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Scott Abromowitz / INFM 605 / Individual Questions 
Introduction 

To effectively gauge a potential user's understanding of Gowalla, usability testing is a 

vital research technique.  Usability test offer a first-hand perspective to see if an participant not 

only succeeds, but also struggles with the interaction design of the product.  A usability study is 

necessary to analyze such area of struggle to see where improvements either must or must not 

occur.  Improvements are necessary because poor usability designs have the potential to impede 

Gowalla’s growth.  Testing also allows a developer to correct such flaws in order to prevent a 

potentially disastrous and costly release.  Developers further benefit by being able watch 

recordings of the test (Kuniavsky, 2003, p. 287).  This provides developers the chance to see if 

users are or are not performing a certain action in a predictable manner.  

 
Procedures and Methodology 

To ensure valid and quality research procedures, various tools and methods are utilized 

throughout the usability testing process.  Before any usability tests can occur, I had to select 

three participants who would agree to perform a usability test.  Traditionally I would utilize a 

screener as suggested by Kuniavsky to prevent the inclusion of any ill-fitting participants; 

however, I did not feel it necessary for a myriad of reasons (Kuniavsky, 2003, p. 267).  One such 

reason is that I know a multitude of persons who fulfill the prerequisites to utilize Gowalla such 

as access to smartphones and a willingness to travel.  Another reason is Gowalla’s aspirations for 

a broad market appeal similar to its main competitor Foursquare, thus leaving me more open to 

find various participant (as long as they are over 18 years of age) (Siegler, 2010).  I also deemed 

neither technical knowledge nor social experience, how many people a person knows, as 

important demographic traits.  

In preparation for the testing, I performed a preliminary test with a group member as a 

mock subject.  This is necessary to avert potential testing errors, poor wordage, irrelevant 
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information, and a general lack of information (Kuniavsky, 2003, p. 292).  My colleague’s 

critiques were valuable to enhancing my definition of a usability test and description of Gowalla 

to participants.  For instance, he suggested that I better-define my script of tasks actions that 

subjects perform since originally the tasks were depicted more in a story format.  The story 

format was confusing and left questions that were too open-ended.  He also recommended that I 

reconfigure some of the tasks for the usability test such as exploration of the travel guides.  

Further enhancement to the script occurred after performing the first participant usability test.  

This change was necessary to bring the test better inline with an iPhone and Android phone 

because one option that makes an account private is not applicable to Android devices.  A task 

list was also added (see Appendix 3) to prevent any confusion and to reiterate the task guidelines 

for the participants to follow; initially I kept the list to myself and spoke the tasks to users. 

As such, the tools to record and gather the data consist of QuickTime, Photo Booth, a 

smartphone video camera, and an IPEVO video camera connected to a Macbook Pro.  I utilized 

QuickTime for video screen recording the user’s interaction with the desktop version of Gowalla 

and to record the audio throughout the entire usability test.  QuickTime allows me to quickly see 

a direct interaction with the computer and review the timing it takes a participant to perform an 

action.  Audio is too necessary to have the person speak out his or her perspective throughout the 

entire process and for future reference since I did not take notes during the usability tests.  A 

smartphone video camera was added to the last two usability tests to record the participant’s 

expressions during the test to detect any likes or dislikes with the interface.  The IPEVO video 

camera was connected via USB to a MacBook Pro running Mac OS 10.7.  Apple’s Photo Both 

application was utilized in conjunction with the IPEVO camera to video record a participant’s 

interaction with his mobile device, as Photo Booth is one of the few Mac OS applications able to 
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record an IPEVO video feed.  I had looked at various options such as programs geared explicitly 

towards usability testing; however, since the majority of the test occurs on a mobile device, such 

applications offer little advantage since they function best at analyzing desktop applications.   

