crucial for the overall user experience of the administrative platform.

Figure 16. Flat (left) vs. deep (right) hierarchy (Whitenton, 2013).
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3.6. UNIVERSAL DESIGN ON THE WEB
Universal design is a term coined by Ron Mace as “the design of products and environments 

to be usable by all people, to the greatest extent possible, without the need for adaptation or 

specialized design“ (NC State University, 1997). According to this definition, the principles of 

universal design does not only apply to the physical products and environments, but also the 

digital world. As we cannot make assumptions about our users’ abilities or disabilities, focus 

has to be placed on designing and implementing an interface that works as good as possible 

for everyone. This applies to all areas of the administrative portal, both the visuals and the 

user experience, as well as the functionality on the platform.

The principles of universal design is also related to users’ lack of skills or disabilities in the 

technologies which they use—not only users’ physical disabilities. Henry, Abou-Zahra, and 

Brewer (2014) extends the area of universal design to include focus on people without access 

to high-speed Internet, low language literacy, low computer skills, and outdated hardware.

Accessibility on the web has been promoted by the World Wide Web Consortium’s [W3C] 

Web Accessibility Initiative [WAI] since 1997, which has proved to be very successful in both 

raising awareness and the development of a standardized model (Sloan, et al., 2006). In 2018, 

WAI published the Web Content Accessibility Guidelines [WCAG] 2.1 (W3C, 2018), which is at 

the time of writing the latest web accessibility guidelines published. The document is divided 

up into four different areas—perceivable, operable, understandable, and robust—which each 

include recommendations to follow.

During the design and implementation of the administrative interface, all recommendations 

of the WCAG 2.1 guidelines were considered, to ensure an end result which was accessible 

by as many users as possible. While some of the guidelines aren’t directly related to an 

interface’s visual design, this still included things like color contrasts, typography, readable 

messages and labels, error identification, and more.

By taking the principles of universal design and web accessibility into account, we help 

contribute to a society where everyone can reach their true potential, by supporting their 

needs. Tim Berners-Lee, the inventor of the World Wide Web, once expressed the importance 

of this focus: “The power of the Web is in its universality. Access by everyone regardless of 

disability is an essential aspect” (World Wide Web Consortium, 1997).
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Perceivable — “Information and user interface components must be presentable 
to users in ways they can perceive.“

Text Alternatives: Any non-text content should have accompanying text alternatives so that it 
can be changed into other forms like large print, braille, speech or simpler language.

Time-based Media: Alternatives should be provided for any time-based media.
Adaptable: Content should be able to be presented in diierent ways without losing 
information or structure.

DistinDistinguishable: It should be easy for users to see and hear content, including separating 
foreground from background. This related to things like accessible color and typography.

Operable — “User interface components and navigation must be operable.“

Keyboard Accessible: All functionality should be accessible from a keyboard.

Enough Time: Users should have enough time to read and user the presented content.

Seizures and Physical Reactions: The interface should not use content in a way that is known 
to cause seizures or physical reactions, such as  ashes or heavy use of animations.

NNavigable: Users should be given ways to help navigate,  nd content, and determine where 
they are in the interface.

Input Modalities: Users should be able to operate functionality through various inputs other 
than the keyboard.

Understandable — “Information and the operation of user interface must be 
understandable.“

Readable: Text-based content should be readable and understandable.

PPredictable: The interface should appear and operate in predictable ways.

Input Assistance: The interface should help users both avoid and correct mistakes.

Robust — “Content must be robust enough that it can be interpreted by by a wide 
variety of user agents, including assistive technologies.“

Compatible: Maximize compatibility with current and future user agents [web browsers], 
including assistive technologies.

(W3C, 2018)
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3.7. HEURISTIC PRINCIPLES
When evaluating user interfaces, heuristic principles can be used as guidelines for what areas 

of the product to evaluate, and these principles are essentially basic characteristics of a usable 

interface (Nielsen 1993). One of the most widely used principles—that can be used for various 

user interface evaluation methods—is Nielsen’s ten heuristics, summarized in the list below. 

This set of ten principles was used as guidelines for the heuristic evaluation method that was 

used to evaluate designs late in the project.

1. Match between system and the real world

2. User control and freedom

3. Consistency and standards

4. Error prevention

5. Recognition rather than recall

6. Flexibility and efficiency of use

7. Aesthetic and minimalist design

8. Help users recognize, diagnose, and recover from errors

9. Help and documentation

10. Visibility of system status

(Nielsen, 1994)



4. METHOD AND 
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4. Method and implementation

This chapter explains the Lean UX process that was followed throughout the project, 

as well as what methodology was used and why it was used, within each stage of the 

project.

4.1. PROCESS
The project was divided into two stages; an initial discovery phase which set out to analyze 

and understand both the project’s situation and context, as well as the business and its main 

product. This was then followed by the second stage which covered the main part of the work; 

exploration and implementation.

The second stage was also further divided into three areas—think, make, and check—and was 

carried out in a manner similar to the Lean UX process. Lean UX is described by Douglas 

(2018) as an iterative, user-centered approach which focuses on the user and their needs 

in each step of the process. To accomplish this, the process is built upon three well-known 

core foundations; design thinking, agile software development, and the lean startup method 

(Gothelf & Seiden, 2016).

A visualization of the process can be seen in Figure 17, which explains how the work in the 

two phases where somewhat interconnected. While most of the context immersion was done 

before the second phase of the project had begun, some additional context had to be gathered 

as part of the work in the second phase.

Figure 17. Visualization of the project process.
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The three areas—or concepts—that the exploration and implementation stage was divided 

into, can be summarized as follows:

 

The work during the second stage progressed in two-week long sprints, wrapped up by 

biweekly sprint reviews, where each sprint set out to tackle a specific part of the project, 

for instance a specific feature or page of the portal. Each sprint tried to contain one idea or 

method from each of the three concepts, to follow the iterative nature of an agile process.

4.2. PROJECT PLANNING
The first step was to set up a plan for the coming work, which would result in a more 

structured progression of the project. The planning included steps for the context immersion, 

coming up with relevant topics for the literature review that would give the project a solid 

theoretical framework to work with, as well as finding methods for the exploration and 

implementation phase.

As seen in Figure 18, the two stages was planned to slightly overlap as some of the context 

immersion most likely had to be explored further later on, after the second phase had begun. 

1. Think: Making assumptions of the problem and thinking about ideas that later can 
be tested

2. Make: Making ideas into reality, for instance by creating a minimum viable product 
(MVP)

3. Check: Testing and evaluation of realized ideas, to see what works and what doesn’t

(Follett, 2017)

Figure 18. Visualization of the project planning.
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In the project plan, project management details like communication and time and resources 

budgeting was also specified, which later was reviewed and discussed with the participating 

parties. This to make sure that everyone was on the same page in the beginning of the project 

in terms of expectations from everyone involved with the project.

4.3. DISCOVERY
The project’s first stage comprised of getting an understanding for the project’s problem and 

context, and was done through a problem analysis, looking at current and possible future 

states of the product, as well as conducting a stakeholder mapping and a literature review.

