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1. Introduction 

This fieldwork was conducted during the fall semester of 2024 at a major Norwegian media 

organization. The organization, which is a leading entity in the Norwegian media industry, 

operates across multiple platforms, including television, digital media, and online streaming. 

With a large team spread across different departments, the organization employs close to a 

thousand staff members.  

 

During our fieldwork, we focused on challenges related to Computer Supported Cooperative 

Work (CSCW) within the organization. CSCW is the study of people collaborating together 

using computer-based tools (George, p.509, 2003). We focused on creating a CSCW tool 

using artificial intelligence (AI). The task at hand was to investigate and identify challenges 

faced by employees, particularly those working with technology, and to explore how 

communication and collaboration can be improved through the design of a user-friendly 

prototype. 

 

This study will explore the processes of idea generation, design, and evaluation of this 

prototype, reflecting how it aligns with the challenges identified during fieldwork and how it 

could potentially improve the work efficiency and collaboration across the organization.  

2. Fieldwork Execution 

In the section, the methods used in the fieldwork are described and the rationale behind their 

selection is briefly discussed. Following this, the study’s execution and documentation 

process are outlined. We’ll then highlight challenges encountered and the solutions 

implemented. Finally, reflections on what could be done differently in future studies are 

briefly presented. 

2.1 Methods 

During the fieldwork, qualitative studies were conducted using semi-structured interviews 

and observations. Semi-structured interviews typically start with an interview guide but allow 

flexibility to adapt questions based on the flow of the conversation (Nordbø, p. 82, 2017) 

(Appendix 10.1). This approach enhances the comfort of the interview subject but can 
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complicate subsequent analysis (Adams and Cox, 2008). To complement the interviews, 

several days were spent onsite observing the daily operations of employees. Observation is 

commonly used in the early stages of a design process to gain insight into the tasks 

employees perform during their workday (Nordbø, p. 89, 2017). This method proved valuable 

in identifying unspoken challenges and uncovering opportunities for improvement. 

2.2 Study Execution and Documentation 

The fieldwork was carried out over a four-week period, starting with preparatory interviews 

to define the study’s scope. These initial interviews were followed by initial observation 

sessions in various departments, with a particular focus on those working on editorial 

artificial intelligence (EAI).  

 

Semi-structured interviews were conducted with key personnel, including the leader of the 

EAI-team and the head of a relevant department, to gather targeted insights (appendix, 10.2.1 

& 10.2.4). The leader of the EAI-team provided a strategic overview of the organization's 

many AI initiatives, from both a technical and operational perspective. The leader of the 

department provided an overview of the organization's communication practices, and 

challenges. Observation sessions further illuminated how communication occurred across 

teams and platforms, such as Slack and Email. This approach was instrumental in identifying 

patterns, bottlenecks, and challenges that might not emerge explicitly in the semi-structured 

interviews. Findings from these observations were documented in the field notes (appendix, 

10.2.2. & 10.2.3).   

 

The collected data was analysed using thematic analysis (see Appendix 10.3). Key themes, 

such as information overload, AI, and communication inefficiencies, were identified and 

systematically categorized. While these themes are briefly outlined in this section, they are 

explored in greater detail in later sections.  

2.3 Challenges and Solutions 

Some departments were inaccessible due to confidentiality concerns, limiting the scope of 

our observations. Ensuring confidentiality is a standard practice in qualitative research, as 

noted by the University of Virginia (UVA, n.d). Since the project relied on interviews and 

observations, a critical aspect of the fieldwork involved implementing measures to protect 
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and anonymize collected data. This included removing identifiable details from transcripts, 

ensuring that finding could be used without compromising sensitive organizational 

information.  

 

Observing communication practices in real-time was complicated by employees frequently 

switching between tools and platforms, making it difficult to map workflows 

comprehensively. This was mitigated by conducting follow-up interviews to clarify 

ambiguities and validate observations.  

 

A potential challenge was the risk of bias during the semi-structured interviews and 

observations. Bias is often perceived as something negative, but it’s only when we are not 

aware of it that it can become a problem (Evans, 2017). It is also important to be aware of the 

risk that humans often tend to act differently than usual, just because they are aware of the 

project (Hall, 2013).  To minimize bias, field notes were regularly reviewed and cross-

checked with team members, and efforts were made to maintain a neutral stance during the 

fieldwork.  