Each subject was also required to fill out a Statement of Consent (Appendix 4) to inform 

him of how the information gathered from the usability test will be used.  Once more, the room 

situation varied significantly with each usability test, though I did try to encourage the user to 

imagine that he is in a different situation.  The first study took place in a classroom, with one 

minor distraction of his friends entering the room and quickly leaving.  The second one occurred 

in a conference room where a fellow colleague watched the usability test occur; she did not 

interfere with the test.  The third and final test occurred in a kitchen environment with only the 

subject and myself present.  

In analyzing the data, I strive to create a clear and cohesive design.   I utilize a stopwatch 

application on my Android phone to time how long a particular task takes to perform and then I 

input the time into Microsoft Excel 2011 to create multiple data graphs.  The graphs are helpful 

to show trends in the data, if any, and more easily denote differences in usability experience 

among participants.  Given I did not take notes during the test, I reviewed the video and audio 

recordings of the usability test and created notes from these with my additional interpretation of 

the users’ actions.  

 

Data Collected 
The below graphs illustrate each task undertaken by the participants, the control (my 

personal timing), and the three participants’ average time.  Appendix 1 also consists of a graph 

overlaying each participant, the control and average time to perform each task.  This helps to 
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assist in explaining overall trends in the data.  Such trends could signify that an action is either 

consistently difficult or easy to perform or inconsistent to perform.   

Please Note: Time is displayed in seconds on the Y-axis.     
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versus a smartphone because I assume that the majority of users will sign-up for Gowalla on a 

desktop computer.  Facial expressions and hand motions are also taken into account throughout 

the usability test, as they offer non-verbal cues regarding Gowalla’s usability that users might not 

openly express.  Moreover, the time it takes to sign-into Gowalla is an important feature to judge 

because it is the first initial experience a user has with the mobile application.  The sign-in time 

is calculated by when he first opens the application and until he finishes typing in the required 

data to sign-into the app.  The next task, to check-into his or her current location, test the primary 

function of Gowalla and without it does not effectively test the actual application.  Users also 

must find me, Scott Abromowitz, and follow me to test Gowalla’s social attribute.  By following 

a friend, they are able to check his or her friend or friends into a location together.  Conversely, 

to measure a more advance function of Gowalla, I asked each participant to create a new 

location.  This is important because at times a particular location might not exist in Gowalla’s 

system.  The usability of such feature is vital given people are bound to utilize the application 

while on the move and usually desire to spend only a limited amount of time checking-in.  The 

subject must also check me into his newly created location to demonstrate the usability of 

Gowalla’s story feature.  After this task, I ask him to find Ohio Stadium; though, he is 

specifically asked not to use the search feature given it only searches nearby spots.  I chose Ohio 

Stadium, as a way to test a person’s awareness of the city guides present on Gowalla’s main 

page.  Participants are additionally requested to find a means to remember to visit the stadium in 

the future, which gauges the ease of being able to store locations for future visits.  A person’s 

ability to like the location is also examined to understand how easily a person comprehends the 

function.  Finally, the last feature seeks to see how straightforward it is for a person to find and 
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modify Gowalla’s notification settings.  This is necessary given that many users might dislike 

receiving constant application notifications.    

Because of differences in device setups and capabilities, the usability of a user’s ability to 

download and install Gowalla is not taken into account.  However, I do offer a graph of the time 

it takes to install the application because it helps demonstrate if a user turns on or off any of the 

smartphone’s functions.  This, nevertheless, does not demonstrate the usability or lack there of 

Gowalla.  Devices also vary in speed and dimensions; therefore, such information, though 

helpful in gauging a product’s usability under various circumstances is not what I sought for in 

the research.  I also feel testing Gowalla on a user’s personal device affords a more real world 

setting because users might have applications running in the background or other functions that 

may cause technical interference with Gowalla.   

 

Explanation of Data 
 The testing data offers a wide perspective on the usability of Gowalla’s mobile 

application.  It also demonstrates several usability trends in how long certain actions take a user 

to perform.  In Appendix 1, clear trends of areas where Gowalla needs most improvement are 

easily visible.  Appendix 4’s data also helps illustrate the emotions the subjects experience while 

operating Gowalla. 