4.3.1. Problem analysis

Before diving into the project, a critical analysis of the problem—as described by Newsadoo—

was conducted, by looking at the company’s mission in relation to its main competitors and 

the market’s current state. By doing so, a deeper understanding of the context and situation 

could be conceived, in an attempt to comprehend not just what the company thought they 

were looking for, but also what they actually were looking for.

The project brief was simple and straight-forward; design and implement a new 

administrative interface to help realize the company’s vision. Due to this broad and open-

ended statement, however, there was a great opportunity for free interpretation. This made a 

critical analysis of the problem even more crucial, to be able to steer the project’s focus in the 

right direction.

While performing this analysis, a broader perspective of the product’s context was taken into 

account, not just the administrative interface in question. This included, for instance, the 

company’s mission of giving the power back to the individual publishers; why is this such an 

important part of creating a better future of news consumption, and how will the success of 

this affect our society?

4.3.2. Current and future state

The existing product was thoroughly tested and documented, as can be seen in chapter 2.2. 

This was done by navigating around the interface and trying to accomplish the intended 

functionality, while taking notes on the current state of its user interface, user experience, 



33

accessibility, and information architecture. Some aspects and features were also discussed 

with the team at Newsadoo, as the platform was difficult to use or understand at times. This 

was to develop an understanding for what had been tried and tested already—what worked 

and what didn’t—to help support the redesign of the product.

The future state of the product was then imagined, to set up an initial, brief conception of 

what the final solution might require, based on the current knowledge of the product and the 

vision for it. As this was merely based on intuition very early in the project, this was more 

seen as a warm-up method for future work to come.

4.3.3. Stakeholder mapping

By performing a stakeholder mapping of two different models, a better comprehension 

of Newsadoo’s potential effect on its stakeholders could be defined. Stickdorn, Hormess, 

Lawrence, and Schneider (2018) explains the method as an illustration of involved 

stakeholders to help us understand the ecosystem, and reveal existing relationships and 

unseen opportunities.

The two different models—with and without Newsadoo’s establishment on the market, 

seen again side-by-side in Figure 19—were great tools for understanding the potential that 

Newsadoo’s mission have of creating a better future of news consumption, for all stakeholders 

involved. With this insight on the situation in which the administrative platform is based on, 

a better understanding for the users’ expectations and needs was developed, which came in 

handy when exploring potential features for the platform. 

Figure 19. A side-by-side comparison between the two stakeholder mapping models.
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While the model involving Newsadoo on the market depicted an ideal situation—from the 

perspective of Newsadoo and its stakeholders—the reality may or may not be the same. This 

was taken in consideration when evaluating and using the result of the method.

4.3.4. Literature review

To gather relevant information and knowledge needed to support the coming work, a 

literature review was conducted on topics deemed relevant for the project’s area. Milton and 

Rodgers (2013) explains this method as a way to find useful and reliable information which 

ensures a process where the research is composed of data from different sources. With 

this supporting material, an extra level of credibility could be reached for decisions made 

and directions taken during the project, as it was not only based on intuition and previous 

knowledge.

The topics mainly revolved around design of user interfaces and user experience, with focus 

on accessibility for everyone, everywhere. The literature review was conducted using Google 

Scholar and Google Search, with keywords related to the topics in question, and mostly 

comprised of reviewed research articles. As there’s a lot of work being done in the areas which 

the review focused on, some of the information had to be gathered from blog posts as this 

information was not yet available through reviewed research articles.

4.4. EXPLORATION AND IMPLEMENTATION
The project’s second stage was comprised of different methods, together making up the main 

part of the work; the exploration and implementation of the product.

4.4.1. User stories

As an agile process had been chosen for the project, a suitable way to move forward—after 

identifying the context and the user’s needs—was to set up a list of user stories. User stories 

are user-focused end-goals that the final product should fulfill (Rehkopf, n.d.). By organizing 

the identified needs in this way, it becomes much easier to divide the work up for coming 

sprints, where one or a few user stories can be selected and focused on at a time. 

User stories are often sentences created following a specific format; ”As a … [persona], I want 

to… [achieve something]”, and sometimes ending in ”so that I can … [reason]”. Figure 20 
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shows an example of one of the user stories used in the project. By formatting the stories in 

this way, it ensures a focus on the user and what they’re trying to achieve, instead of focusing 

on a specific feature of the product. 

Most of the user stories created were also further broken down into subtasks. These 

subtasks defined the functionality that had to be implemented to make it possible for the 

persona in question to accomplish what the 

story specified. An example can be seen in 

Figure 21, where the story of interacting 

and managing a user as an admin has been 

broken down into four subtasks.

An initial set of user stories were set up to 

reflect the identified needs, which later were 

refined as the project went on. The stories 

made it simple to both plan sprints and keep 

track of the progress throughout the project. 

And when a new feature came up, the list of user stories was also updated to make sure it 

always contained relevant stories for all of the product’s functionality.

4.4.2. Site architecture map

To set up a thoroughly planned information architecture for  the interface, a site architecture 

map was developed, based on the initial set of crated user stories, to make sure all the 

identified needs could be fulfilled by the final product’s structure. A site architecture map is 

one of many methods to illustrate the website’s hierarchy of content (UX Booth, 2015), which 

gives both designers and developers an overview over a user’s journey through the interface’s 

different pages. The full site architecture map can be found in Appendix A.

Figure 20. An example of a user story.

Figure 21. An example of how a user stories were 
broken down into smaller tasks.
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The site architecture map proved to be a valuable tool, as it 

gave life to the site’s needed functionality, identified through 

user stories, in a visual manner. This made it much easier to 

plan out the relationships between the different features and 

the website’s information architecture; how the features were 

grouped together as related functionality, and how the user 

would reach them from the interface’s persistent navigation.

As can be seen in Figure 22, which shows the mapping of a 

specific page in the interface, the sitemap was planned using 

different types of “boxes” with various representations, 

described by Figure 23. 

To display the relationship between each box on a specific 

page, different levels of indentation was used. An indentation 

means that the box in question 

is a “child” to the “parent” box 

with a lower level of indentation. 

For instance, as seen in Figure 

22, the page ‘Add’ has two 

children—each representing an 

action that should be available 

on that specific page in the 

interface.

4.4.3. User flows

Another method that was used to keep the user in focus when designing the interface was to 

develop a set of user flows. User flows, or task analyses, which is another word for them, are 

according to (Komninos, 2019) diagrams explaining steps that a user must take to achieve a 

certain task or goal. By developing user flows, you put yourself in the user’s shoes of trying to 

accomplish a certain task, giving you a valuable insight in how easy or complex the task might 

be. This can be useful early in a project when you don’t have an actual prototype or product to 

perform user tests on. 

Figure 22. The mapping of a page 
in the interface.