2.4 Future recommendations 

While the study successfully identified key issues and informed the development of a 

prototype, several areas for improvement were noted. Allocating more time for fieldwork 

onsite, would allow for broader sampling of data. Incorporating quantitative surveys 

alongside semi-structured interviews and observations could provide useful insights. 

Involving end-users during the prototyping phase would also ensure useful insight 

considering usability. This approach could enhance the depth and applicability of findings, 

ultimately delivering greater value to the organization. 

3. Qualitative analysis  

In this section, the qualitative data analysis process is described. Firstly, an analysis of the 

semi-structured interviews is presented. Following this, we’ll go through the findings from 

the observations conducted. Additionally, specific challenges in media production and 

collaboration are identified within the thematic and observational findings. Finally, the 

limitations of the analysis and data are discussed. 
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3.1 Analysis of Semi-structured interviews 

Several semi-structured interviews were conducted, and a thematic analysis approach was 

employed to identify patterns and themes in the data. To facilitate organization, the data was 

compiled into a FigJam file, where individual points were recorded on digital post-it notes 

(see Appendix 10.3). A thematic analysis is a widely used analytical technique that aims to 

identify, analyze, and report patterns in the data (Braun and Clarke, 2006). The process 

started with initial coding, focusing on identifying keywords or emphasized keywords. The 

post-it notes data were then categorised into three broad categories: Communication, 

collaboration and AI. These categories were further divided into seven more specific themes: 

Experiences, Communication for Collaboration, Information overload, Slack, AI, Innovation 

and Workshop.  

Within each theme, direct quotes from participants were used to capture key insights and 

illustrate challenges. All qualitative data collected during both the semi-structured interviews 

and the observations were translated from Norwegian to English (see chapter 10 of the 

appendix).  

Communication for Collaboration:  

“Projects can arise that are somewhat or completely the same. It happened that two different 

teams had been working on exactly the same thing for several weeks. Then we have lost an 

enormous amount of money.” 

Information overload:  

“I have a feeling of never being on top - never being able to have control over everything I 

should.” 

«A lot of information disappears in Slack and Mail.” 

Artificial Intelligence:  

"AI's potential can be to cut costs and remove the boring stuff, so people can focus on the 

most important and fun - which is their work.”  

“We have a hardworking AI team and we put a lot of money into that area because we want 

to expand there and be capable of expansion.” 
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The analysis reveals the media company’s primary challenges: information overload, poor 

communication, and organizational inefficiencies, which results in time wasted, messages 

missed, and reduced productivity. For instance, a leader of a department described receiving 

hundreds of emails daily, often resorting to deleting them to cope, leading to stress and 

missed deadlines. These issues highlighted a need for streamlined processes and tools.  

Additionally, the leader of the EAI-team expressed significant interest in utilizing AI to 

address these challenges, given its potential to optimize workflows and reduce mundane 

tasks. Communication and production were identified as linked issues, with ineffective 

communication undermining both teamwork and productivity. The most pressing concerns 

lay in information overload and communication for collaboration, as the former often tend to 

make the latter worse. Attempts to address these issues included initiatives like speed dating 

to strengthen relationships across departments. While efforts like this showed some success, 

they also added to already tight schedules, underscoring the need for more sustainable 

solutions.  

3.2 Findings from observations 

Observing and conversing with UX designers in the media corporation revealed several key 

insights (see Appendix 10.2.2). The UX team highly values collaboration with developers 

and other departments, often using workshops at the beginning of projects to encourage idea 

exchange. One UX designer noted that WCAG alignment was of high importance to not only 

the UX teams, but also the developers. But, despite commitment to accessibility, user testing 

on diverse groups, especially those with disabilities, remains a challenge. Additionally, there 

is some dissatisfaction with workshop setups, suggesting better approaches could be more 

effective.  

 

Observations on Customer Service-representatives reveals that they highly appreciate their 

freedom at work. The application Slack is well-regarded but is being criticized for having too 

many channels and overwhelming information flow. Employees rely on various tools and 

websites for tasks, but the lack of a centralized system creates inefficiencies. The observed 

employees were experienced and handled problems effectively and appreciated the tools they 

had.  
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3.3 Limitations of the Analysis and Data 

The relatively small numbers of interviews conducted limits the representativeness of the 

findings, making it difficult to draw conclusions that apply outside of the organization. Each 

interview is different from each other, and therefore it may also be difficult to compare the 

data collected across different interviews (Portigal, 2013). Furthermore, the limited 

availability of staff restricted diversity of perspectives, potentially narrowing the scope of 

insights into the organization’s challenges. As a result, conclusions may lack depth and 

breadth necessary to fully understand or address these challenges.  

