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I. Executive Summary 

Canva is a graphic design program that allows users with a variety of graphic design experience 

to create designs for both print and digital media. The primary goal of this usability test was to 

compare the usability of Canva’s web interface and mobile interface. This test tasked the users 

with navigating Canva’s features, creating a design, and uploading their creation to a Facebook 

account. Each user was to create a total of two designs; one design was created through the 

mobile interface and the other was created through the web interface.  

Through qualitative analyses sourced from questionnaires prior to and after the 

completion of the task, users were able to assess their own graphic design expertise and attitudes 

toward Canva’s mobile and web interface. Each user’s actions were recorded through screen 

captures on mobile phones and laptops. These screen captures were used to gather quantitative 

data in the form of the time of the designing process, the time of the uploading process, number 

of errors, and methods of creation.   

A total of six participants were tested, resulting in the analysis of 12 unique designs that 

were created using a MacBook and iPhone. The participants included undergraduate students, 

graduate students, and professionals in a variety of fields. The age of these participants ranged 

from 21-50. 

The results of the test found that: 

• The average time to post to Facebook was 3 minutes and 12 seconds on web and 31 

seconds on mobile. 

• The average time to create a design using a template was 4 minutes and 39 seconds, and 

the average time to design without using a template was 10 minutes and 43 seconds. 

• Users preferred to upload a design using the mobile interface. 
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• Two-thirds of the users preferred designing on the web interface. 

After gathering and analyzing qualitative and quantitative data, it was determined that 

Canva can adjust their current design to allow for a more seamless and intuitive user experience. 

By organizing a template search queries, a user can choose a design that fits their needs with 

confidence. Many users struggled editing text and design elements when using the mobile 

interface, so adjustments to the keyboard and navigation functions that resemble familiar mobile 

interfaces will allow users to more easily adjust and manipulate their design elements. 

II. Purpose of Test 

Canva is a graphic design tool founded in 2012.  It is used by non-designers, as well as 

professionals and can be used for both web and print media design and graphics. The software 

provides access to photographs, vector graphics, and fonts. Canva has a desktop interface and a 

mobile interface that allow users to create both print and digital designs.  

The purpose of the test was to compare the usability of Canva’s two interfaces. To 

compare the desktop and mobile interfaces, we asked our participants to consider the advantages 

and disadvantages of each interface. In addition, this study compared the designing experience 

on Canva for designers vs. non-designers. We wanted to determine if having design experience 

would make Canva’s interfaces easier to use. Lastly, this test examined the process of users 

posting their designs to Facebook on both interfaces.  

	
III. Methods 

a. Participants 

When selecting our participants, we made sure to consider our goal of comparing 

interface success for designers vs. non-designers. We chose our participants based on prior 
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knowledge that half of the participants had significant design experience while the other half had 

little to none. We did not have prior knowledge concerning our participants experience with 

Canva as we did not believe prior experience would greatly influence our ability to gain the 

insights we were seeking.  

b. Procedures 

Pre-Scenario Setup 

 Locations and times for testing varied based on participant’s availability and location 

preference. Each participant was read a pre-written prompt informing them about the current test 

they were about to complete. Then they were given an informed consent form so that we may 

move forward with the testing. We started the test with a simple questionnaire to help understand 

the magnitude of each participants design experience and their experience with Canva (Appendix 

Figure 1). After the questionnaire was completed the participants received the two scenarios to 

complete. We screen recorded each participant in order to record their specific interactions 

throughout their completion of each scenario.	

 

Scenario Testing 
	
The following scenarios were given to each participant: 
 

Scenario 1:  Your employer asks you to create a Facebook post using Canva to inform 
followers of a Christmas Party. First, create a post using the mobile device. After you are 
finished designing the post, upload the content to the company’s Facebook.  

 
 

Use the following information for your design: 
 
Christmas Party 
December 15, 2019 
8:00 PM 
Come celebrate the holiday season with your co-workers! Refreshments will be provided. 
Friends and family are welcome! 
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To RSVP, please e-mail johnsmith@gmail.com 
 
 

Scenario 2: Your employer asks you to create a Facebook post using Canva to inform 
followers of a New Year’s Celebration. First, create a post using the desktop computer. 
After you are finished designing the post, upload the content to the company’s Facebook.  
 