Figure 23. A legend of what each 
element in the mapping refers to.
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Several user flows were developed 

to cover most of the product’s 

intended functionality and needs, 

so that these later on in the project 

could be used to evaluate the 

first prototype of the interface. In 

Figure 24, one of the user flows 

created for the project can be seen, 

which defines how an admin might 

go about adding a new content 

stream. The full list of user flows 

can be found in Appendix B.

The user flows used in the project were only text based and very brief. Additional things like 

what the user thought or saw in each step could also be defined, but as this was done very 

early in the project before any visual work had been done, it was difficult to imagine these 

details, as they had not been defined yet. This detailing was instead left to be worked on 

during the wireframing methods, as they seemed more appropriate for these decisions.

4.4.4. Lo-fi wireframing

Sketching with pen and paper can be a 

powerful tool when quickly trying to take 

your ideas from thoughts into something 

visual. Lo-fi wireframing, or prototyping, 

is one of the methods that can be used, 

and is described by Nissinen (2015) as 

the act of creating hand-drawn sketches 

or simple wireframes of the product’s 

user interface. According to a review by 

Begnum and Thorkildsen (2015), some 

form of lo-fi prototyping is one of the most 

common method used in producing design 

solutions in agile development.

Figure 24. An example of a user flow.

Figure 25. Lo-fi wireframes of a list page.
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The initial UI foundation for the administrative interface was sketched out using a lo-

fi wireframing approach. The sketches focused on visualizing an initial idea of what the 

interface could look like, and most of the attention during the sketching sessions was on the 

UX.

The work was divided up into both sections and components of the interface, and contained 

varying amounts of detail. Figure 25 shows an example of wireframes for a list page, that 

focused more on the overall layout, while 

Figure 26 shows more detailed sketches 

of different types of list rows, and what 

they could contain. As can be seen in both 

Figures, annotations on the sketches were 

generously used throughout the method 

on all sketches, to explain the ideas behind 

the quick visualizations further when 

needed. This was very helpful when going 

back through the sketches at a later point, 

as it would’ve been difficult to recall every 

thought behind each sketch without these.

Creating lo-fi wireframes was an 

efficient method not just for the initial 

creative work, as the method was used 

continuously throughout the whole project; 

whenever a new feature was thought of, or 

some changes to the UI had to be made, it 

began most of the time with some form of 

wireframe sketch.

4.4.5. Hi-fi wireframing

Hi-fi wireframing, or prototyping, was another frequently used method throughout the 

project. Similarly to lo-fi wireframing, hi-fi wireframing is a method to visualize the user 

interface of a product, but is made up of wireframes that “appear and function as similar as 

possible to the actual product that will ship” (Babich, 2017). In other words, these wireframes 

Figure 26. Lo-fi wireframes of different list items.
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are much more detailed and refined, and are often created digitally using specialized 

software.

The method was used after a rough foundation of the administrative platform’s UI had been 

created in the form of lo-fi sketches. Using Adobe XD, the sketches were brought to life 

using more detailed definition of components. Newsadoo’s branding was a great source of 

inspiration during this work, as the plan was to keep the two interfaces closely connected, 

despite being two different products. There were a lot more decisions to make during this 

method, compared to when sketching the lo-fi wireframes. Now things like the alignment and 

spacing of elements had to be defined, which previously had gone unnoticed. Figure 27 shows 

a hi-fi wireframe of the previously sketched list page (seen in Figure 25), which is now more 

or less what the final UI of that specific page could look like.

This method was also used continuously throughout the project, and even more so than lo-fi 

wireframing, as it was a more time-consuming method. Hi-fi wireframes were also great for 

discussing ideas regarding the interface with others—both designers and non-designers—

Figure 27. Hi-fi wireframe of a tag groups list.
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since it was clear just by looking at the wireframes what the intention of the prototypes were, 

which wasn’t really the case for the lo-fi wireframes as they left too many details open for 

interpretation.

4.4.6. Interactive prototype

The method of creating interactive prototypes can be seen as an extension of the hi-fi 

wireframing, as it was based on the detailed wireframes that this previous method resulted 

in. The method is explained by Warfel (2009) as the simulation of operating an actual system 

or interface on a computer screen, with the help of a specific prototyping tool.

The wireframes were made interactive using Adobe XD’s prototyping mode, where you 

can connect screens and components together using various triggers, interactions, and 

animations. This allowed for quickly setting up an interactive prototype based on the hi-fi 

wireframes where you could click around on the different pages—which in reality just were 

static images—mocking the intended functionality like moving between pages and using 

features. Figure 28 shows an example of some of the linking between elements that was done, 

here to test the UX of deleting an article.

Figure 28. One of many interactive prototypes used in the project.
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This method proved to be an efficient way of testing and evaluating features and ideas, as 

it was a very accurate representation of what the interaction would feel like once actually 

implemented in the final product. If something had to be changed, this was quickly done 

by simply modifying the wireframes in Adobe XD, compared to having to develop the 

functionality all over again which could’ve been the case. This saved time in terms of both 

design and development of the interface,  as the designer could test features without waiting 

for a developer to implement it first, and the developer saving time not implementing features 

that later could be changed or discarded.

4.4.7. Informal user testing

Throughout the project, due to the work 

progressing in the form of sprints, several 

informal user tests and discussions 

regarding new and updated designs 

and features were conducted. While the 

work itself may not have been structured 

as a proper method, Jordan, Thomas, 

McClelland, and Weerdmeester (2014) still 

defines this as a powerful method of testing, 

and mentions that it “can be a remarkably 

powerful but inexpensive tool“ (p. 110) if 

combined with expert appraisal. Figure 29 

shows testing of the interface on a mobile 

device.

As these informal user tests were combined 

with heuristic evaluation—explained in 

chapter 4.4.8—it seemed like a great way 

of evaluating and validating the designs, 

mainly because of the project’s limited 

resources. These tests were conducted by myself together with different people at Newsadoo, 

with different backgrounds, some of which were part of the product’s target group; the 

internal moderators that later would use the finished administrative portal.

Figure 29. Testing the interface on a mobile device.
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4.4.8. Heuristic evaluation

There are multiple ways of evaluating a user interface, on varying levels with different 

types of purposes. Nielsen and Molich (1990) has divided these into four groups; formally, 

automatically, empirically, and heuristically. Heuristic evaluation, which is part of the 

last group, is a method that evaluates an interface “by simply looking at the interface and 

passing judgment according to ones own opinion” (Nielsen & Molich, 1990, p. 249).

More conclusively, Nielsen and Mack (1994) explain this method as a systematic inspection 

with the goal of finding usability problems that can be fixed during an iterative design 

process. The evaluation method involves a small set of individual evaluators examining and 

judging the interface alone, based on recognized usability principles (Nielsen, 1993). Nielsen’s 

ten heuristics was used as principles for the heuristic evaluation in this project, which were 

explained in the theoretical framework in chapter 3.7.

The method was used to evaluate the administrative interface after most of the initial design 

work had been completed. Each of the interface’s designed screens, including features and 

elements, were evaluated based on these ten principles. This structured evaluation of the 

interface was a great complement to the more informal tests and discussions that were used 

throughout the project to test and verify the product—by making sure that no important 

aspect of the interface’s usability was left out.