4. Prototype and Design 

With the challenges faced by the company identified, a Google Design Sprint methodology 

was used to develop a prototype addressing the needs of the target audience. Brainstorming 

sessions were held to refine ideas and ensure alignment with user requirements.  

4.1 Design Process 

4.1.1 Idea Generation 

Initially, brainstorming sessions were conducted, during which team members contributed 

ideas that could serve as the foundation for the prototype.   

 

Figure 1: Initial ideas. 
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Following this, the "How Might We..." method was applied, an exercise that reframes our 

problems as opportunities (Sørbø, 2024). Each team member contributed a question, which 

led to the decision that the prototype should focus on reducing notifications and saving time 

to improve productivity. 

 

Figure 2: How might we. 

4.1.2 Personas 

Personas played a significant role in identifying the target users for the prototype. Creating 

personas can develop a deeper understanding of a target audience (The Interaction Design 

Foundation, 2024). Four personas were created to represent the diverse range of workers who 

could benefit from the prototype: a manager, an assistant, an experienced worker, and a 

novice worker.   
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Figure 3: Four representative fictional personas. 

● Kenny, a leader, overwhelmed by his tasks and the additional responsibility of 

resolving team issues. 

● Téé Ve-To, an assistant interested in technology. 

● Chad Chadsen, an experienced worker overwhelmed by notifications. 

● Sandra Sandrasen, a novice worker struggling with her calendar, missing important 

meetings. 

4.1.3 Storyboard 

Storyboard was created to illustrate how an imaginary user would interact with the prototype. 

A storyboard helps visualize how a user might progress through a task (Sharp et al., p. 426, 

2019). 

 

Figure 4: Storyboard - Kenny finding BriefBot. 

Kenny struggles with managing tasks due to a high volume of emails. He tries to find an 

important email, but the search is complicated. Fortunately, Kenny uses an AI-powered tool 

that allows him to find the email quickly with just one click, saving time. 



 

11 

4.1.4. Paper wireframes 

Initial low-fidelity wireframes helped us gain the same vision going forward, deciding on the 

information content and key features e. Wireframes are a safe way of showing unfinished 

ideas (Carlsen et al., 2013). 

 

 

Figure 5: Handmade wireframes. 

 

The design sprint progressed from understanding the company’s challenges to developing a 

useful solution, fully realized in a Figma-prototype, which will now be discussed. 

4.2 Prototype 

BriefBot is an AI-powered tool, designed to streamline work and communication by 

automating tasks. It addresses challenges such as information overload, poor email 

management, and ineffective communication, while being intuitive and compatible with 

existing workplace applications. Prioritizing usability, it should be efficient, effective, and 

easy to learn (Bratteteig, 2021, p. 19). Ultimately, BriefBot helps both workers and leaders 

save time and increase productivity by prioritizing. 
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4.2.1 Functionalities 

The home screen is fully customizable, and the registration process is designed to be 

comprehensive, ensuring the AI gains a deep understanding of the job role. This foundation 

allows the AI to deliver personalized morning briefs tailored to the employee's specific needs. 

The AI not only learns during the registration process but continues to evolve by interacting 

with the employee, adapting its priorities to effectively 

 

Figure 6: Home page and customizable interface. 

4.2.1.1 Automated Calendar 

Users have access to a dynamic calendar that updates automatically based on their schedules, 

ensuring no meetings or deadlines are missed despite information overload.  

 

Figure 7: Automated calendar. 
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4.2.1.2 Morning Reports 

The tool generates AI-powered morning reports summarizing tasks and deadlines, helping 

users stay organized and productive.  

 

Figure 8: Morning report. 

4.2.1.3 Application Compatibility 

The tool seamlessly integrates with popular workplace platforms like Slack, Mail, and other 

communication tools, ensuring a unified user experience. Figure 9 illustrates this where users 

can select the applications to include. 

 

Figure 9: Screenshot showing how to add applications to BriefBot. 

4.2.1.4 Email & Slack 

With AI, the user can summarize long emails and Slack chats for quick comprehension, 

translate emails, and automatically categorize emails based on importance: 
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Figure 10: Functionality - Email summary. 

Figure 11: Functionality - Email translation. 

