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Introduction  
 
Mental health is a prevalent issue that many individuals struggle with, yet most find it difficult to be honest with those around them 

regarding their personal struggles. While online communication provides a level of anonymity that makes it easier to be open about 

such matters, there is also a disconnect between virtual and physical reality that makes such connections feel less genuine. Blubb 

seeks to take advantage of the benefits of online communication and anonymity, while also grounding these connections in reality 

through the exchange of physical letters. 
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Lean Canvas 
 

Problem 
 
• It is difficult for 

people to be open 
with those around 
them regarding 
personal struggles 
with mental health 

• There is a level of 
ingenuity and 
disconnect in 
exchanging 
messages virtually 

 
Existing Alternatives 
 
• Social media 
• Email 
• Handwritten mail 

Solution 
 
• Platform/system that 

enables people to build 
relationships  

• Anonymous 
communication  

• Physical exchange of 
letters 

Unique Value Proposition 
 
• A platform on which people who 

want to be heard, need personal 
support, or have a special desire 
for human interaction can receive 
and send personal letters with 
others who have a desire to listen, 
give support, and interact with 
people. 

Unfair Advantage 
 
• Physical 

communication 
exchange vs virtual 
communication 
exchange  

• Anonymity 

Customer Segments 
 
• People struggling 

with mental health  
• People practicing 

self-care  
• People seeking for 

comfort  
• People wanting to 

give comfort 
 
Early Adopters 
 
• People looking for 

comfort and to 
comfort others  

• College students 

Key Metrics 
 
• How many physical 

exchanges take place  
• Satisfaction rate of users 

struggling with mental 
health  

• Amount of recurring users 

Channels 
 
• Word of mouth  
• Social media  
• Online forums  
• Advertisements 

Cost Structure 
 
• Server costs  
• Human resources  
• Marketing and advertising  
• Mail delivery fees 

Revenue Streams 
 
• Kickstarter  
• Donations  
• Premium membership fees  
• Advertisements 
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Additional Notes for Lean Canvas 
 

● What characteristics of your early adopters make them valuable to the product development? 
○ Able to provide crucial feedback as the target demographic for the website 
○ Easier to reach out to for user testing stages 
○ Potential source of new ideas not previously considered by the team 
○ Able to contribute to research surrounding their demographic 

 
● Why are your channels effective in reaching your targeted early adopters? 

○ Word of mouth and advertisements are generally applicable 
○ Social media and online forums are commonly used by such users and inherently related to the project’s platform 

 
● How do the listed key metrics provide accurate evaluation of your product’s success? 

○ All listed key metrics involve measuring the frequency of use and thus the appeal of the product to the target 
demographic 
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Value Proposition Canvas  
 

Product 
 

Gain Creators 
 

● Connecting users 
to other users  

● Creating personal 
connections for 
mutual support  

● Physical letters 
written as easily as 
email 

Product Features 
 

● Anonymous forum 
where users can 
post about their 
current situation  

● Ability to reply to 
specific post writers 
without exchange 
of personal 
information  

● View of posted 
personal stories 
sorted by tags Pain Relievers 

 
● Anonymity  
● No stored personal 

data  
● Convenience 

compared to 
traditional letter 
writing  

● Tag system to act 
as trigger warnings 

 

  
 
 
 
 
 
 
 
 
 
 
 
 
 

⬅ 

Customer 
 

Needs & Goals 
 

● Improve mental 
health  

● Avoid social 
isolation  

● Emotional support  
● Safe space and 

outlet to vent  
● Privacy of 

information 

Tasks 
 

● Share stories of 
personal struggles  

● Come to terms with 
experiences and 
worries Write 
messages to send  

● Provide support for 
others  

● Build meaningful 
relationships 

Pains 
 

● Discomfort with 
identity being 
known  

● Struggle to be open 
about struggles  

● Online 
communication 
does not suffice 

● Breaches of 
personal data  

● Personal triggers 
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Additional Notes for Value Proposition Canvas  
 