The “create an account” graph demonstrates how users easily see the location of where to 

create an account on Gowalla’s desktop homepage.  As such, it is clear the wording, “I don't 

have Facebook, but I would like to create a Gowalla account” are understandable that by clicking 

this hyperlink the subject can create an account (“Gowalla,” n.d.).  Coincidently, even though the 

Facebook connect button is quite larger; every subject chose to ignore it.  The download the 

application graph and video screen captures demonstrate the different technical capability of a 
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user and thus potential for more advance features to be incorporated into Gowalla.  One user 

actually utilized the Android Market website to download Gowalla instead of physically 

downloading it on his smartphone.  This is relevant because he may request further expect 

desktop-like functionality in Gowalla’s mobile application.  Once more, the reasoning for 

participant one to take longer to sign-into Gowalla compared to others is because he experienced 

device connectivity issues and forgot his password, thus, it is not related to the ease of signing-

into Gowalla.   

In the check-in process, the data that astounds me the most is that participant 2 found 

difficulty in checking-into his location.  Instead of checking-into one of the location available in 

the results, he sought to create the location again because it was not on the top of the list.  Others, 

conversely, searched the list until they found their current location or places near it.  Participant 2 

might be impatient if his current location does not show up in the first visible results; however, 

such notions are hard to fully justify given he spent additional time to recreate the location.  

Furthermore, every subject understood how to effectively find a person to follow.  This 

demonstrates how Gowalla succeeds in this usability front.  I initially thought users might look in 

the friends tab and try to search from that tab, but every user went straight to the search section 

on the home module. 

Once more, an area of poor execution is Gowalla’s “add a new location” feature for 

which one user failed to even find while another took over 7 minutes to find and another actually 

found by accident.  Participants 1 and 3 showed clear signs of stress, each putting their hands on 

their heads several times, and anger about the amount of time it takes to find the “add a new 

location” feature.   Several persons also went to the search results’ map interface to try to place a 

pin for the actual location; similar to the interaction of Apple’s iPhone maps application.  Such 
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results indicate that changes should occur to improve the execution of adding a new location. 

Mixed results are too visible in Gowalla’s implications of its travel guides where one user 

initially did not understand the guides’ purposes and thought they were only pictures and served 

no purpose.  He also had trouble understanding why certain locations were listed in nearby travel 

guides; nevertheless, he eventually understood and states, “Ah, this goes down!”  Further mixed 

outcomes are visible in the last feature tested: notifications.  While the majority of users easily 

understood where to locate the feature, one subject took over three minutes or nearly three times 

the average time.  The participant kept trying to look for a privacy area panel inside the 

application instead of going to the user profile page and clicking the notification tab, as the other 

users had done. 

 
Conclusion on Product Usability 

While only three participants were tested for the usability test, numerous assumptions are 

evident in regards to Gowalla’s usability.  One assumption is that a person can check-into nearby 

locations with relative ease since every subject finishes such task within an average of 29 

seconds, which is only a little over the control.  Participants also enjoy the layout and 

accessibility of the travel guides.  One user even expressed that if Gowalla’s usability quarks 

were corrected then he would prefer to use it to Foursquare.   

In addition to Gowalla’s usability strengths, two key areas strike me as a need of 

redesign: the “create a new location” feature and the notifications area.  An intense level of 

difficulty is evident in the majority of the “create a new location” task tests.  One user gave up 

trying to finish the task after taking roughly 3 and half minutes trying to figure out how to 

perform it.  Only one of the three users actually found the “create a new location” feature in a 

timely manner, as deemed by my control time.  The user actually found the feature not upon 
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request to create a new location, but instead in trying to check-in to his current location.  As 

such, even though his current location was indeed listed in the search functionality, it shows 

Gowalla must do more to enhance its location-based searching feature.  A possible means to 

overcome this issue is by offering a link at the bottom of the search results that ask if the person 

cannot find his desired location and therefore create it in Gowalla.  Further, none of the Android 

users considered using the menu key on their devices to find the feature; consequently, Gowalla 

should consider removing any functionality that is reliant on the menu key.     