Figure 12: Functionality - Email prioritization. 

4.2.1.5 Accessibility 

BriefBot is designed with accessibility in mind, adhering to many Web Content Accessibility 

Guidelines (WCAG) and universal usability standards, with ongoing improvements aimed at 

achieving full compliance (W3C, 2023). Accessibility options, accessible via the gear-shaped 
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settings button, include adjustable font sizes for better readability, voice commands for 

hands-free interaction, and a text-to-speech reader to assist users who prefer auditory content. 

The interface also features a colorblind mode to address color vision deficiencies and a 

dyslexic mode to enhance text readability for users with dyslexia. Additionally, users can 

switch between light and dark modes to suit their visual preferences. 

 

Figure 13: Accessibility menu. 

Accessibility is a key part of interaction design. BriefBot was designed with the idea that 

most people should be able to use the application, regardless of their functional abilities 

(Nordbø, 2023, p. 74).  

4.2.2 Relation to Identified Problems in the Fieldwork 

To reduce information overload, BriefBot summarizes emails and Slack conversations, easing 

cognitive load and preventing critical messages from getting lost or deleted. The AI can also 

be used across the different applications so the time searching for certain messages can be 

reduced. This aligns with participants' citations such as "A lot of information disappears in 

Slack and Mail." It also tackles poor communication when collaborating by consolidating 

chats and email, addressing issues like duplicated efforts, as noted: "Projects can arise that are 

somewhat or completely the same.” Additionally, BriefBot uses AI to prioritize important 

messages, mitigating the feeling of being overwhelmed, describing it as follows: “I have a 

feeling of never being on top - never being able to have control over everything I should." 
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Features such as automated reports and calendar integration enhance task management and 

organization.This makes sure the AI driven CSCW tool “BriefBot” tackles challenges we 

discovered in the fieldwork.  

4.2.3 Scenarios Beyond the Identified Problems 

Beyond addressing identified challenges, BriefBot offers additional benefits. It supports 

remote work by integrating various applications and improves efficiency through AI-powered 

summarizing. The tool also promotes work-life balance by automating tasks, enabling users 

to focus on priorities and reduce stress. Overall, BriefBot enhances productivity, 

organization, and communication, providing a versatile and user-friendly solution.  

5. Prototype Evaluation 

In this section, the quantitative method of the new application will be described. Following 

this is the analysis of the usability testing. Additionally, the main findings will be presented 

and briefly explained. Lastly, there will be some reflections about the challenges met during 

the quantitative user-testing. 

5.1 Quantitative Evaluation 

To evaluate the usability of the prototype, user-testing was conducted via Maze, which is a 

tool for conducting rapid user testing to collect qualitative and quantitative insights (Maze, 

n.d). The user-testing provided both quantitative and qualitative data, such as time spent and 

feedback after each task. While qualitative data gives more in-depth feedback, the 

quantitative feedback can help testing whether a theory is correct or not (Bratteteig, pp. 216-

217, 2021). 

  

In typical usability studies, quantitative data, such as task completion time and error rates, 

can help determine the efficiency and effectiveness of the prototype. This type of data can 

also reveal significant differences in how users interact with different tasks. In larger studies, 

an Analysis of Variance (ANOVA), also known as an F-test, is commonly used to assess 

these differences (Grønmo, p. 352, 2016). However, since only 10 participants completed the 

usability test, the sample size was too small to conduct a robust ANOVA. As a result, a 

descriptive statistical analysis was chosen to analyze the data in this case. This approach 

allows for an overview of the patterns observed in the data, providing meaningful insights.  



 

17 

5.2 Usability testing 

The usability study focused solely on understanding how users interacted with the prototype 

and whether it met its intended goals. Participants were given the following tasks: 

1. Make an account on BriefBot. 

2. Check your meetings this week. 

3. Translate an email. 

4. Summarize an email. 

Ten participants completed these tasks, presumably within their work environment, providing 

a snapshot of how the prototype might perform in a real-world context. 

5.3 Main findings 

The study provided the following insights into the prototype’s usability: 

 

- Task Completion Time: Time taken by users to complete each predefined task 

varied, reflecting different task complexity and user familiarity. 

- User Satisfaction: After completing each task, participants provided feedback 

through Likert scale surveys, which captured satisfaction levels after task-completion 

(Nordbø, p. 205, 2016).  