● What customer pain does each product pain reliever address (and how, if not obvious) 
○ Anonymity relieves customer discomfort with their identity being known and their struggle to be open about personal 

struggles  
○ No stored personal data addresses the issue of potential breaches in personal data 
○ Convenience compared to traditional letter writing addresses the issue of online communication not sufficing by 

making physical communication more accessible 
○ The tag system addresses the issue of personal triggers by acting as trigger warnings 

 
● What customer gain does each product gain creator address (and how, if not obvious) 

○ Connecting users to other users aids the customer in avoiding social isolation and providing an outlet to vent while 
maintaining privacy of information 

○ Creating personal connections aids in improving mental health and providing emotional support 
○ Physical letters written as easily as email streamline the entire process for the previously mentioned gain creators 
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3 × 3 × 3 Goals  
 
Three-week 

● Goals/Minimum Success Criteria: have a clearly defined product, started implementation, first iteration of design or 
sketches/tech design, research on mental health/audience/tech, ready to begin development, early adopters identified 

● Assessment Plans: review progress on implementation/research/design 
● Agenda: discuss project concept with group, complete prototype of design, conduct research 
● Main Risks: product details undecided, design incomplete or heavily flawed 
● Results: all goals successfully reached 

 
Three-month 

● Goals/Minimum Success Criteria: fully functional demo, beta testing complete, service has been used at least 50 times 
● Assessment Plans: be thorough in testing with demo, review amount of traffic seen 
● Agenda: implement core functionalities, find beta testers and test usability, make improvements based on feedback 
● Main Risks: demo incomplete, unable to find enough beta testers, service not gaining enough attention 
● Progress: basic interface and functionalities implemented excluding payment process for sending replies 

 
Three-year 

● Goals/Minimum Success Criteria: more stylized UI, handwritten letter options, more premium options, availability as an 
add-on or mobile application 

● Assessment Plans: evaluate all available customer options, check revenue streams 
● Agenda: research new platforms, brainstorm new options, gather feedback from current users 
● Main Risks: inability to afford new options, difficulty transitioning to mobile interface, lack of interest in premium features 
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Research Method 1 
Title: Identifying Early Adopters and Needs 
 
Method: Survey 
 
Method Summary:  

A series of questions designed to understand target population’s opinions on a specific topic. The University of 
California—Irvine utilizes surveys (“Teaching Evaluation”) to understand students’ experience in a particular class that they 
are taking and the effectiveness of the professor’s teaching style and class structure. 

 
Research Design/Implementation:  

We had 27 people who fit our target population take the survey. The survey was divided into three different parts: multiple 
choice, short answer, and a linear scale ranging from 1 to 5. 
 

Data Collection:  
Three types of data was gathered through the survey: 
 

A. Demographics (gender and age group) 
B. Understanding of mental health 
C. Level of agreement to the following five statements: 

1. I am comfortable with sharing personal stories online. 
2. I prefer to be anonymous when posting about myself online. 
3. Physical letters feel more personal than online messages. 
4. I feel comfort when strangers reach out to me. 
5. I am more comfortable discussing my mental health with strangers than with people who know me. 

 
Part A was designed as multiple choice section. Part B consisted of two short-answer questions, while Part C consisted of 
linear scales ranging from 1 (Strongly Disagree) to 5 (Strongly Agree). 
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Analysis:  

After three weeks, our group sat down and discussed the results of our test. We established the following: 
 

1. Most of the participants were female and were at most 22 years old (see ​Graph R1.1​), which we generalized as 
college students. All of our participants were aware of mental health to an extent, but understood it as more of an 
illness​, such as depression, anxiety, etc. (see ​Image R1.1​). When asked if they had experience with mental ​illnesses 
(​Graph R1.2​), our 63% of our participants responded positively. We thus concluded that the reason for their 
description of mental health equalling to mental illnesses was due to a) the fact that most of our participants have or 
know someone with depression or anxiety and b) it having been popularized as such in modern media. Based on this 
finding, we decided to focus our MVP on mental illnesses rather than the broad topic of mental health. 
 