Use the following information for your design: 
 

 
New Year’s Celebration 
January 5th, 2020 
8:00 PM 
Come celebrate the new year with your co-workers! Refreshments will be provided. 
Friends and family are welcome! 
To RSVP, please e-mail johnsmith@gmail.com 
 
The scenarios were carefully constructed to allow us to gain meaningful insights into our 

three goals: compare the usability of the mobile interface to the usability of the web interface, 

compare the usability of both interfaces from the perspective of a designer vs. a non-designer, 

and determine the ease of use when posting to Facebook on either interface. Dummy accounts 

for both Canva and Facebook were created to ensure that the users did not need to input or 

display personal information when creating their designs and uploading to Facebook.    

The participants were not given a specific amount of time to complete the tasks, the only 

requirement was that they use all the information we provided. We provided no insight into how 

the information should look or be organized on their posts. In order to limit the exploration error, 

we decided to have half of our participants conduct the first scenario on the web interface and the 

other half conducted the first scenario on the mobile interface.  	

 

Post-Scenario Testing 
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 All participants successfully completed both scenarios. After both scenarios were 

completed, each participant was given an in-depth post-scenario questionnaire (Appendix Figure 

2). These questions focused on their experiences with Canva’s mobile and web interface, posting 

to Facebook, and their overall preferences between the two interfaces. Lastly, we asked questions 

about their thought process when creating a design for each scenario.  

 

Affinity Diagram  

After the usability tests were complete, all of the screen recordings were examined in 

order to determine qualitative data that gave insight into our three goals. Each researcher 

watched two videos and then came together to break down issues we had seen. The major 

focuses were sorting out what participants used a template to create a design, how long it took 

each participant to complete the tasks on each interface, what issues the participants faced when 

posting to Facebook on each interface, and what the participants struggled with most when 

creating their design.  

We broke down this information using an affinity diagram. The diagram was categorized 

by the interface used, if the participant was a designer or not, if the participant used a template or 

not, and how long it took the participant to create their design. We also made an affinity diagram 

that focused on how long it took the participants to post to Facebook on the web or mobile 

interface. The last infinity diagram looked at general issues participants had while using Canva. 

These diagrams helped synthesize the data we had collected while analyzing the participants 

screen recordings. We compared our analysis of screen recordings with data we collected 

through the participants questionnaire in order to determine our findings and results. 	
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Figure 1: Affinity Diagram Setup	
	
 
IV. Results 
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Figure 2: Time it took participants to complete their design on mobile vs. design on web	
 

The findings of our study show that there was no significant time difference to create a 

design between Canva’s web and mobile interfaces. Although the creation times on each 

interface are similar, this variable does not inform the interface preferences. In general, users 

preferred the web interface when creating designs. 
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Figure 3: Comparison of participant preference, web interface vs. mobile interface	
	
 

Our findings show that four users preferred Canva’s desktop interface, while two users 

preferred Canva’s mobile interface. The findings demonstrate that design actions such as 

manipulating text and graphic elements, switching between tools, and searching for fonts are 

easier on the desktop interface. Although the users preferred designing on a laptop, our study 

reveals posting to Facebook process is the downside of Canva’s desktop interface. The desktop 

interface does not allow a user to post their final design to their own personal Facebook profile. 

Designs can only be posted to a public page.  
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Conversely, our findings indicate design actions are more difficult to accomplish using 

the mobile application. In comparison to users on Canva’s desktop interface, users designing on 

Canva’s mobile interface were subject to a higher number of errors. Specifically, manipulating 

text and graphic elements created obstacles for the users. However, users preferred the posting 

process on the mobile app. Users were able to publish their design to their personal Facebook 

page with a few clicks.  

 
	

Figure 4: Comparing time of design completion when using template vs. not using a template 
	
	

In addition to providing a comparison of the time it took to complete the tasks on desktop 

and mobile, the results of the test also yielded useful information regarding Canva’s template 

features. Half of the designs used a template with premade graphics and text elements. The other 

half of the designs were started from scratch or using a blank template, requiring each user to 
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have full control over what they design. In this comparison, only designs that used a template 

and the designs that did not use a template were compared regardless of which interface the users 

chose. 

On average, the designs that began as a template were timed at 4 minutes and 39 seconds 

to completion of design, whereas the custom designs took much longer with an average of 10 

minutes and 43 seconds to complete. Canva’s template feature allows the user to quickly edit and 

adjust design elements that are already in place. When a user wishes to edit text from a template, 

the text settings are saved as the user edits. This allows the user to save time by not having to 

replace font styles, weights, sizes, and colors.  