4.4.9. Accessibility evaluation

While accessibility was a focus during the whole second phase of the project, a proper 

accessibility evaluation was conducted closer to the end, when most pages and elements of 

the administrative portal had been designed. This was to ensure that no parts of the WCAG 

guidelines (W3C, 2018) that relates to the visual elements and content of the interface had 

been forgotten—and if so, a chance to fix these issues before the end result was presented.

The accessibility evaluation itself was based on the heuristic evaluation method, explained in 

4.4.8, but instead used the WCAG guidelines as a basis of principles for the evaluation. The 

goal was to conform with the guideline’s AA level, which is also an EU directive for websites 

and mobile applications of public sector bodies (Directive (EU) 2016/2102 of the European 

Parliament and of the Council of 26 October 2016 on the accessibility of the websites and 

mobile applications of public sector bodies, 2016). While Newsadoo’s administrative interface 
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does not fall under the category of a website where this conformity is required by law, 

reaching the AA level is a great confirmation that the designed product is accessible for most 

people.

4.5. METHOD DISCUSSION
The methods used in the project were based on existing methods validated through extensive 

use in other similar projects, confirmed by the references to each method. By using several 

complementary, valid methods as tools in the process—from beginning to end—this use of 

methodological diversity has ensured an end result with a high level of reliability.

Working in an agile process divided into sprints was a great decision for the project, as it was 

a natural way of structuring the work enough to not focus on too many things at once. During 

two weeks, I could focus on a specific part of the project—for instance, a specific feature or 

page in the interface—while going through the concepts of think, make, and check for the 

work in question. This process was a bit different from most other product development 

projects I’ve had done so far, but proved to be both something I found to work very well, and 

something I really enjoyed.

The discovery phase of immersing myself in the project’s context ended up extending into the 

second phase a little bit further than expected. Parts of the literature review, for instance, 

ended up being done after the project’s half-way point. This did not cause any major issues, 

however, due to the work related to that specific theory being done at a later point in the 

project as well.

After the stakeholder mappings were finalized, I had an idea to continue exploring these 

stakeholders by creating stakeholder journeys. I think this would’ve been a great way of 

diving deeper into the needs of the users, as I did not have access to input from most of the 

stakeholders during this part of the project. However, due to limitations in resources this idea 

was never carried out, and I had to rely on the results from my stakeholder mappings instead.

The second phase started out really well thanks to the strategic planning of the 

administrative portal’s features with agile user stories. These user stories made the rest of the 

project progress in a very organized manner, due to how easy it became to divide the work up 

into the different sprints. The site architecture map was also a great tool for taking these text-

based user stories and visually organizing them into the interface’s information architecture.
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I did find it difficult, however, to keep the site architecture map updated throughout the 

project, which was planned in the beginning. The user stories were updated continuously 

whenever a new idea came into mind, but this visual map was somewhat neglected in the 

second half of the project. I did not feel like I missed out on anything by not fulfilling this 

original plan though, thanks to the wireframes I already had created at this point, which was 

more than enough to work with to keep track of the relationships between pages and features 

in the product.

The user flows were planned to be used for evaluation of the product’s UX, but as the first 

wireframes and interactive prototypes were in a usable condition earlier than expected, I 

found it much better to use these for user testing. The creation of the user flows still had its 

advantages, as it gave me another perspective on the ways a potential user could or would 

achieve a certain task. This lead to a refined set of more intuitive flows for the functionality. 

For instance, the flow of disconnecting an article from a bundle (a set of similar articles) 

was initially planned as a feature related to the ‘bundles’ section of the interface; find the 

bundle and then disconnect the article. After writing out the steps of this task as a use flow, 

I quickly realized that it was much more logical to relate this task to the ‘articles’ section 

of the interface instead, as this allowed for a more intuitive flow; find the article first, then 

disconnect it from the bundle it belongs to. This realization was also confirmed to be the 

better approach by discussing it with internal administrators at Newsadoo—one of the 

stakeholders of the project.

At the beginning of the project, I hoped to conduct some user tests with the whole target 

group; both internal administrators and external publishing partners, but I only had access 

to the former. After the initial launch of the administrative portal—which is planned at a 

date outside the timespan of this thesis—input from the whole target group will be taken into 

account, and the product can then be further refined accordingly. Due to the product being in 

the form of digital software, these kinds of post-launch changes are very easy to implement 

in comparison to when launching a physical product, which is considerably more difficult and 

expensive.

The heuristic evaluation method is optimally—in terms of the ratio between cost and 

problems found—done with three to five individual evaluators (Nielsen, 1995). Due to 

limited amount of resources, however, the method used in this project was only done by one 

evaluator. It’s important to keep this in mind when using the results from the method, as 
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there might still be some usability problems yet to be identified. According to Nielsen (1995), 

somewhere around 35% of the usability problems will be found by a single evaluator. The 

same thing applies to the accessibility evaluation which, in effect, was a slightly modified 

heuristic evaluation. While this is a limitation of the method’s possibility, I don’t see this as 

an issue for the project’s end result, as the main evaluation of the product will be after the 

initial launch—which, again, is outside the scope of this thesis. Also, in terms of efficient use 

of resources, performing the main user testing of the interface after it has been fully coded 

and implemented—not just in the form of an interactive prototype—could in some cases be 

considered a better approach.



5. RESULTS



47

5. Results

This chapter presents and reviews the results achieved in the project from both 

phases—discovery and exploration and implementation—as well as a presentation 

of the final result.

5.1. DISCOVERY
The first phase of the project was all about gaining an understanding for the context of the 

project. While the main work during this part is presented in chapter 2, this section presents 

some brief summaries about how this created value for the project’s process.

5.1.1. Problem analysis

The problem analysis focused on getting a deeper understanding for Newsadoo’s mission 

and its relevance—why this project was needed in the first place. This brief study, looking at 

trends in the publishing market, provided not only context but also a great deal of motivation 

to the project. By understanding the possible implications of not doing anything about the 

current situation—letting giants like Google and Facebook dominate the market—it was clear 

that something had to be done.

5.1.2. Current and future state

The analysis of the current state of the administrative interface provided the project with 

a base to start off with; to understand what kind of functionality was expected from a 

platform like this. The analysis was divided into five sections; functionality, user interface, 

user experience, accessibility, and information architecture. These were also core areas of 

the project that already had been planned to be a big part of the project’s work itself—from 

literature review to the final result—and testing and evaluating this existing product with 

these in mind provided the project with a good starting point. Learnings could be gathered 

from mistakes made in the current implementation, as well as from some of the things that 

did seem to work well. This knowledge was then applied during the work in the second phase 

of redesigning and implementing the new interface.
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Based on understanding of the product’s current state, a future state was then imagined 

which provided the project mostly with a brief warm-up session. But this was also a chance to 

set an appropriate level for the work to come, to be able to meet and exceed expectations from 

both Newsadoo as well as the project’s stakeholders.