2. We also found that while the majority (see ​Graph R1.3–R1.5​ below) feel comfortable anonymously posting personal 
stories online and think physical letters are more personal than online messages. On the other hand, though, 404% of 
all participants feel neutral towards discussing their mental health with strangers. Despite the neutral response, about 
there is still a majority that feels comforted when strangers reach out to them. Thus we concluded that our MVP still 
held significant value, as our target population were interested in sharing stories online, found great value in physical 
letters, and felt comfort when strangers reached out to them. 

 
Findings: 

 
Graph R1.1 —  Summary of demographics 
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Image R1.1 — Word cloud identifying most common words used in participants’ explanation on their understanding of mental health 

 

 
Graph R1.2 — Percentage of people who have experience with mental illness specifically, whether personal or someone they know 
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Graph R1.3 — Levels of agreement on comfort; 62.9% feel comfortable sharing personal stories online (left) while 70.3% stress 

importance of anonymity when doing so 
 

 
Graph R1.4 — Measurement of value placed on physical letters; 66.6% agree letters are more personal than online messages. No 

one strongly disagreed with the statement. 
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Graph R1.5 — Value of strangers reaching out; although 44.4% felt neutral towards discussing their mental health with strangers, a 

majority of 37% felt positively towards receive comfort from strangers.  
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Research Method 2 
Title: Evaluating Design  
 
Method: Moderated Task-Based Tests 
 
Method Summary:  

A test utilizing one or more tasks to evaluate the effectiveness of a particular design or product. The tester is present during 
the time of testing, and will often ask users to explain their actions and thought process aloud while taking notes of user 
actions. TryMyUI illustrates in a video on their website a moderated task-based test on Zomato.com to evaluate the website’s 
usability. 

 
Research Design/Implementation:  

We asked 5 participants to complete two simple tasks that covered the ​Posting a Story​ feature and ​Sending a Reply​ feature, 
then to describe their thoughts after completing each task in a Google Form. The task details are as the following: 
 

1. You have a job interview coming up, and you are extremely nervous. You would like to confide in your friends, but you 
don’t want to bother them in case you are overthinking the situation. So, you decide to post your concerns 
anonymously on Blubb. 
 
Please reenact the actions you would take on the website to create and submit a post. Please also describe your 
actions to us aloud as you complete the task, and tell us when you have completed the task. 

 
2. It is a couple days after you posted your concerns, and you have received several letters. You feel comforted by this, 

and would like to pay the kindness forward. Because you have experience with anxiety, you want to reach out to 
someone who is currently dealing anxiety, too. 
 
Please reenact the actions you would take on the website to send a letter in response to someone’s post. Please also 
describe your actions to us aloud as you complete the task, and tell us when you have completed the task. 

 

12 



Data Collection:  
We were able to understand a user’s thought process during both ​posting​ and ​replying​, as well as obtain a cohesive 
evaluation on the usability of our design. 
 

Analysis:  
Overall, our participants found the website to be intuitive and easy to use (see ​Image R2.1​). The large ​post ​button clearly 
depicted how users were to proceed to complete their end goal, and the filters followed the standard filter design, which users 
were already familiar with. The biggest critique we received was not specifying that payment was involved until the very end 
(see ​Image R2.4​). We decided that we would address the issue in an ​About​ section of the website so that users would 
become more aware prior to proceeding with their task. Another critique regarding we received was the lack of visual appeal. 
(see ​Image R2.5​). After debating the topic, we decided due to time constraints to keep the minimalist design and focus on 
improving usability.  
 

