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• Today’s webinar will be recorded.  You 

will be emailed a link. 

 

• Please enter your questions in the 

Question box.  We will answer as many 

as possible at the end. 

 

• If you’re having technical difficulties, try 

logging in with a different browser. 

 

• The Twitter hashtag for today’s webinar 

is #applausewearables 

3 

W E B I N A R  L O G I S T I C S  



A G E N D A  

• The state of wearable adoption 

• Satisfying lofty user expectations 

• The 5 biggest challenges of developing high-quality experiences 

• Wearable testing best practices 

• Q&A / upcoming customer experience webinar 
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M O B I L E  I N  2 0 0 5  



M O B I L E  I N  2 0 1 3  

 



W E A R A B L E S  A  F E W  Y E A R S  A G O  

 



W E A R A B L E S  T O D A Y  
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W E A R A B L E S  T O M O R R O W  



W H A T  “ I ”  D O  K N O W  



A N D  I T  I S  G R O W I N G  G L O B A L L Y  
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The Challenge 

•••  

OR IS IT GROWING? 



13 

A D O P T I O N  M A Y  B E  S L O W I N G  
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A N D  U S E R S  A R E  C H U R N I N G  
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A N D  P R I C E S  A R E  D R O P P I N G  F A S T  



 

A R E  W E  G E T T I N G  S T U C K  



The Challenge 

•••  

NOT LIKELY 



T H E  A P P L E  F A C T O R  



 

J U S T  T A K E  T H E  M I L L E N I A L S  

    PricewaterhouseCoopers' The Wearable Future 



 

B U T  I T  I S  G E T T I N G  H A R D E R  

WE BE HERE 



 

M A N Y  W O N ’ T  M A K E  I T  

    Joel Saget / Pool via Reuters 



The Challenge 

•••  

WHY 



T H E  M A I N  C H A L L E N G E  

    WEARABLES MUST DO MORE THAN JUST WORK  



    THEY HAVE TO DEL IGHT YOUR USERS  



D E V I C E  Q U A L I T Y  M A T T E R S  
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 MUST WORK THE F IRST AND EVERY T IME  



A C R O S S  1 0  Q U A L I T Y  A T T R I B U T E S  



The Challenge 

•••  

WHICH IS HARD, AS 

OUR WORLD HAS…  



 

M O R E  F R A G M E N T A T I O N  T H A N  E V E R  

    OpenSignal Android Fragmentation Visualized (August 2014) 



M O R E  I N T E R O P  T H A N  E V E R  



M O R E  I N T E R O P  T H A N  E V E R  



I N T E G R A T I O N  Q U A L I T Y  M A T T E R S  

ONLY AS  GOOD AS ITS  WEAKEST L INK  



C E L L U L A R  C O V E R A G E  I M P O R T A N T  



M O R E  V A R I A B L E S  T H A N  E V E R  



 

M O R E  C O M P E T I T I O N  T H A N  E V E R  

   M ILL IONS OF  APPS –  AND THAT ’S  JUST MOBILE  



M O R E  V O C A L  U S E R S  T H A N  E V E R  



The Challenge 

•••  

WHAT CAN WE DO 



“Any sufficiently advanced technology 

is indistinguishable from magic.” 

 

~Arthur C. Clarke 

    WE NEED TO CREATE MAGIC  



W H E R E  A R E  W E  C O M I N G  F R O M  
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    WORKED WITH OVER 40  WEARABLE COMPANIES  

    HUNDREDS OF  PROJECTS COMPLETED  

    IN -THE -WILD TEST ING IN  40+  COUNTRIES  

    THOUSANDS OF  BUGS F IXED  



The Challenge 

•••  

MEET THE 

CHALLENGES 



• Your app shouldn’t be everything to everyone at every time 

– Know your user 

– Know the environment of your user 

• It’s about transposing not transporting 

– What are the elements that keep your app unique 

– What’s relevant 

• Test where your users are 

– A lab won’t tell you what walking around is like 

– Listening early and often 

C H A L L E N G E  # 1 :  U S A B I L I T Y  



• Where do you draw the line? 

– Who do you integrate with? 

– What happens when you say no? 

• Integrations means more testing 

– It’s a moving target 

– Users don’t care who broke their 

experience, you’re to blame 

• Users don’t listen 

– Think beyond your minimum 

requirements 

– Think outside of your standard 

environments 

C H A L L E N G E  # 2 :  I N T E R O P E R A B I L I T Y  



• Who wants to charge their clothes? 

– Do you respect users’ battery life? 

– Do you play well with others? 

• Balance notifications with relevance 

– Not just about the connection 

– Turning on the screen 

• Testing how well you play with 

others 

– Your impact on battery life may be 

minimal, but what happens when 

you are going for the same 

resource 

– What is real life battery usage 

C H A L L E N G E  # 3 :  B A T T E R Y  L I F E  



• What happens in the absence of a 

connection? 