When users created their design from scratch, it took a considerable amount of time 

editing text elements. When creating a new text box, Canva’s default font is a standard sans-serif 

typeface. To achieve the desired styles, users need to manually adjust each text element to the 

specific style that they want which can be difficult on a mobile interface due to the smaller 

screen size and inability to view the entirety of the design as a user edits one element at a time. 

Although comparing the uses of the template functions was not a goal of this usability 

test, the conclusions drawn from this analysis provide helpful insight into the usability of 

Canva’s features. Further tests should be done to fully predict how features like specific 

templates affect how users create their designs. 
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Figure 5: Average time time it took participants to post to Facebook on web interface vs. mobile 

interface	
	
 

The third and final goal of the usability test was to compare how easily users can upload 

their creations to a Facebook account from each respective interface. The results indicate that the 

users had more difficulty posting their designs through the web interface. The average time for 

posting a design on the desktop was just over 3 minutes, which is considerably longer than the 

average time to post on mobile. The average time to post through the mobile application was 

around 30 seconds, which resulted in many of the users preferred to post on mobile rather than 

web. 

 

V. Findings and Recommendations  

a. Design Recommendations 
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 When conducting the usability test one of the participants posted to Facebook using a 

template that was not the right dimensions for a Facebook post. This error was due to her using 

the general search bar to find a “Christmas” template. There was no indication about which 

templates were for Facebook posts and which templates were for other things such as Instagram 

posts or banners. On desktop it was easier to determine the dimension difference, but still it was 

not clear that many of the template’s dimensions differed from one another. 

 Our first design recommendation adopts an organization tactic used on Canva’s 

homepage.  

 
 

 
	

Figure 6: Canva homepage, hamburger menu design	
  

 The following hamburger menu is an effective way of organizing what templates can be 

used for what purpose. If Canva were able to organize their search results page this way it would 
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make it easier for users to comprehend the purpose of the template and its dimensions. The 

current search results page for web and mobile can be seen in Appendix Figure 3.  

 Our other design recommendation regarding template searches is indicating which social 

media platform the template is compatible with by providing a small icon of the compatible 

social media platforms in the bottom right corner of the template. This would allow for results to 

be more diverse while also still providing the user with the information necessary for them to 

understand if they want to use that specific template or not.  

 One drawback from both these recommendations is that Canva pro, a paid subscription to 

Canva, allows a user to resize any template making it possible to change a template’s 

dimensions, which means that no matter what the templates original dimensions are they could 

be changed if the user has pro account. However, we feel our recommendations should 

ultimately be implemented because the ability to change the size of a template can still be a very 

valuable asset even if users know what templates they can and cannot use. 

For users designing without a template, editing text elements proved to be difficult on the 

mobile interface. After watching the screen captures of their design process, many mistakes and 

errors occurred when attempting to edit text in a text box. When a user taps on a text element in 

the mobile application, the text within the element is highlighted. As a result, tapping any key on 

the keyboard would delete all the highlighted text requiring the user to undo their action and try 

again. 

Another issue users had with editing text elements was moving their cursor through the 

text. This is perhaps due to the fact that users were using their previous experience with mobile 

texting to edit specific words and letters. Like many texting features in mobile phone 

applications, users would try to hold down a finger to accurately navigate their cursor through 
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the text, however using this technique in Canva’s application results in highlighting the entirety 

of the text. If Canva adopts this common practice, users may be able to edit their designs 

smoothly and intuitively. 

Lastly, the majority of the test participants experienced difficulty on Canva’s desktop 

version when publishing their final design to Facebook. Canva’s web interface only allows 

designs to be shared to Facebook pages. The inability to post a design to a Facebook profile 

served as a substantial obstacle for many of the participants. Instead, a user must download the 

design, save it to the computer and then post the image to Facebook. We recommend that 

Canva’s desktop interface adopts the posting to Facebook options present on their mobile 

application. The current posting to Facebook web and mobile can be seen in Appendix Figure 4. 

A user can post their design to a Facebook page or personal profile on mobile with two clicks, so 

we suggest for this be the case on the desktop version as well.  

b. Testing Improvements 

 The goals of our usability test were well thought out and our scenarios were effective 

which contributed to the collection of insightful results and findings. However, there are multiple 

ways in which the study could have been improved upon. Firstly, we did not conduct a dry run of 

our usability test. We should have completed the usability test ourselves to practice facilitating 

the test to participants, as well as to uncover unforeseen issues related to our three goals. By 

familiarizing ourselves better with the test we could have implemented a smoother testing 

process for the participants. Additionally, we could have been better equipped to answer specific 

questions from the test subjects. Another testing improvement includes clearing the downloads 

folder from the test laptop. An empty downloads folder could have eased the participants 

difficulty in locating their Canva design as well as eliminated the chance for them to see other 
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participants designs. Lastly, the test should have been performed in a uniform location with the 

same laptop and phone to create a consistent testing environment. 