Findings: 
 

 
Image R2.1 — Posting Ease of Navigation results, where 1 is “Extremely Difficult” and 5 is “Extremely Easy” 
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Image R2.2 — Posting Ease of Navigation reasoning; trend indicates strong liking of big post button 

 

 
Image R2.3 — Replying Ease of Navigation results, where 1 is “Extremely Difficult” and 5 is “Extremely Easy” 
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Image R2.4 — Replying Ease of Navigation reasoning; trend indicates need for clarification of payment requirement 

 

 
Image R2.5 — Overall Opinion and Experience; trend indicates clear and simple idea but lack of visual appeal  
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Prototype 
Goal: Identify Usability Flaws and Design Effectiveness 
 
Summary:  

The main features of the application, specifically ​Post ​and ​Reply​, were implemented in this iteration. Additionally, we added a 
search and filter option, as well as a link to an ​About​ page in the sidebar menu. Posts were displayed on the main feed as 
clickable cards that will redirect users to ​View Post​ page. Finally, a dummy payment page was incorporated at the end. 
 
Each interaction with the features mentioned above would be reflected by a new page change or “updated” feed. At this point, 
our project was still nameless, and thus a placeholder was used for the app name and logo. 
 

 
Image P1 — The Home/View Page, sorted by Most Recent on default (left) and after the Depression filter was implemented (right) 
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Image P2 — Post Page; the bottom image depicts the consequence of hovering over the helper circles next to each input field 
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Image P3 — View Post Page; contains an extensive view of the post when redirected from Homepage 
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Image P4 — The Reply Page; contains the original post on the left of the screen for reference while drafting a reply. 
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Image P5 — Payment Page; the right image depicts the consequence of hovering over the helper button. Additionally, a red cancel 

button was implemented in accordance to the standard for negative responses (i.e. error, cancellation) 
 
Link: ​https://invis.io/5MQ8IXVWC89#/343834365_view 
 
Assessment: We tested the prototype ourselves and outlined the steps to ​Post​ and ​Reply​. We also conducted a usability test with 
five participants (see ​Research Method 2​). 
 
Data Collection: Through the assessments above, we managed to measure the quality of the design and identify its problems. 
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Analysis and results:  
After comparing our observations through the cognitive walkthrough and common user opinions formed during and after the 
usability test, we found three main problems in regards to our prototype: 
 

1. Surprise Payment Page; Users were unaware payment was involved until they were ready to send their letter. 
2. Hidden Reply; Lack of obvious ​reply​ button in contrast to the large ​post​ button made ​Replying​ an unintuitive task. 
3. Simple Design; Simplistic design was unappealing to the eye. 

 
Despite these results, we established that the problems did not take away from our agenda. 

 
Lessons Learned:  

1. The simple interface design, while not a priority in our 3-month plan, highlighted how simple our overall design was, 
and made it unappealing to our user base. 

→ We decided to add an updated and more stylized UI to our 3-year plan 
2. Any form of payment must be outlined ​clearly​ and ​obviously​ prior to sending the letter. 

→ Due to time constraint, we were unable to implement a Payment method. However, when we do implement this 
requirement in the future, we will detail it clearly in the ​About​ section on the homepage. 

3. The reason why the ​Reply​ feature was unintuitive despite mimicking social media post conventions was the lack of an 
indicator on the actual post card itself on the Homepage. Twitter, for example, has a little speech bubble at the bottom 
of the tweet to indicate an ability to reply to the post. Because our posts on the Homepage did not have such a 
feature, users did not think it was possible to reply to a story by clicking on the post to view it in its entirety. 

→ We indicated an ability to interact with a story by removing the borders of a post when the mouse hovers over 
it. This should indicate to users a more available action on another page. 
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MVP Visual Design and Specifications 
Product Hypothesis: 

We believe that by giving people with mental illnesses or mental health concerns a platform to create strong, physical 
relationships in an online world, we can give them the support system they need. This web-based application will allow people 
to share their experiences, concerns, and thoughts to the world while remaining anonymous, but also receive physical and 
personalized letters as a response to their post. We will achieve this within 3 months, and we will know we have completed 
our goal when our service has been used at least 50 times. 