Modification occurred to my task list, as I initially requested users to search for a location 

out of his or her nearby zone; yet, the mobile application is not capable of searching for locations 

outside of one’s zone.   The desktop website, coincidently, has such capability to look for areas 

outside one’s location.  Gowalla’s servers are additionally unreliable at allowing a recently 

followed friend to be added to a story.  The servers need to be more efficient at refreshing its 

database to allow for this functionality to work better.  The functionality only works about 

twenty minutes after an subject would follow me as a friend. 

 

Learning Experience 
 While conducting my research, I experienced many positive and negative revelations.  

For instance, I learned about the difficulty and importance of making an organized project, as my 

original questions were too open-ended and not well prepared.  Such an experience teaches me to 

be more diligent in performing a mock usability test and treat it at the same level an actual test.  I 

also wish I performed an additional practice test to ensure that the actual usability test is as error 

free as possible.  This is necessary so that I do not create excuses for a user misinterpreting a 

function.  Likewise, it is only by conducting actual test can I truly be able to understand the 

actual application of a usability test.  User research helps to demonstrate ways of interacting with 
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user interfaces in ways a developer might never consider.  The learning experience also teaches 

me that basic assumptions that users will all interact with an application in the same way are 

indeed false.  No matter how clear one might think a particular function is to initiate, an subject 

may interact with it in a completely different manner.  On several occasions, I experienced such 

occurrences, as stated throughout my paper.  One feature was also not doable in the usability test, 

yet was doable during the practice test: adding a recently followed friend to a story.  If I were to 

redo the tests, I would remove the task until Gowalla improves the time it takes its database to 

refresh.  By not being doable, once the user would reach the correct step in the task, I had to have 

him imagine it would actually work.  This creates an unrealistic situation and makes the 

application appear unfinished.   

Moreover, a more structured and controlled testing setting would also be preferable for 

future tests.  I consider a consistent location, though artificial, would create more repeatable and 

testable results.  Another thing I must avoid in future usability tests is giving too much assistance 

to participants in finding a particular function.  In future test, I should set an allotment of time for 

a subject to perform each particular task.  This allows consistency of tests and helps prevent 

myself from becoming too anxious if a user does not find a certain user element right away.  It 

safeguards me from the potential to interfere with the participant.  Carolyn Synder offers a nice 

suggestion of how much time participants should receive by multiplying the task time an expert 

performs a task by 3 to 10 (Kuniavsky, 2003, p. 272).  An additional action I think that would be 

helpful for future experiments would be to have the subject speak aloud the actions he is 

performing instead of trying to interpret them alone.  While such actions are unnatural, it allows 

for additional data.  I also wish I tested more individuals and specifically females who did not 

partake as subjects since they would diversify the audience more. 
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Conclusion 
The overall experience of each usability test was generally positive among each user, as 

the tests were generally well executed in a predictable manner.  Nearly every user states how he 

enjoys the mobile application’s interface.  Gowalla’s only sizeable area that is in need of 

enhancement is its “create a new location” feature because of the consistent difficulties subjects 

experience while trying to execute the function.  While the usability tests of Gowalla’s mobile 

application offer some helpful insights in areas that are usable or not usable, the limited testing 

pool of three subjects limits its applicability.  
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Appendix 
 

Appendix 1 – Graph of entire data 
 
Appendix 2 – Usability Test Script 
 
Appendix 3 – Task List 
 
Appendix 4 – Various Screen Captures, Audio, and Video Recording 
Available upon request – not included due to large size 
 
Appendix 5 – Results Summary 
 
Appendix 6 – Statement of Consent 
 



Abromowitz 14 

Appendix 1 
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Appendix 2 
Script 
 
Hello, my name is Scott Abromowitz.  First off, thank you for agreeing to participate in our 
usability test.  Second off, a usability test is not a test of your skills or capabilities, but a test of 
how well the application is design.  Ease of use, quality, etcs. 
 