 

In the Diagrams below, CT is an abbreviation for Central Tendency, while SD is an 

abbreviation for Standard Deviation. Central Tendency is the most typical number, while 

Standard Deviation tells us how spread out the values are (Frøslie, 2024). Log Transformed 

time; in this case the natural logarithm of each number is used so that the distribution of data 

looks more normal in the diagram. The Diagrams below illustrate key trends: 
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Diagram 1 & 2: Task completion Time for Maze Task 1 & 2. 

 

Diagram 3 & 4: Task completion Time for Maze Task 3 & 4. 

 

The diagrams above illustrate that participants used the longest time completing task 1. The 

standard deviation of 0,5 in Diagram 1 indicates more consistent performance than that of 

Diagram 2, where the standard deviation is 1,42. This means that the variability in 

completion time amongst the participants is larger in task 2 than task 1. 

 

 

Diagram 5 & 6: User Satisfaction Scores for Maze task 1 & 2.  

 

Diagram 7 & 8: User Satisfaction Scores for Maze task 3 & 4.  

 

The tendencies of the Likert scale suggests that most participants leaned more towards 

satisfaction than dissatisfaction on every task.  
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5.4 Challenges 

Several challenges emerged during the usability-testing. Some users experienced difficulty 

understanding certain features during the first task, which may have slowed their completion 

times and affected their satisfaction levels. This issue may suggest the need for clearer 

instructions or a more intuitive user interface (UI). The usability testing was also conducted 

through Maze, which while effective, demands some hands-on experience from the surveyor. 

With only 10 participants, the results provide an initial understanding of the prototype's 

usability but may not generalize well to larger groups. A larger sample size would be 

beneficial for a more robust analysis.  

6. Discussion and Future Work 

This study highlights persistent challenges in fast-paced industries like media, where 

information overload and fragmented communication complicates productivity. In sectors 

such as digital media, individuals are overwhelmed with a stream of data (Renjith, R. 2017), 

often exceeding their cognitive load. Employees spend excessive time managing multiple 

tools and sifting through irrelevant data, limiting their focus on important tasks. These 

challenges are widespread in fast-paced environments, where employees frequently encounter 

multitasking and fragmented communication. 

 

Existing tools, such as email filters or AI solutions like ChatGPT, address some of these 

issues by automating routine tasks, such as order monitoring and billing, this allows 

employees to focus on more complicated duties (Raj, R., et. al. 2023). However, these tools 

often lack a personalized, targeted approach. BriefBot stands out by using AI to prioritize and 

condense information into actionable insights, reducing unnecessary distractions and ensuring 

users focus on critical tasks. This represents a significant improvement for high-pressure 

environments, enhancing efficiency and reducing cognitive load. Looking ahead, BriefBot 

holds significant potential for further development, particularly in its ability to integrate with 

various tools and adapt to diverse workplace environments. 

6.1 Value to End-Users and Impact on Society 

A key advantage of BriefBot is its ability to significantly time spent on non-essential tasks 

such as managing emails, tracking updates, prioritizing across platforms, and coordinating 
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meeting schedules. By streamlining these processes, users can focus more on critical 

responsibilities, leading to enhanced efficiency, reduced stress, and smoother workflow. 

On a larger scale, widespread adoption of such a tool could address workplace challenges like 

burnout, reducing digital clutter and promoting a healthier work-life balance (Roopa, 2022). 

 

From an industry perspective, BriefBot has the potential to become a model for integrating 

AI into everyday workflows. As over 50% of businesses plan to adopt AI to boost 

productivity, BriefBot could serve as a blueprint for future AI tools, emphasizing user-

friendliness and seamless integration into existing work environments (World Economic 

Forum, 2023, p. 46).  

6.2 Speculation on Future Research and Implementation 

Looking towards the future, there are several opportunities for improving and expanding 

BriefBot, especially given that it is built on cutting-edge technologies like AI. One area to 

explore is its ability to integrate with more workplace tools. While the prototype works well 

with email and Slack, there are many other tools used across different workplaces. Adding 

support for these tools would make BriefBot even more useful than it already is. The goal is 

to create a unified experience. 

 

In terms of future research, it would be valuable to explore how the work environment impact 

BriefBot’s effectiveness. For example, while BriefBot is designed to assist fast-paced 

companies, how would it perform in a traditional company where notification overload and 

multitasking are not the primary challenges? Conducting studies in such environments could 

provide insight into BriefBot’s impact in diverse contexts. 