 
Implication: As our hypothesis focuses on providing support for people with mental illnesses or mental health concerns, throughout 
development, we must be mindful of the language, design, and space established in our application. Thus, each iteration must be 
tested thoroughly using similar metrics and success criteria in order to accurately understand the level of comfort, emotional 
attachment, and effectiveness of the MVP. 
 
Evaluation 

● Metrics:  
○ Percentage of users interested in a) sharing personal stories online anonymously, b) receiving words of comfort from 

strangers and/or c) find more value in physical letters in comparison to online messages/comments 
○ Positive response when using app (keywords: words relating to emotion, [raising] awareness of mental health, 

removing stigma or biases against mental health) 
● Data Collection: 

○ Second iteration of survey with larger data pool for Quantitative Testing 
○ Moderated Task-Based Tests on MVP for Qualitative Testing, with a speak-aloud protocol implemented during testing 

■ Participants will also fill out a Comment form similar to the one described in ​Research Method 2 
● Assessment Plan: 

○ Calculate the mean of the first survey (see ​Research Method 1​) and second survey combined; success if more than 
50% in all categories (see ​Metrics​ above). 

○ Frequency of keywords (see ​Metrics ​above) both during the test (through the speak-aloud protocol) and the Comment 
participants filled out post-test. Then, analyze which words indicate on emotion, and what types of emotions were 
evoked during and after testing. 
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Design 

The design of our MVP very closely mimics our prototype (see ​Image​ ​P1–P5​), except that the ​Post​ page now allows users to 
add more than one tag to their post (see ​Image D1​). Also, at the time this document was completed, we had to remove the 
hover icons on the ​Post​ and ​Reply​ pages due to time constraints. However, we will be adding those on as soon as possible, 
as we think it is very important to explain to the user what will happen to their information, i.e. their address and payment 
information. 
 
Additionally, we could not implement the Payment method by the time this document was completed. We did, however, 
capture the main specifications of the Payment page, allowing us to easily add a card information form for checkout in the 
future. 
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Image D1 — Updated Post Page with ability to add more than one Tag 
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Image D2 — Payment Page without card information form and dummy order information component 

 
 
Specifications 

● Home/View Page: displays all existing posts, filtered by Most Recent as default 
○ Top bar 

■ Logo 
■ Search bar 

○ Sidebar menu 
■ Large ​Post​ button 
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■ About 
■ Filters 

○ Posts 
● Post Page: form where users can draft a story and post it to the website 

○ Nickname 
○ Tags 
○ Post Title 
○ Post Content 
○ Send Address 

■ Street Address 
■ State 
■ City 
■ Zip Code 

● View Post Page: full view of post 
○ Header 

■ Logo 
○ Back button 
○ Body 

■ Post title 
■ Post author (Nickname) 
■ Post content 
■ Send Letter button 

● Reply Page: form where users can draft their reply letter 
○ Header 

■ Logo 
○ Back button 
○ Body 

■ Left screen 
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● Original post title 
● Original post author (Nickname) 
● Original post content 

■ Right screen 
● Title 
● Instructions 

○ Italics 
● From 
● Message 
● Send button 

● Payment Page: where users confirm their order (letter) 
○ Header 

■ Logo 
○ Back button 
○ Body 

■ Letter Preview 
● To [Original Post Author] 
● Letter content 
● From 

■ Cancel button 
■ Pay button 
■ Order summary  
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Implementation Documentation  
Technical Description  
 
Frontend:  
 
We use React framework to construct our frontend. We select React since we consider this framework to be one of the most intuitive 
frameworks with low flooring and high ceiling. Besides the React, we implement the bootstrap for component design and interface 
layout. We use FlexBox to improve the component placing. And we use the pre-designed icon in FontAwesome. 