5.1.3. Stakeholder mapping

The stakeholder mapping resulted in two different models constructed from two scenarios 

related to the project’s stakeholders and their relationships. The first model, seen in Figure 

30, was based on a scenario where Newsadoo was not yet established on the market. The 

second model, seen in Figure 31, revolved around a scenario where Newsadoo had fulfilled 

its mission of shifting the power on the market from the giants to the individual publishers. 

Comparing these two models together provided the project with an understanding for what 

kind of value both Newsadoo as a company as well as the administrative platform had to give 

to the stakeholders, to be able to accomplish these relationships. This also helped define a list 

of conclusions in the form of investments and gains for each of the four main stakeholders—

users, publishers, investors, and advertisers. This knowledge was applied when planning and 

implementing the functionality of the final product, to reach these realizations to the largest 

extent possible.

Figure 30. Stakeholder relationships without 
Newsadoo established on the market.

Figure 31. Stakeholder relationships with Newsadoo 
established on the market.
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5.2. EXPLORATION AND IMPLEMENTATION
This section presents the result from the project’s second phase, divided into different parts 

of the work on a component or functionality–level. Each part presents the work achieved for 

that specific component or functionality, that ultimately lead to the final result.

5.2.1. Information architecture

The administrative portal’s information architecture is defined based on the site architecture 

map created early in the second phase of the project. This map was based on the defined user 

stories that covered the identified functionality needed to satisfy the stakeholders’ needs.

The information architecture of the website resulted in a flat hierarchy, with a page structure 

consisting of three levels, as can be seen in Figure 32. This was to prevent the users from 

Figure 32. Explanation of the interface’s three different hierarchy levels.
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getting lost deep in the interface, as the product contains many different pages. As the users 

can access several top-level pages from the interface’s main navigation, this made the flat 

hierarchy possible instead of having to, for instance, first navigate to a separate page before 

finding the admin related list pages.

As some item pages contain functionality that need its own page or layout—for the sake of 

both the visuals and the UX—modals are used to avoid adding another level in the page 

hierarchy. This is used for features like merging and splitting tag groups and bundles, as well 

as for confirmation messages when deleting items. An example of how the extra hierarchy 

level was avoided with a modal can be seen in Figure 33, which displays the functionality of 

deleting an article image.

5.2.2. Branding

The branding came to life during the hi-fi wireframing, as the early sketches from the lo-

fi wireframing work were refined. The resulting interface turned out to closely resemble 

Figure 33. One of the modals used for additional functionality.
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Newsadoo’s brand and its main product. This is because their existing branding identity was 

used as a foundation for the project’s work. Some elements had to be redesigned or created 

from scratch, but was designed to fit in with the existing branding. When decisions had to be 

made in terms of the product’s branding discussions were had with Newsadoo’s lead designer, 

both for feedback as well as a chance to brainstorm ideas with someone.

While the administrative 

interface aims to adhere 

to Newsadoo’s branding, 

it should at the same 

time be possible to easily 

differentiate it from the 

main news platform 

product, to not confuse the 

users. This was achieved by 

designing the navigation in 

a dark theme, to give the 

users the feeling of being 

in an “administrative” 

interface. Figure 34 shows 

a comparison between the 

persistent navigation in 

Newsadoo’s news platform 

and the administrative 

portal, with the latter 

placed on the right.

5.2.3. Navigation

The desktop version of the persistent navigation consists of a sidebar divided into different 

sections. The top holds the logo as well as a button that expands the profile menu. Below is 

the administrator menu, which is only available for users with full administration access. 

Below that is the source menu, which lists functionality available on a source or partner-level. 

This menu is available for all users. The sidebar was made to be visible for the users at all 

Figure 34. A comparison between the persistant navigation of 
Newsadoo’s main product (left) and the administrative portal (right).
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times, with an indication next to the active page tree, to give the users a safer experience by 

making it clear where they are located within the interface.

The source menu also contains an element which 

allows the user to select a specific news source, or 

company, to moderate at a single time. This filters 

the content available under the source menu to only 

show the content for the chosen source. The source 

switch functionality was slightly improved thanks to 

a problem found during the heuristic evaluation.

To support Nielsen’s principle of recognition rather 

than recall (Nielsen, 1994), the selected source’s 

image was added next to data lists’ titles (see Figure 

35) to help the user remember that a source has 

been selected. This prevents possible confusion if 

only a limited amount of data is displayed in the 

list because of the source selection, but the user has 

forgotten that a source has been selected.

The mobile menu is similar to the desktop sidebar in terms of content, but slides in from the 

right on the press of a button in the mobile header, which is only displayed on the mobile 

version of the administrative portal. Both header and menu can be seen in Figure 36.

Figure 35. Improved source selection.

Figure 36. The interface’s mobile header (left) and mobile menu (right).
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To aid the user in navigating around the interface, most pages contain “breadcrumbs”, which 

helps the user see where they are in the page hierarchy. The breadcrumbs are also clickable 

which gives the user a more natural way to navigate back to the previous page, rather than 

having to click back via the main navigation. This breadcrumb never goes more than two 

levels deep, due to the interface’s flat page hierarchy.

5.2.4. Data lists

A big part of the administrative portal’s functionality is based on data lists. These lists have 

the purpose of listing different content items—such as articles, users, tags, and sources—that 

can be moderated through the interface.

Each data list was based on a ‘list page’ design, which can be seen in Figure 37, but was then 

slightly customized to feature its own set of functionality, depending on the specific purpose 

of that list. Some of the functionality designed was options for searching, sorting, and 

filtering the lists.

Figure 37. The foundation used for list pages.
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Some lists, like users and sources, also contain the functionality of adding a new item to the 

list, which is displayed as a button in the upper right on the list page. Each list page’s item in 

the displayed results is also customized to only show the most relevant information, as can be 

seen in Figure 38. The full item information was made available by navigating to the item by 

clicking an item’s row, or clicking the cogwheel icon in the far right of an item’s row.

While most data lists contain a relatively small amount of items, the lists for articles and 

bundles are considered “infinite” lists, as items are added at a very rapid rate and can—at 

least at some point in the future—contain millions of items. For these lists, an overview of the 

list is displayed when the user first enters the page, instead of immediately displaying item 

results from the list. This overview contains statistics such as the amount of items imported 

in the last few days. The actual list items are instead displayed after the user has taken some 

action on the page by either searching or filtering the data list.

Each list page also contains pagination elements below the results, which can be used to 

navigate to another page of the results, if the results span over multiple pages. Infinite 

scrolling was also considered as an option for loading new results, but pagination buttons 

seemed more appropriate as infinite scrolling is not recommended for goal-oriented finding 

tasks (Loranger, 2014) which this functionality represents.

5.2.5. Forms and user input

On some pages in the administrative portal the users have to add or edit items, such as when 

adding a new source or editing a source’s information. These tasks were designed to be done 

using forms with different inputs like text, check-boxes, and file upload fields. An example of 

Figure 38. A selection of different list items and what information they present.



