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Example Likert Scale

1. Wikipedia has a user friendly interface.

O 2 O
trongly weutta disagroe strongly
agree g

2. Wikipedia is usually my first resource for research.

B 0
‘‘‘‘ aly agree neatral disagree strongly
agres disagree

3. Wikipedia pages generally have good images.
o s 0
strongly agee neutra disagree strongly
sgres dsagree

4. Wikipedia allows users to upload pictures easily.
[ R

disagree strongly

agree dmagrec

5. Wikipedia has a pleasing color scheme.
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