
Introduction

On March 21, 2018 Nebraska Children and 
Families Foundation and Think of Us partnered 
together to conduct beta testing on the Think 
of Us Platform. Together, 47 young adults, 
caseworkers, and other stakeholders from 
Project Everlast worked with three Think of Us 
staff to test the youth and supporter sides of 
the Platform.

This work has generated a set of important 
insights, which are discussed in detail below. 
Taken together, Think of Us considers 
beta testing in Nebraska to be a successful 
and significant milestone in our work with 
Nebraska Children and Families Foundation. 

Why Test?
Beta testing is a standard and critical step in 
the technology development process. Typically, 
it is conducted when a product is nearly 
complete and is the first time the full product 
is given to real users, in the environment in 
which the technology is expected to be used. 
The goals of beta testing are to:
• Collect and evaluate user feedback
• Use those insights to improve the Platform 
• Increase uptake of the product when it is 

released
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Our beta test strategy was co-designed with a 
testing expert at Google to ensure our goals 
were kept front and center of the process. 

Collect and Evaluate 
User Feedback

Engagement Descriptive Statistics
In total, 30 youth (64 percent) and 17 
supporters (36 percent) participated in beta 
testing, with a total of 214 pieces of feedback 
collected (see Figure 1).

Figure 1: Participation at Nebraska Beta Testing (N=47)

BETA DATA REPORT
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Youth were asked to perform nine specific 
tests, and then invited to provide their general 
thoughts both in writing and verbally. Think 
of Us collected a total of 138 pieces of youth 
feedback, which is 64 percent of the overall 
feedback collected during this beta testing 
session (see Figure 2):
• The average number of feedback collected 

for each of the nine tests is 7
• The number of general written feedback 

collected is 65
• The number of general verbal feedback 

collected is 7 

Figure 2: Nebraska Youth Comments by Test (n=138)

Supporters were asked to perform seven 
specific tests, and were also invited to provide 
their general thoughts both in writing and 
verbally. Think of Us collected a total of 76 
pieces of supporter feedback, which is 36 
percent of the overall feedback collected 
during this beta session (see Figure 3):
• The average number of feedback collected 

for each of the seven tests is 9 
• The number of written general feedback 

collected is 11
• No verbal feedback was collected 

Figure 3: Nebraska Supporter Comments by Test (N=76)



3

Feedback Descriptive Statistics 
As discussed above, Think of Us beta testing 
generated 214 unique pieces of qualitative 
data in Nebraska. To analyze the content of 
these data, five codes were developed and 
applied to each qualitative response (see 
Figure 4):
1. Something is broken
2. Something is missing
3. Generic positive comment
4. Generic negative comment
5. Neutral comment

Two rounds of coding were conducted 
independently by four Think of Us 
staff, followed by a third 
round of coding to reconcile 
differences. Codes are not 

Engagement Analysis 
An analysis of the overall engagment data 
indicates:
• Supporters had an overall 53 percent 

response rate to specific test questions, 
while youth had a response rate of 23 
percent. 

• At a response rate of 216 percent, youth 
provided general written feedback at a 
much higher rate than did supporters at 63 
percent.  

• At 23 percent, youth provided more general 
verbal feedback than did supporters, who 
provided no verbal feedback. 

Engagement Insights 
• Youth engage at higher rates with 

unstructured feedback opportunities
• Supporters respond at higher rates to 

structured feedback opportunities

1  Verbal and written response rates can be 
higher than 100 percent because no user 
was limited in the amount of these types of 
feedback they could provide.

mutually exclusive, and 
responses were assigned 
multiple content codes as 
appropriate. 

Content Code Explanation Example
Something is 

Broken
Any reference to a 
malfunction, glitch, bug, etc.

It won’t let me save my goals

Something is 
Missing

Any reference to a desired 
function, piece of content, 
resources, etc.

Have a way to suggest or add videos that aren’t on server 
or even apps like budgeting 

Generic 
Positive 

Comment

A generically positive 
comment

Nicely done!