55

one of these pages can be seen in Figure 39, which shows the form of adding a new source. 

These forms are designed to be as simple as possible for the user, by placing additional, 

optional fields in an expandable section that’s hidden by default. The forms’ submit buttons 

are placed after the input fields, to create a more natural progression for the user through the 

form—something that the old version of Newsadoo’s administrative tools had a problem with.

5.2.6. Interaction and feedback

Because of the sensitive data that the administrative portal is planned to handle, the 

interface was designed to give the users a sense of safety when using the product, to make 

it a more pleasant experience. This was achieved by displaying feedback to the users when 

they perform actions and interactions, and displaying the status of the interface whenever 

something is processing. The interactive prototypes of the interface proved to be very useful 

when testing and evaluating this feedback, as it mimicked the feeling of using the final 

product very well.

Figure 39. The page for adding a new source.
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Another type of feedback to the user is the error messages shown whenever something goes 

wrong, which lets the user know what happened as well as informs the user of some actions 

to take. These error messages were initially designed to be very simple, but were made more 

descriptive after noticing concerns during the heuristic evaluation. The heuristic evaluation 

also helped improve the buttons appearing throughout the interface. Previously, most buttons 

contained a simple label such as ‘Delete’, but were then redesigned to be more descriptive by 

saying, for instance, ‘Yes, I want to delete the article’ instead, as can be seen in Figure 40. 

This gives the user a better understanding for what will happen when the button is pressed, 

which can prevent possible errors.

5.2.7. Accessibility

The administrative portal was designed to be accessible according to the AA level of the 

WCAG guidelines (W3c, 2018), which includes things like a minimum color contrast of 

4.51:1 for smaller text, appropriate element sizes, interface adaptation to different devices, 

suggestions for solving errors when inputting data, and more.

While most of the design decisions and 

implementations regarding accessibility 

were made during the initial design of 

the product, the accessibility evaluation 

found some elements that did not 

conform with the project’s goals. The 

issues found—that later were fixed 

according to the WCAG guidelines—are 

listed to the right.

Figure 40. An example of how button labels improved; before (left) and after (right).

 • Light gray text with a color #999999 changed 
to #747474, to comply with a color contrast of 
at least 4.51:1

 • Green text and button labels were made 
darker and bolder, with a slightly increased 
font size, to comply with a color contrast of at 
least 3:1 (for bigger text)

 • List item labels given a dark background to 
conform with an accessible color contrast
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5.3. FINAL RESULTS
The final product is an administrative portal named Newsadoo Backoffice, which is an 

interface for moderating the content on Newsadoo’s main product—its news platform. This 

section presents a selection of the interface’s pages, but more can be found in Appendix C.

5.3.1. Login page

When the user first enters the portal, they’re presented with a login screen, as seen in Figure 

41. As all users already have a user account at this point, provided to them beforehand, the 

interface is as simple as possible, with only the necessary functionality.

5.3.2. Dashboard

After successfully logging in to Newsadoo Backoffice, the user is then redirected to the 

dashboard, where they can see the most relevant information, customized for their own 

needs. If the user is a publishing partner, this dashboard contains features like statistics on 

how their sources’ articles are performing on Newsadoo, a list of their currently most popular 

articles and tags, and some suggestions on how they can improve their publishing—both 

Figure 41. The login page.
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on Newsadoo and on their own website. This functionality can be seen in Figure 42. If the 

user is a Newsadoo administrator, they’re instead presented with functionality relevant for 

Newsadoo as a company, as well as a summary of content that may need moderation. Like all 

pages in the administrative portal, the dashboard is also adapted for mobile devices, which 

can be seen in Figure 43.

5.3.3. Navigation

The interface’s main navigation is always displayed to the left in a sidebar, if on desktop (as 

seen in Figure 42), and accessible through the header at the top by clicking the menu button, 

if on mobile (which can be seen in Figure 43). Through this navigation, the user can easily 

reach the first level of the page hierarchy. Only the functionality that the user has access to is 

present in the navigation, to not confuse the user, which means that publishing partners will 

not see the ‘admin’ menu in the navigation.

The top of the desktop sidebar and the mobile menu holds a Newsadoo Backoffice logo 

which takes the user back to the dashboard when clicked. This acts as an always accessible 

safe point of return if the user feels the need to “start over”. Next to the logo is a button 

which opens the user’s profile menu, which contain some functionality related to the user’s 

preferences.

Figure 42. The dashboard on desktop.

Figure 43. The dashboard on 
mobile.
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Within the main navigation’s source menu, the source switch functionality can also be found. 

As seen in Figure 44, this element can be used to specify a source, from a list which contain 

sources that the current user has moderation access to. By specifying a source, the user 

can filter source related data lists, to only display results related to the chosen source. For 

instance, if Vogue has been selected in the source switch, lists like users and articles will only 

display results related to the source Vogue.

5.3.4. List pages

Most of the pages making up the first level of the page hierarchy are data list pages. These 

data lists are used to easily and quickly find items in Newsadoo Backoffice that the user wants 

to moderate. Figure 45 shows an example of a data list in the form of the tag groups list.

Finding items with the lists is done by searching and filtering the lists using the available 

options at the top—which are customized to each type of data list, according to how the users 

might want to filter the lists. For instance, the articles list contain options to filter items by 

Figure 44. Explanation of the source switch functionality.
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a time span, which doesn’t make sense for the sources list—which instead gives the user the 

option to sort the list by the amount of subscribers the source has. Figure 46 shows what a 

data list might look like after a user has applied some filters.

Figure 45. The tag groups list page.

Figure 46. A filtered list.
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Some data lists that contain a seemingly infinite amount of items display an overview of 

the data (as seen in Figure 47) instead of some results, when the user first reaches the page. 

This is due to the irrelevance of the results themselves before the user has made a search or 

applied a filter to the data. This overview contain things like statistics and trending items 

related to the data list.

5.3.5. Item pages

After finding and navigating to an item that the user wants to moderate, they’re presented 

with a page containing the information of the item as well as the moderation functionality 

available for that specific item. There are different types of items, and they all have their own 

customized item page. For instance, Figure 48 displays the item page for a tag group, which 

can be compared to the (mobile) item page for an article, seen in Figure 50.

Some item pages are made up of a form where the user can input or edit some information 

about the item. This type of item page can be seen in Figure 49, which shows the page for 

Figure 47. The list overview of an “infinite list”.
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managing a source. All these item pages are of course adapted for mobile devices as well, and 

one of them can be seen in Figure 50, which displays a page for managing an article.

Figure 48. A page for tag group management.

Figure 49. A page for news source management.

Figure 50. Article management 
on mobile.
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Some item pages also contain some buttons in the top right, as can be seen in the tag group 

management page in Figure 48, which represent some possible actions for that specific 

item. To keep the page hierarchy structure flat, these actions do not navigate the user to an 

additional layer, but instead opens up the functionality as a modal on the same page. An 

example of this can be seen in Figure 51, which shows the modal that appears when the user 

clicks the ‘split’ button on a tag group page.

