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Student Project 2 

3.1 USER PSYCHOLOGY
 
In this exercise I’ll analyse the user psychology of both Hoop and Dribble’s UI, since I’ve already examined them closely and have formed a good 
understanding of them.
 
Creating Trust
The basis upon which both Hoop and Dribble are founded, and critical to their respective success, is all about 
creating trust; through word of mouth via relationships with users and community. It’s all about the trusted 
reviews and recommendations of the parent community at the heart of both apps. This credibility and 
trustworthiness is crucial to user-engagement and is communicated via the careful design of the UI 
and the message it communicates to target users. Through strong family friendly branding, transparent and 
secure systems, and the power of parent-recommendation, Hoop and Dribble have created a trusted 
community where parents and families feel safe. There are no dark patterns at work here. It’s all very 
trustworthy and above board, as you’d expect. The apps’ target users; parents and families of young children, 
are often tech-savvy millennials who will spot a scam or trick a mile off. 
 
Hoop 
 
Prototypical UI & Personality
Hoop’s UI uses a Prototypical design to enable immediate recognition amongst its users. With the use of 
bright, primary colour-scheme and naive, fun child-like graphics and animation; the friendly waving bear for 
example - see screenshot right. This is a good example of prototypical UI design that reassures users with a 
UI that fully meets expectation. It also demonstrates well how others influence and define the identity of an 
app’s UI, as in the case of Hoop, where it has very much been defined by its child-oriented content and target 
audience. Hoop’s UI reflects the personality and identity of the content, so that its UI pattern, colour-scheme, 
icons and imagery take on a collective identity and personality. Since the majority of Hoop’s content is created 
by the activity organisers and activities they list; colourful images of children participating in activities, it is 
therefore this content, together with the strong visual identity of the community that very much shapes the 
personality and reality of its UI. 
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Below: Screenshot illustrations of Hoop’s UI - with its playful, child-like personality and identity formed and influenced by its community.  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Dribble  
 
Creating Trust
 
In its own words Dribble, ‘Provides hundreds of child-friendly places to visit with your family; all reviewed 
from our trusted, local community for parents by parents.’ Very much operating on a trust relationship basis 
of ‘Word of Mouth’, Dribble’s creator already understands the value of trust with this user-group. As I 
identified previously in my competitor analysis, Dribble’s key strength is having built a trusted community of 
parent reviewers and harnessing the power of the Facebook-based parent-reviewer community. Having 
already established trust via this community it has cleverly built upon that with its offering. How does it then 
communicate this core value via its UI?

 

Prototypical UI & Personality
Firstly it’s another tick for the prototypical UI with Dribble. But 
alongside this is a strong sense of friendliness, 
trustworthiness and of community. You feel that you are 
joining a community and you’re welcomed into with Facebook 
group invites and the app creator’s encouragement to ‘chat’ 
with others like you in their group. It feels a bit like being be-
friended by that extra-friendly parent when you join, say, a 
playgroup with your child in real life.  

Transparency and honesty is communicated via every aspect 
of the app’s UI, from the relatable, down to earth ‘our story’ 
‘hello, I’m gill’ from the app’s creator, to the typeface 
selection, the friendly, non-threatening feel it lends being 
sans serif and lowercase. The logo, graphics, icons and 
colour scheme are again, like Hoop’s, very much fitting the 
prototypical UI, i.e., nothing unexpected, all reassuringly 
familiar. The imagery has been chosen for its sense of fun, 
playfulness and adventure. Again, the personality of the UI is 
very much influenced and shaped by the surrounding 
community and users.  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The child/family friendly feel of the UI has been achieved 
via faithful adherence with accepted norms. Avoiding the 
risk of confusing users with anything too unexpected or 
incongruous, such as a black background with acid yellow 
text or strong ‘youth’ branding that screams ‘nightlife’.
 
Rewards & Punishment 
The app offers reward in the form of, appropriately 
enough, ’doughnut points’, which are points awarded for 
signing up and continued use of it. You accrue doughnut 
points and these can then be exchanged for services and 
activities offered via the app. This reward system rewards 
the user for signing up whilst encouraging the continued 
use of its service and products as well as those of its 
partners. 