I like the pictures and buttons

Generic 
Negative 

Comment

A generically positive 
comment, unrelated to 
something broken or missing

I’m nervous my clients will send things all the time. I like 
to keep my to-do list clean

I like that there is a triggers section

Neutral 
Comment

Unable to assign to any of the 
other four codes; language 
unrelated to the performance 
and content of the Platform

I want to remove my tattoos

May 28th

Figure 4:  Five Content Codes Applied to All Qualitative Responses
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Feedback Analysis
An analysis of the change in youth feedback by 
site indicates:
• At 35 percent, youth encountered 37 

percent more malfunctions than did 
supporters at 22 percent. 

• At 51 percent, supporters provided 63 
percent more generically positive feedback 
than did youth at 19 percent. 

• At 25 percent, youth identified something 
missing 84 percent more often that did 
supporters at 4 percent. 

• Both youth and supporters provided low 
levels of generic negative feedback, at 4 
percent and 6 percent, respectively. 

Think of Us collected a total of 138 pieces 
of youth feedback in Nebraska, which was 
subsequently coded into 159 responses (see 
Figure 5):
• 35 percent (n=55) identified something 

broken
• 25 percent (n=40) identified something 

missing
• 19 percent (n=30) identified something 

positive
• 6 percent (n=10) identified something 

negative
• 15 percent (n=24) identified something 

neutral

Figure 5: Nebraska Youth Responses (n=159) Figure 6: Nebraska Supporters Responses (n=80)

Think of Us collected a total of 76 pieces of 
supporter feedback in Nebraska, which was 
subsequently coded into 80 responses (see 
Figure 6):
• 22 percent (n=18) identified something 

broken
• 4 percent (n=3) identified something 

missing
• 51 percent (n=41) identified something 

positive
• 4 percent (n=3) identified something 

negative
• 19 percent (n=15) identified something 

neutral



Increase uptake of the 
product when it is released

Next Steps in Nebraska: 
Configuration, then Launch
Based on these beta testing findings and 
insights, Think of Us is ready to move into 
the configuration stage with Nebraska, which 
should be followed closely by a statewide 
launch. Configuration and launch should 
take place relatively soon, so that this work 
can translate the already high levels of 
engagement and enthusiasm for hacking and 
beta testing into Platform uptake and usage. 
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Feedback Insights
• Youth and supporters had different 

experiences.
• Overall, youth experienced more bugs 

and malfunctions, while supporters had 
more positive experiences overall. This 
is likely due to the differences in the 
interfaces, as the youth-facing Platform 
has far more functionality than does the 
supporter-facing Platform. 

• Youth have a lot of good ideas for new 
technology. 
• Nebraska youth identified 49 pieces (25 

percent) of content and/or functionality 
as missing from the Platform, while 
supporters identified 3 (4 percent) things 
missing. 

• With low levels of negative feedback and 
high levels of both generically positive 
feedback and ideas for what’s s missing, 
Nebraska is enthusiastic for Platform 
implementation.

Using These Insights to 
Improve the Platform 

Fixing What’s Broken
As discussed above, 35 percent (n=55) of youth 
feedback and 22 percent (n=18) of supporter 
feedback identified something broken. At the 
time of writing, 96 percent of those bugs have 
been resolved and the 4 percent remaining are 
in progress. 

Overall, youth identified content on local 
resources and programs as missing from the 
platform. After local resources, the second 
most common request was new video content 
on a wide range of topics, from parenting to 
religion to feeling less shy. 

Youth suggested three primary additional 
features be added to the Platform:
• Calendar
• Budget
• A place for important documents

Broadly, supporters often requested the 
functionality that is only available on the 
youth-facing side of the Platform, including:
• The ability to create goals and next steps 

for youth 
• The ability to set the priority level on a 

youth’s request 
• The ability to control who comments on 

goals, and who can see the comments 
• Notification that a youth has been active on 

the Platform 

New feature set requests from supporters 
included:
• A place for important documents
• Calendar