 
Since we choose the React framework, we program our frontend in HTML, CSS, and JavaScript. 
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Component Hierarchy 
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View Component 
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WritePost Component 
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ViewPost Component 
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SendLetter Component 
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PayPage Component 
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Backend:  

For the backend, we choose to use Node.js and Express Framework since they can suitable with the React structure and easy to 
implement. Due to the backend framework we pick, we program our backend in JavaScript. 

We connect our system to the Lob API. Lob is a commercial API which offers the service to deliver physical mails. We utilize its API 
to achieve some of our software’s functionalities without re-invent the wheel. 

In the future, we will add Strip API for payment. 

Database:  

We are currently using Firebase database since it is a on-cloud database with automatic updates on data manipulation and 
synchronous data delivery. In the future, we may use the advanced version of Firebase or develop the local database on server. 
 
 
Implementation Plan  
(tasks may be processed simultaneously) 

● Design the component structure, document the designs. 
○ One - two weeks 
○ Assigned to Ricky  

● Construct the database, including constructing the metadata and adding test data. 
○ One week  
○ Assigned to Zhaomin 

● Design and build the backend in JavaScript and Express framework, including designing the backend routers, APIs, 
and connecting to the database.  

○ Two weeks 
○ Assigned to Zhaomin and Ricky 

● Design the view component and its related services.  
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○ One week 
○ Assigned to Ricky 

● Design the write component and its related services.  
○ One week 
○ Assigned to Zhaomin 

● Design the viewPost component and its related services.  
○ One week 
○ Assigned to Zhaomin 

● Design the sendLetter component and its related services.  
○ One week 
○ Assigned to Zhaomin and Ricky 

● Design the payPage component and its related services, including connecting to Lob and Stripe APIs.  
○ Two week 
○ Assigned to Zhaomin and Ricky 
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Latest MVP  
 
Link: A brief introduction to Blubb 

https://drive.google.com/a/uci.edu/file/d/1il5jKJeQ9J05j7PvYevToBJCvSahlDuc/view?usp=sharing 
 
Findings: 

 
We believe that by giving people with mental illnesses or mental health concerns a platform to create strong, physical relationships in                     
an online world, we can give them the support system they need. This web-based application will allow people to share their                     
experiences, concerns, and thoughts to the world while remaining anonymous, but also receive physical and personalized letters as                  
a response to their post. We will achieve this within 3 months, and we will know we have completed our goal when our service has                         
been used at least 50 times. 

 
Based on our survey result, most of the people consider the physical letter would be more personal than electronic mail. This means                      
that our approach to use physical mailing would be creative and retrieve positive experience. However, a lot of people do not fully                      
agree that they are comfortable when strangers contact them or when they discuss their mental illness with strangers. Therefore, we                    
may add more user interaction between users, besides sending mails, to build their friendship bridge. 
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Conclusion  
 

Following our group’s initial discussion and conception of the idea for our project, we each worked on versions of the Lean                     

Canvas, Value Proposition Canvas, and Vision Statement individually. Points from all versions were then compiled and updated to                  

produce the final versions included in this report. We defined our 3 x 3 x 3 early in the development process and rarely changed it                         

beyond specifying a few new goals we identified later in the process, and implementation was conducted gradually alongside visual                   

design in order to maintain a reasonable pace. 

 

We conducted usability testing in order to gather feedback regarding our existing designs, affirming that our planned                 

functionalities and user interface were appropriate and appealing to our target users’ desires. Through testing and research, we were                   

reassured that our design was user-friendly, and that the core concept of our project was sound. We received a fair amount of                      

feedback for potential improvements and alternative options, but given the deadlines and scope of this course, we chose not to                    

implement them at the current time. However, much of it did align with our vision for the future suggested in our 3 x 3 x 3. 

 

The final stages of implementation were focused on including the key functionalities of the project, that being the abilities to                    

write and reply to posts. Implementation was successful for the most part with the interface and user experience shown in our                     

Invision prototype being recreated almost exactly. However, the payment process tied to the final step of replying to posts was                    

postponed in favor of completing all previous steps.  
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