 

Finally, and on a practical level, scaling up BriefBot for larger teams will require further 

testing. It is essential to track how the tool affects productivity and employee well-being over 

time, especially if implemented across entire companies. Conducting studies in different 

companies that use BriefBot as their personal assistant could provide valuable insights into 

how the tool can be refined and adapted to address potential issues and enable broader use. 

In conclusion, and speculating, BriefBot’s future appears promising, with potential for greater 

integration and effectiveness. Its continued evolution could play a key role in improving work 

efficiency and reducing burnout. 
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7. Individual contributions 

Candidate 106: Contributions included assisting in the design sprint and developing key 

features of the prototype, particularly focusing on email functionality and accessibility. The 

goal was to make the tool easy and accessible to all users. 

Candidate 109: Connected with the organization and maintained communication throughout 

the fieldwork. Conducting interviews and observations. Designing immense parts of the 

prototype in Figma, including most animations. Doing Quantitative analysis, while 

contributing considerably to the rest of the study. 

Candidate 111: Contributions included transcribing some of the interviews and developing 

the interview guide. As well as creating the design system, actively contributed to designing 

the prototype during the design sprint. Built the Maze with Candidate 135. 

Candidate 124: Contributed during the fieldwork interviews and observations as well as the 

design sprints developments. Helped design various parts of the prototype, and made sure the 

prototype followed our design system. 

Candidate 135: Contributed to decoding the interviews from the fieldwork. Designed in 

Figma in the design sprint and development of the prototype. Made the thematic analysis and 

created the Maze.  
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9. Figure and Diagram list 

9.1 Figures 

Figure 1: Initial ideas. 

Figure 2: How might we. 

Figure 3: Four representative fictional personas. 

Figure 4: Storyboard - Kenny finding BriefBot. 

Figure 5: Handmade wireframes. 

Figure 6: Home page and customizable interface. 

Figure 7: Automated calendar. 

Figure 8: Morning report. 

Figure 9: Screenshot showing how to add applications to BriefBot. 

https://www3.weforum.org/docs/WEF_Future_of_Jobs_2023.pdf
https://www.w3.org/TR/WCAG22/
https://doi.org/10.1016/j.tbench.2023.100140
https://scholar.google.com/scholar?hl=es&as_sdt=0%2C5&q=The+effect+of+information+overload+in+digital+media+news+content&btnG=
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Figure 10: Functionality - Email summary. 

Figure 11: Functionality - Email translation. 

Figure 12: Functionality - Email prioritization. 

Figure 13: Accessibility menu. 

9.2 Diagrams 

Diagram 1 & 2: Task completion Time for Maze Task 1 & 2. 

Diagram 3 & 4: Task completion Time for Maze Task 3 & 4. 

Diagram 5 & 6: User Satisfaction Scores for Maze task 1 & 2.  

Diagram 7 & 8: User Satisfaction Scores for Maze task 3 & 4.  

10. Appendix 

10.1 Semi-Structured Interview Guide 

Translated from Norwegian to English.  
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10.2 Raw Data 

10.2.1 Interview with developer 

Translated from Norwegian to English.  
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10.2.2 Conversations with UX-designers 

Translated from Norwegian to English.  
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10.2.3 Observations and Conversations, Customer Service Department 

Translated from Norwegian to English.  
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10.2.4 Conversation with Leader of department at the corporation. 

Translated from Norwegian to English. 
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10.3 Thematic Analysis 

To visit the Thematic Analysis, see the Zip file.  

10.4 Clickable prototype in Figma 

To visit the clickable prototype, click the provided link: 

BriefBot Prototype 

10.5 Prototype PDF 

To visit the PDF prototype, see the Zip file. 

10.6 Link to Maze  

To visit the user test, click the provided link: 

BriefBot User testing  

https://www.figma.com/proto/hEF68xockTwvDefOE9fcpN/Brief-Bot?node-id=1-2&t=MyVtYuAcgyrkDgTz-1
https://t.maze.co/307426135?guerilla=true&notrack=true
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10.7 Exported Maze results and report 

To watch the results and the report from the User test, click the provided link: 

BriefBot User test results and report Maze 

10.8 Quantitative Data Analysis 

To watch the Quantitative Data Analysis in Excel, see the Zip file.  

 

 

https://app.maze.co/report/BriefBot-Brukertest/1ha8it7m3n2paq9/intro
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