I will be recording the audio of our conversation and video of you utilizing the application on a 
mobile phone. 
 
Please remember all this is confidential and your name and information are completely private. 
 
The product that you will be using is called Gowalla.  Gowalla is a social application that allows 
you to follow others and check-into location where you are. 
 
Now on to the task! 
 
1. Right here you are at the Gowalla.com desktop website.  Could you please create an account?  
You are making an account in order to use Gowalla on your Smartphone.  

2. The next task I would like you to install the application on your iPhone or Android device.   

3. Please sign-in to your recently created account.  Now, please check-in to (Current Location).  

4. Now!  Imagine we are friends.  Find me on Gowalla and follow me.  My name is Scott 

Abromowitz 

5 and 6. Great!  Since we are friends and I you want to include me as being with you, but the 

current LOCATION where we are is not in Gowalla – so could you please create it and check me 

in with you!  Now also take a picture for the story!   

7. Awesome! I really like to watch football. So I want to visit Ohio Stadium in Columbus Ohio – 

but since I am not there I want a way to remember it for future use… could you please do this.  

(note this does not involve going to the search area).  You can only search for locations near 

you… some other way to find locations far away – specifically-popular ones.   

8. Now you really like the stadium too.  How would you go about showing that you think it’s 

cool? 

9. Lastly, you hate receiving all the emails saying people tagged you in a story.  Please turn it 

off! 
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 Importance Doubt Total 
Create account 5 5 25 
Download 1 5 5 
Login 5 5 25 
Check-in 5 4 20 
Friend someone 5 5 25 
Create new location 
and check someone 
else in 

5 2 10 

Utilize Guide, add 
location to bucket 
list, and like location 

4 5 20 

Modify notification 
settings 

5 3 15 
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Appendix 3 

 
 

Appendix 4 
Available upon request.  Not included due to large size. 



Abromowitz 18 

Appendix 5 
 

Participant 1 
Took place in a university classroom.  Had a few friends come in and out during the process.  
Not the ideal scene.  Dark in the outside windows – near a window.  Sat on a desk.  Issues with 
the script. 
 
Participant 1 / iPhone 
Create an Account:  11 seconds 
Download Application on phone:  4 minutes  
Sign-into application: 1 minute 30 seconds 
Check-into current location: 30 seconds 
Add a person as a friend: 25 seconds 
Create a new location: Gives up .. cannot find it after 3 minutes and 26  seconds 
Add me to location: N/A 
Ohio Stadium find: 17 seconds 
Add to list: 7 seconds 
Add heart: Did not do this function 
Turn notifications off: 55 seconds 
Not able to include me in the message for the UMD campus… some sort of delay.. able to figure 
the function out. -- > 5 seconds 
Says following but does not show up 
Angered that the function does not show up.  Stress sound.   
Made an error in function to prevent user from being able to prevent people checking in.. Clicked 
on making account private à correct area I said (error – should have said nothing)… do not 
want to put people into stories… found the area  
 
Issues with camera being backwards  
Did not offer a task analysis 
To broad and open-ended 
Feature was not available – misunderstand could not opt out of notifications 
Difficulty in signing in for application – had to reagree to terms of service for Apple – anger with 
this – connect to the UMD wifi network 
No video recording 
Only audio, video of phone 
Some friends came in during the usability test 
Did not have confidential form 
Talked about paper – distracting  
Went tad off topic about project 
Classroom setting  
Wondered why no notification to state Scott Abromowitz was added as friends 
Tell them to go to the Columbus, OH city guide (too explicit) 
 
Looked through various menus to find the create a new location.. Thought it was the same as 
adding a new location.  Confused.  Hearted the location.  Laughing.  Stress not able to find it.  