– Unintentional disconnects 

– Users that just want to tune out 

• Are you friendly failing 

– Test for errors 

– Test for experience? 

C H A L L E N G E  # 4 :  D I S C O N N E C T I N G  



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

• You have to be in tune to what your users are saying 

– Monitoring app stores 

– Listening to customer support channels 

• It’s okay to be reactive but better to be proactive 

– Beta testing 

– In-the-wild testing 

– Usability testing 

– Crash monitoring 

– App store feedback 

C H A L L E N G E  # 5 :  U S E R S  T A L K  
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The Challenge 

•••  

BEAT THE 

CHALLENGES 



T A K E  A  3 6 0  D E G R E E  A P P R O A C H  

• Testing beyond the 

traditional QA lab 

• Test where and how your 

users work, live & play  

• Discover crashes & user 

feedback in real-time 

• Listen to what your target 

users are saying in: 

– the app stores 

– social media  

– ecommerce sites 

• Automate where practical to 

gain coverage and speed 

In-House 
Test 

Leaders 

Apps 
that 
Win 

    YOU NEED A PORTFOL IO APPROACH  



Your Test Labs Are Here 

 

 

 

 

I N - T H E - W I L D  T E S T I N G  
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Your Users Are Here 

 

 

 

 

 

Wearables need real-world testing, where users live, work & play 



• Get lazy and get greedy 

– Use devices at varying battery charges 

– Use all your greedy apps and services at once 

– Use in varying weather conditions 

– Let your battery die  

 

• Test your wearables under real world conditions 

– Take them to common and extreme locations 

– Give them to real people (incented and not incented) 

– Use them as intended (on the move, in subways, without signal) 

– Live with them (Longitudinal study) 

– Embed analytics and easy feedback mechanisms into your devices 

and apps 

 

 

H O W  T O  U S E  I N - T H E - W I L D  T E S T I N G  



• Get lost 

– Go into the deep dark woods or similar urban feature  

– Go fast between mobile towers 

– Switch between wi-fi, varying network strengths and zero signal 

 

• Get dirty 

– Don’t just use factory settings 

– Put a bunch of apps on there 

– Use multiple apps and services at once 

– Hit different networks 

– Bounce between data sources 

– Take a phone call or seven 

– Use competitor apps/devices in parallel 

 

 

H O W  T O  U S E  I N - T H E - W I L D  T E S T I N G  



• Keep it simple 

– Small tests 

– Focus on arms and legs 

– Maintenance is key 

– Tie to CI 

• Separate the layers 

– Hardware test 

– Unit test 

– API test 

– UI test 

– Full stack test 

• Use real devices 

– Simulators/Emulators for dev 

– Real devices for build validation and new platform validation 

 

 

I M P L E M E N T  A U T O M A T I O N  



 

F I N D  T H E  S I G N A L S  



I N S T R U M E N T  F O R  I M P L I C I T  D A T A  



 

I M P L E M E N T  D I R E C T  F E E D B A C K  



C L U S T E R  R E V I E W S  



U S E  C O M P E T I T I V E  D A T A  



H O W  U S E R S  C A N  H E L P  Y O U  

• End opinion-based debates 

 

• Continual improvement 

 

• Measure what matters 

 

• Compare to competitors 

 

• Measure before & after launch 
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The Challenge 

•••  

RECAP 



• Wearables are growing, but the 

chasm will catch all but the most 

appealing 

• Appealing is measured against 10 

attributes of quality 

• 5 Challenges Sucking Products Into 

The Chasm  

– Usability 

– Compatibility 

– Battery life 

– Disconnecting 

– Users talk 

R E C A P  



• But you’re in control 

– Test In-The-Wild 

- Get real 

- Get dirty 

- Get greedy 

- Get lost 

– Implement appropriate amounts of test automation 

- Test early and often 

– Monitor feedback 

- Implicit and explicit feedback 

- Direct user feedback in context 

- Find the signal and listen to it 

R E C A P  P A R T  2  –  T H E  R E C K O N I N G  
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A N D  R E M E M B E R  

    YOUR BRAND IS  EVERYTHING  



G E T  S T A R T E D  W I T H  A P P L A U S E  T O D A Y  

To get started with Applause today: 

• Visit http://www.applause.com/wearables 

– Download our new wearables testing whitepaper 

• Email us at sales@applause.com 

• Connect with an app quality advisor: 844.300.2777 
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• Creating Loyal Customers 

Through Winning Digital 

Experiences featuring Applause 

and guest Forrester Research 

– Wed 4/22 @ 1pm EST 

 

Register:  

www.applause.com/webinars 

Q & A  /  U P C O M I N G  C X  W E B I N A R  

Thank you! 

 

Damian Roskill 

VP of Marketing 

Applause 

droskill@applause.com 

www.applause.com 
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