5.3.6. Status and interaction feedback

To create the best possible experience for the users when using Newsadoo Backoffice, the 

interface is transparent by giving feedback to the users that they might find relevant. This 

includes things like loading states for lists and items, 

error messages when something goes wrong or has to 

be looked over by the user, as well as success messages 

to let the user know when their intended actions have 

been achieved. A selection of this feedback shown to 

the users can be seen in Figures 52, 53, and 54.

Figure 51. The tag group splitting modal.

Figure 52. Successful action notification.
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In case the user somehow navigates to a page that’s no 

longer available, or never existed in the first place, they’re 

presented with a “404 page” (seen in Figure 55), with some 

information telling them what they can do about the error 

that has occurred.

Figure 53. Loading state of an item management page.

Figure 54. Error message for a modal action.

Figure 55. The mobile “404 page”.
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5.4. CONCLUSIONS
To conclude the final results, Newsadoo Backoffice is a production-ready user interface 

adapted for different devices which has been confirmed through testing and evaluation of the 

interface. The page structure’s flat hierarchy, together with the always-accessible persistent 

navigation, helps the users navigate through the administrative portal without getting lost.

Newsadoo Backoffice is designed with regards to Newsadoo’s branding, which helps create 

a more unified look and experience between the two products—something the old admin 

portal did not, as can be seen in Figure 56. This will not only be appreciated by users of both 

Main product

Old admin portal

Newsadoo 
Backoffice

 (new admin 
portal)

Figure 56. A comparison between Newsadoo’s main product, the old administrative portal, and the new 
administrative portal—Newsadoo Backoffice.
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products, but also by potential investors and partners who will be met by a more complete 

product that Newsadoo as a company is providing them.

By providing the user with feedback in the form of loading states, notifications, and human-

readable errors, the user gets a safe experience when using the portal, always knowing what’s 

going on behind the scenes. This is an important aspect when designing an interface used for 

sensitive actions and data, like Newsadoo Backoffice.

The focus on designing Newsadoo Backoffice to be as accessible as possible, by complying 

with the WCAG 2.1 guideline’s AA level, has lead to an interface which can be used by default 

by a larger set of users, minimizing the importance of their abilities or inabilities. At the same 

time, by designing a user interface that respects and values the principles of universal design, 

Newsadoo Backoffice can hopefully inspire other, future products to follow in the same 

direction, utlimately making the world a better place for everyone.
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6. Discussion

In this final chapter I discuss the project’s result in terms of fulfillment of objectives 

and needs, the work’s relevance for Newsadoo, its stakeholders and society, as well 

as conclusions and recommendations for future work.

6.1. POSITIONING THE RESULT
This section explores the project’s outcomes in relation to the theoretical framework, as well 

as mentions some of the learnings acquired during the process.

6.1.1. User experience and usability

One of the main focuses of the project was usability; to design a great user experience for 

the end users of the administrative portal. As defined by the ISO standard (International 

Organization for Standardization, 2018), the interface’s usability is concerning how efficiently 

and how well the users can achieve their specified goals.

From the testing that was done on the end result, and after refining it based on the heuristic 

evaluation and the accessibility evaluation, the result has come to a point that I think 

sufficiently satisfies the definition of usability, and provides the users with a great experience 

when using Newsadoo Backoffice. This work deepened my knowledge in the field of user 

experience regarding interfaces, especially designed and implemented for the web—in 

contrast to my industrial design engineering degree’s more traditional focus on the design 

and implementation of physical products.

6.1.2. User interface design

McKay (2013) describes the UI as “a conversation between users and a product to perform 

tasks that achieve users’ goals” (p. 11), as I interpret as an exchange of relevant information 

and actions between the two parties. By designing an interface that’s transparent about its 

current status, that tells the user what’s going on and what they can do when something goes 

wrong, I think Newsadoo Backoffice has reached a point where the users are having this 

conversation with the product–as McKay (2013) refers to it.
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This exchange of information is of course a two-way conversation, as the users are able to 

efficiently inform the interface of their intentions and achieve their desired outcomes in an 

efficient manner—which has also been confirmed by the testing and evaluation done during 

the project.

6.1.3. Information architecture

Part of the accomplishment of designing a great user experience for the users was achieved 

through the work regarding the interface’s information architecture. By identifying and 

defining the content and functionality required and building relationships between these—as 

Cardello (2014) explains is what information architecture is all about—the administrative 

portal could be built upon a solid foundation.

With the flat hierarchy chosen for the project, a page structure only three levels deep was 

enough to implement all of the portal’s needed functionality into an organized manner, which 

was an interesting realization and take-away from this project. This was partially thanks to 

the interface modals used for some of the functionality, which allowed for an intuitive way of 

using certain features—by opening them on the same page—without complicating the users’ 

orientation in the product.

6.1.4. Universal design on the web

By focusing on making the interface conform to the WCAG guidelines, Newsadoo Backoffice 

resulted in a product which is accessible for a large amount of users, despite potential abilities 

or disabilities. By aiming toward fulfilling the WCAG guidelines’ AA-level during the design 

of the interface, the final result was also designed to aid people with lack of skills and other 

forms of disabilities—not only physical—which Henry, Abou-Zahra, and Brewer (2014) 

include as part of the principles of universal design.

Any project that focuses on making products–both physical and digital—available and easy to 

use for as many people as possible, helps contribute to the collaborative movement of making 

the world a better place for everyone. This accessibility work has inspired me to keep creating 

products with universal design in mind for future projects, and I look forward to inspiring 

others with my work as well.
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6.2. RELEVANCE
As previously stated in the introduction of the thesis, there are many potential stakeholders—

depending on the success of Newsadoo and its products—that are affected by this project.

Providing Newsadoo with an efficient and easy way of moderating its news platform’s content 

will support their mission of giving power back to the smaller actors in the publishing 

industry. By giving both internal administrators and external partners a way to moderate the 

news platform’s content through Newsadoo Backoffice, the goal of establishing a collaborative 

model for news publishing is one step closer to reality.

The moderation of content through this administrative interface will lead to a more 

interesting product for the users consuming news through Newsadoo’s platform—a product 

that fulfills their needs. This will not only satisfy the current users, but also attract new users 

that might see potential value in the product that Newsadoo offers. As this news platform 

aims to benefit every partnered publisher—not just Newsadoo—a larger user base will provide 

individual publishers with more revenue and user attention.

As the news platform’s reach grows, potentially attracting and changing how a larger part of 

society consume their news, it’s possible that this could have an impact on a global level, due 

to the significance news consumption has on our lives. But at least by providing an alternative 

to the giant companies attempting to take over the market, a potential monopoly in the 

publishing industry can be prevented which could be of grave importance for our society’s 

sustained future.

6.3. REFLECTION
The iterative and user-centered approach—as Douglas (2018) explains it—of Lean UX was a 

great basis for the project’s process, as this allowed for the work to be planned and conducted 

using bi-weekly sprints. The sprints facilitated work in an organized, focused, and fast-

paced manner—in terms of feature implementations—which was very suitable for this digital 

software product.