Abromowitz 19 

Asked for reiteration of the question.  Room has not been created yet.  “I have no idea.”  I hinted 
that there are buttons that could help the participant find locations.    Scrolled throughout the 
location.  I have no idea. Suggest going back to profile and seeing if any area that you have not 
clicked on before.  I know how to make a list.  I have no idea (says this 3 times).  Gives up at 3 
minute 
 
 

Participant 2 
Took place in a university classroom.  Had a few friends come in and out during the process.  
Not the ideal scene.  Dark in 
 
Estimated Time to perform a Task 
Create an Account: 6 seconds n  
Download Application on phone: 13 seconds 
Sign-into application: 18 seconds 
Check-into current location: 25 seconds 
Add a person as a friend: 20 seconds 
Create a new location: 1 minute and 25 seconds and 35 seconds to finish making location 
Add me to location: 7 seconds 
Ohio Stadium find: 31 seconds to find 
Add to list: 28 seconds 
Add heart: 5 seconds 
Turn notifications off: 23 seconds 
Estimated total time to complete all task: 296 seconds or 4 minutes and 56 seconds 
 
Participant 2 / Android 
Create an Account:  8 seconds 
Download Application on phone: 2 minutes and 7 seconds Utilized the website version of 
Android app store… User went to Firefox.  User had to sign-into account and sign out 
Sign-into application: 49 seconds 
Check-into current location: 25 seconds 
Have them check 
Initially have the create another location for them room then I refute and say just check in 
Add a person as a friend: 1 minutes and 5 seconds 
Accidently closed the application – pushed back too many times 
Goes to profile page to find me – then activates search pane 
Create a new location: 2 minutes and and 25 seconds  
Check in to where we are – user proceeds to actually create the location of the room since he 
sees – ask if check in like facebook – tell people where we are..  types HCIL Lab.. goes to add 
and create the location –makes a new location instead – changes results a little bit.  User deemed 
necessary instead of searching for the lab under different spelling – which it is 
Add me to location: This function again does not work.. but roughly 2 seconds to type 
Ohio Stadium find: 1 minutes and 24 seconds to find 
Goes to profile 
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IntiaLLY tries to search – reiterate not to use search function… state that there are guides you 
can use… limit it to not using search.  Scrolls through near guides.. confused it just says the local 
nearby guides.. understand… ah this can come down and go down 
Add to list: 8 seconds 
Add heart: 1 seconds 
Server error results! 
Turn notifications off: 3 minutes and 16 seconds 
Ask if I should opt out from the phone itself… Scrolls through city guides.  Goes to message 
feeds… okay hold on.. Should be here some where – user seems to ignore the Android menu 
buttons.. unaware of their functionality… Give them a hint that they can use buttons.  This is the 
main screen – nothing else – Ask what he should do… looking for a privacy function!  Went to 
profile menu.. could not find anything.  . Keep in mind button capacitive button due stuff – have 
to be in the correct area. 
 
Talking to teammate while trying to find action 
 
Had teammate in the background while I was taking the usability test on the computer 
User accidently refreshed the screen when creating the account 
User looking at application on mac screen 
Asked if sign in on application on computer or phone. Allowed them to remove phone from 
camera 
 

Participant 3 
Took place at my apartment.  I tested my roommate.  At the dinner table with minimal 
distractions.  
   
Participant 3 / Android 
Create an Account:  24 seconds 
Download Application on phone: 46 seconds 
Sign-into application: 9 seconds 
Scrolls - menu 
Check-into current location: 38 seconds 
Scrolls in city guides – goes to profile/notifications… decides to check into Stamp Student Union 
Add a person as a friend: 34 seconds—includes searching and accepting to follow 
Create a new location:  
Add me to location: 7 minutes 29 seconds and 8 minutes and 18 seconds / 50 seconds to 
complete task 
Could not find me again in adding me to the location. 
 