 

VI. Further Testing  

 This usability test was effective in discovering issues with Canva’s web and mobile 

interface. The test was limited in that when trying to compare designers use of canva vs. non-

designers use our sample size was only six, which made it harder to find distinctive differences 

between the use of Canva by designers as opposed to the use of non-designers. If this test were to 

be conducted again a larger sample size could afford more evidence that Canva’s interface has 

different perceived effectiveness based on the users design experience. Further testing could also 

look into questions such as: 

• User preference of using a template vs. not using one 

o Does their preference change based on the interface they are designing on? 

• Is editing templates easy enough for non-experienced designers to create an effective 

design? 

o Compare template effectiveness web vs. mobile 

• Can users use Canva to effectively post to other social media? 

 

VII. Appendix 

	
Figure 1, Before Questionnaire:	
	
Name ____________________________________	
	
1. Have you ever used a design software before? If yes, what software do you use the most for 
design? 	



 18 

1) Yes  ______________________________________________  	
2)  No	

	
2.  Have you ever used Canva before?	
 1) Yes	
 2)  No	
	
3. How would you rate your graphic design expertise?	
	
         No Experience       Expert	

1   2 3   4 5 6 7  8 9 10 	
	
4. Briefly describe your experience with design? 	
	
_________________________________________________________	
	
_________________________________________________________	
	
_________________________________________________________	
	

Figure 2, After Questionnaire:	
	

1. Which interface did you find easier to design your post on? 
a. Mobile 
b. Web  

	
2. What did you find most useful about Canva’s mobile interface?  
	
 _____________________________________________________	
 	
 _____________________________________________________	
 	
 _____________________________________________________	
	
3. What did you find most useful about Canva’s web interface? 
	
 _____________________________________________________	
 	
 _____________________________________________________	
 	
 _____________________________________________________	
	
	

How difficult was it to view your design on web? Easy                                             Very 
Difficult 
          1  2 3  4 5 6  7 8 9 10 
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How difficult was it view your design on mobile? Easy                                             Very 
Difficult 
          1  2 3  4 5 6  7 8 9 10 

How difficult was it to use elements on your 
design on the web? 

Easy                                             Very 
Difficult 
          1  2 3  4 5 6  7 8 9 10 

How difficult was it to use elements on your 
design on mobile? 

Easy                                             Very 
Difficult 
          1  2 3  4 5 6  7 8 9 10 

How difficult was switching between editing 
tools on web? 

Easy                                             Very 
Difficult 
          1  2 3  4 5 6  7 8 9 10 

How difficult was switching between editing 
tools on mobile? 

Easy                                             Very 
Difficult 
          1  2 3  4 5 6  7 8 9 10 

How difficult was it to edit text on web? Easy                                             Very 
Difficult 
          1  2 3  4 5 6  7 8 9 10 

How difficult was it to edit text on mobile? Easy                                             Very 
Difficult 
          1  2 3  4 5 6  7 8 9 10 

How difficult was posting to Facebook on web? Easy                                             Very 
Difficult 
          1  2 3  4 5 6  7 8 9 10 

How difficult was posting to Facebook on 
mobile? 

Easy                                             Very 
Difficult 
          1  2 3  4 5 6  7 8 9 10 

	
	

4. If you only had ten minutes to create a design and upload it to a social media site which 
interface would you prefer, why? 
	
a. Mobile  
	

 _____________________________________________________	
 	
  _____________________________________________________	
 	
  _____________________________________________________	
	

b. Web 
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  _____________________________________________________	
 	
  _____________________________________________________	
 	
  _____________________________________________________	
	
	
	
	
	
	

5. Did you use a template to create your design? Please Explain your reasoning for your 
decision. 
	

 _____________________________________________________________________	
 	
	
 _____________________________________________________________________	
 	
	
 _____________________________________________________________________	
 	
 	
 _____________________________________________________________________	
	
	

Appendix 3, Current search results page:	
	
Web:	
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Mobile: 	
	

 
 
	

	
Appendix 4, Current publish to Facebook screen:	
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Web:	

	
	
	
	

Mobile:	
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