It was somewhat difficult to ensure that work for each of the three concepts think, make, and 

check was done within each sprint, but I don’t see that as a big issue. As the work done in each 

sprint wasn’t immediately launched, some of the work could overflow into the next sprint. 
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And even though this happened on some occasions, this attempted focus of working on all 

three areas within each sprint still helped with keeping up the project’s pace.

Most of the methods used in the process towards the final result were very useful for the 

outcome of the project. From problem analysis, which helped me understand the company 

and its products’ mission, to user stories, site architecture maps, and interactive prototypes, 

the methods were a suitable choice for designing and implementing a digital interface.

While useful for gaining an understanding for the relationships between involved parties in 

the project, the stakeholder mapping was a somewhat inefficient method in terms of use of 

resources. I spent a little too much time trying to connect these stakeholders together, which 

left me with no time for other useful methods in the context immersion—such as conducting 

a proper benchmarking—which could’ve provided the project with useful knowledge.

The user flows was another part of the project that I afterwards realized wasn’t the most 

efficient use of resources. This wasn’t necessarily because of the method itself—it can be a 

powerful tool if done right, and I did actually see positive results from conducting it—but it 

was more because of the efficiency and significance of using the wireframing methods that 

made the user flows less relevant.

The lo-fi and hi-fi wireframing—as well as the interactive prototype, which was closely related 

to the latter—were all great methods for making steady progress in the project. One of the 

reasons behind the power of Lean UX, that Follett (2017) brings up, is the fact that it’s an 

agile method which encourages prototypes early in the project. This is to realize mistakes 

with the design and implementation as soon as possible, so that you can learn from your 

mistakes and fix the product accordingly. These methods made the planned ideas come to 

life through prototypes in varying degrees, which lead to important realizations and quick 

iterations for the coming work.

More user testing and product evaluation could certainly have been done, as this might have 

lead to finding even more things to improve. At the same time, this might not have been the 

best use of the project’s limited resources. As the project is concerning digital software that’s 

expected to be refined after its initial launch, conducting the majority of the testing after the 

first version has been released might be a better approach.
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6.4. CONCLUSIONS
This section relates the project’s outcome back to the previously defined objectives and aims, 

as well as answers the research questions asked in the beginning of the project.

6.4.1. Project objectives and aims

The objective of the thesis was to provide Newsadoo with a new administrative portal 

that could facilitate the moderation of their news platform’s content, for both internal 

administrators and external partners. This would be achieved while aiming to deliver the best 

possible user experience for the users, satisfying all stakeholders’ needs, as well as helping 

Newsadoo increase the conversion rate of new publishing partners with this new product.

Newsadoo Backoffice—which the project resulted in—fulfills these objectives and aims by 

providing internal administrators and external partners with the functionality required 

to moderate the content on Newsadoo’s news platform. The interface is built with focus on 

accessibility and usability, which has resulted in a solution that’s easy to use and designed for 

everyone. Newsadoo Backoffice is also a potential selling point of Newsadoo as a company, 

which will satisfy the needs of not only the end-users, but also investors and partners.

6.4.2. What are the criteria for designing and implementing a 
web interface optimized for accessibility and usability?

To optimize for accessibility on the web, the interface should conform with some form of 

established guidelines—for instance WCAG. These guidelines ensure an interface which 

is both visually and functionally available for as many users as possible. The interface 

should also be evaluated and verified through some form of testing, such as an accessibility 

evaluation or even with real users who have some form of disability that might be able to find 

issues in the product more efficiently.

When it comes to usability, the interface should be based on an organized information 

architecture that can provide the product with a solid foundation for the relationship between 

the interface’s pages. There should also be an easy way for the users to navigate around the 

interface while at all times being aware of their location within the product.
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The interface should be transparent with the user about what’s going on behind the scenes—

to a certain extent—by providing the user with visual feedback and support so that the user is 

never confused about what to do next. Sufficient information should be displayed to the user 

whenever needed, for instance when an action by the user is required or something has gone 

wrong.

6.4.3. How can the interface be designed and implemented to 
facilitate the content moderation?

By designing the interface with principles of good UX in mind, it’s more likely that the 

user will trust the product, as Aubert (2001) explains. As the administrative portal is used 

for moderating sensitive data that can cause critical problems if not handled correctly, it’s 

important that the users can trust that their intended actions are properly interpreted by 

the interface. At the same time, it’s important that the interface in return can display the 

available functionality and data in the system to the users

By designing and implementing the interface in this way, it creates a credible conversation—

as McKay (2013) describes the exchange of information—between user and product. This will 

lead to more efficient content moderation as the users don’t have to spend time thinking or 

worrying about what they or the system actually are doing. More time can instead be focused 

on accomplishing the users’ tasks—moderating the content on Newsadoo’s news platform.

6.4.4. How can the interface be designed and implemented to 
create additional value for the stakeholders?

By designing and implementing the interface to closely resemble Newsadoo’s visions in terms 

of functionality and branding, Newsadoo Backoffice can be used as a selling point when 

finding new publishers to partner with. By giving not only internal administrators but also 

external partners the ability to use the additional functionality provided by the interface, 

such as personalized statistics and suggestions, the administrative portal is more than just a 

place for content moderation.

A successfully implemented administrative portal not only satisfies the users, but also 

creates additional value for all stakeholders; from users of Newsadoo’s news platform—who 

get a better, more refined experience in the main product—to Newsadoo, its investors, and 
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the publishers partnered with the company who greatly benefits from and grows with the 

products success.

6.5. RECOMMENDATIONS
While the project’s end result is ready to be coded and launched, there are still some things 

that potentially can be improved or at least verified. However, this doesn’t necessarily 

have to be a problem when launching a software-based product. As the product can be 

refined continuously throughout its life span, it makes sense to launch sooner rather than 

later. This way, a more efficient evaluation of the product can be made—using real users in 

real scenarios—something that was somewhat limited in this project due to the resources 

available. This will most likely lead to new issues found and possibilities for even more 

features that satisfies the stakeholders’ needs.

Another area of improvement for further work is the interface’s accessibility. The evaluation 

of the interface in this area was merely based on the WCAG guidelines. By also involving 

users with actual disabilities of varying forms and degrees, a more complete evaluation and 

verification of the interface can be made—something that also wasn’t possible within the 

scope of this thesis because of limitations in resources.

6.6. FINAL WORDS
By applying principles of good design and knowledge within the field of industrial design 

engineering, while following a process based on Lean UX, this project has resulted in 

Newsadoo Backoffice—a new administrative portal for Newsadoo’s news platform. This 

interface will help internal administrators at Newsadoo and external publishing partners to 

moderate the news platform, as well as gain interesting insight into the current status and 

performance of their content.

This new product will hopefully help Newsadoo accomplish their goals of providing the world 

with an alternative way of consuming news that benefits everyone—from publishers and 

investors to end-users and possibly society as a whole.
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