Says it sounds hard.  Imagine not that bad. 
Looks at guides.  Confused.  Goes to search function. 
Goes to map overview of the city.  Trying to see if can add location from there.  Goes to search – 
see if can type in location. Thought using existing location – no creating a new one.  Bring 
suggestions that there are many keys on an Android phone.   
A little stressed. Putting hands on head – in frustration.  Looking in search area. Goes to stream – 
see if can add from there.  Moving fingers around. Searching in notification menu.  Again goes 
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to map overview to see if can add. Scrolls guides. Goes through search.  “Feel like I’ve been 
through every menu option.”  Found after looking in search menu area…Knows how to block 
user 
 
Wonders why the data is in metric distance even though in United States. 
Ohio Stadium finds: 33 seconds 
Back too far outside the application. Went straight to the guides 
Add to list: 14 seconds 
Add heart:  20 seconds 
Scrolling in the application pane to see function. Goes to comment section. 
Have a server error results 
Turn notifications off: 18 seconds 
Found the function previously 
 
When trying to accept the person as a follow – says an error has occurred… goes on the 
computer to Gowalla.com – “Error has occurred. Your access token is no longer valued.  User 
refresh token to get a new one.” – no idea what this means 
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Appendix 6 
INFORMED CONSENT STATEMENT 

Usability Test of Methods for Sharing Locations and Experiences 
University of Maryland, College Park 

 

INTRODUCTION: The following information is provided for you to decide whether you wish 

to participate in the present study.  You may refuse to sign this form and not participate in this 

study.  You should be aware that even if you agree to participate, you are free to withdraw at any 

time. 

 

PURPOSE OF THE STUDY: The purpose of this study is to gather information about how 

people share their physical locations and experiences within those physical environments. 

 

PROCEDURES: You will partake in a series of task to gauge the usability of Gowalla.  The 

researcher will take notes of your activity during this time and may ask you questions about your 

behavior. The researcher may take photographs of you in order to document the environment of 

your activity. These photographs may be included in both a written analysis of the study and a 

presentation of the study to University of Maryland students and faculty.  Video and audio 

recording will take place during this study. The researcher may ask to collect or make copies of 

any artifacts you generate during this study. 

 

RISKS: You will be sitting at a desk, thus you will assume the health and environmental risks 

associated with this activity. 

 

BENEFITS: This study is being conducted as part of a learning exercise for University of 

Maryland students. The benefit to you as the participant is the pleasure of knowing that you 

helped someone out. 

 

PAYMENT TO PARTICIPANTS: You will not be compensated financially for your 

participation in this study. 
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PARTICIPANT CONFIDENTIALITY: Your name will not be associated in any publication 

or presentation with the information collected about you or with the research findings from this 

study.  Instead, the researcher(s) will use a study number or a pseudonym rather than your name. 

Your identifiable information will not be shared unless required by law or you give written 

permission. Permission granted on this date to use and disclose your information remains in 

effect indefinitely.  By signing this form you give permission for the use and disclosure of your 

information for purposes of this study at any time in the future.  

    

REFUSAL TO SIGN CONSENT AND AUTHORIZATION: You are not required to sign 

this Consent and Authorization form and you may refuse to do so without affecting your right to 

any services you are receiving or may receive from the University of Maryland or to participate 

in any programs or events of the University of Maryland.  However, if you refuse to sign, you 

cannot participate in this study. 

 

QUESTIONS ABOUT PARTICIPATION: Questions about procedures should be directed to 

the researcher(s) listed at the end of this consent form. 

 

PARTICIPANT CERTIFICATION: I have read this Consent and Authorization form. I have 

had the opportunity to ask, and I have received answers to, any questions I had regarding the 

study.  I agree to take part in this study as a research participant.  By my signature, I affirm that I 

am at least 18 years old and that I have received a copy of this Consent and Authorization form. 

 

 

_______________________________           ____________________ 

Participant's Name                     Date 

 

 _________________________________________________________    

 Participant's Signature 

 

 

Researcher’s Name: Scott Abromowitz; abromo@umd.edu 
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