




Design is as much a matter of finding problems as it is solving them.

BRYAN LAWSON”“
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INTRODUCTION

1

Knowing that I would be working 
on this project throughout the en-
tire semester, I wanted to make it 
something that had a both meaning 
and importance for myself and for 
a large group of people in society.

This book details the design pro-
cess of my BFA Digital Design thesis 
experience from the beginning to 
the end. It will highlight the major 
milestones of the project and de-
tail my research for creating a bet-
ter user experience when dealing 
with day-to-day work schedules.
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Thesis Question

How can user interface and expe-
rience design more effectively 
bridge the gap between man-
agement and employees when 
it comes to managing time more 
eff ic ient ly  and product ively?
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Project Plan

My plan had to start with research. 
I had to be positive that basing my 
solution around user experience in 
the form of a mobile app was the 
proper course to take. I dedicated 
the majority of my time to research-
ing what employees value most 
when it comes to scheduling, and 
what apps they prefer to use based 
on “friendly” interface elements.

The idea was always to promote 
function over form while still main-
taining the good design practices 
taught throughout my time at CU.
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Mentor & SME

I was extremely fortunate to have 
one of the finest UX architects in 
Denver as my Subject Matter Ex-
pert; Jessica Sherlock from Effec-
tive UI. She came recommended to 
me from a former graduate of the 
Digital Design program and now a 
UX specialist himself, Ryan Gaddis.

Jessica met with me on a week-
ly basis to assist in my research 
and wireframing to make SHYFT 
the best app it could be. My work 
with her culminated with a ses-
sion at Effective UI working with 
both her and Ryan to breakdown 
the features of the app to find the 
most important areas to focus on 
for the optimal user experience.
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Jessica Sherlock
Lead Experience Architect

Effective UI

Ryan Gaddis
User Experience Designer

Effective UI



RESEARCH
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My research for the project techni-
cally started around twelve years 
ago when I started my first retail job. 
In my 8 years as a retail employee 
and manager, I found the sched-
uling systems at several different 
companies to be extremely inef-
ficient. This was mostly due to the 
fact that every single one was still 
based around either a hand written 
template or a printed spreadsheet.

Creating schedules was, and still is a 
hassle to most managers who have 
to manually collect availability, fig-
ure out how many hours they have 
to use, and then write out the em-
ployee schedules every week. For 
employees, they struggle with avail-
ability, time-off requests, and shift 
swapping without a reliable way to 
communicate amongst each other.
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In my research, I found that more 
and more employees are not work-
ing the traditional 9-to-5 jobs like 
they used to. Instead, they are work-
ing around a constantly changing 
availability in their personal lives, 
and constantly changing hours at 
work. This often times leads to con-
fusion between employees and 
management on when exactly they 
are supposed to be on the clock.

In my research, I asked employees 
how happy they are with their cur-
rent scheduling systems. I found 
that on a scale from 1 to 7, sev-
en being completely satisfied 
and one being completely dis-
satisfied, 75% of those surveyed 
rank their satisfaction with their 
current system to be a 4 or lower.

Non-Traditional Work
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Are you happy with your current scheduling system?

7 = Extremely Satisfied

1 = Extremely Dissatisfied
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What is the preferred way to receive your schedule?

Paper

Electronic

Both

Would you use a mobile app for scheduling?

Yes

No
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My original idea about scheduling 
being ineffective for the average 
worker was confirmed. I began to 
probe further asking the employ-
ee’s what methods they do prefer 
when scheduling not just work, but 
their everyday life activities. The 
overwhelming majority responded 
that mobile applications and phone 
calendars were the ideal options.

I then asked if they would like to 
receive their work schedules in a 
similar manner, and if their were 
an app available for scheduling 
through their employer, if  they 
would actively use it. 94% of those 
employee’s loved the concept and 
said yes. I finished my research with 
them by finding out what functions 
would be most important to them.



With my research about what em-
ployees wanted out of a mobile app 
done, I began to research existing 
apps that performed a similar func-
tion to mine along with design tech-
niques that were employed in other 
successful and non-successful apps 
and what changed in the interface 
design between each that would 
alter the overall user experience.

When asked which mobile OS was 
the preferred one between Apple 
iOS 6, Apple iOS 7, Android, Win-
dows and Blackberry, the clear 
winner was Apple iOS 7. The main 
reason given for why they preferred 
iOS 7 was the appearance and func-
tionality. It was clean, simple, and 
overall easy to learn and operate.

User Interface & Experience
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PERSONA

Now that I had the employee 
feedback as well as a design idea 
based around a more minimal, 
simple style, I began to develop a 
persona for the average daily user 
with the help of my SME, Jessica 
Sherlock at Effective UI. Ryan Gad-
dis also joined us to help unify the 
ideas that I had gotten in my re-
search to a more focused end goal.

We did several post-it note exercises 
that started with writing down ev-
erything from my research that the 
employees thought would be useful 
in my app. We ended up with sev-
eral dozen, which we then shifted 
around into several categories and 
hierarchies until we had narrowed 
the core elements down to a few 
main features that are considered 
to be the backbone of my app.  
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WIREFRAMES

With the persona established and 
the key elements of the app iden-
tified, I was able to move into wire-
framing the initial layout of the core 
screens. I knew that the app had 
to remain simple, that was one of 
the most important things to near-
ly all of the employees surveyed.

I looked at similar apps including 
When I Work, the most popular 
scheduling app currently on the 
market. The major complaint with 
it is that to even view your sched-
ule or trade a shift it takes multiple 
swipes and button taps. I knew I 
wanted mine to be easy, you should 
be able to see the most important 
things right when you open the 
app, and you should be able to 
perform the most important func-
tions right from the main screen. 
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Weekly Availability Submission

Daily and Weekly Schedule Tracking

Shift Trading and Time-Off Requests

Organization

I wanted to base the entire app off 
of three core functions that Jessi-
ca, Ryan and myself had identified 
as the key components to a suc-
cessful scheduling app. They are:
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When entering the mock-ups, I want-
ed to focus on keeping every action 
simple. The employees biggest 
complains about When I Work was 
that it took too long to do anything, 
and when time matters, you want 
that action to be instant and easy. 
I focused on a base home screen, 
one that was simple and clean but 
provided the most important in-
formation instantly to the user; the 
date and time of their next shift.

I left the screen open to allow for in-
stant one tap functionality to bring 
up the most basic important op-
tions for the next shift such as trad-
ing, requesting off, or messaging 
a manager for more information.

Mock-Ups
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PROTOTYPE

With the completion of my wireframe 
mock-ups, I moved into prototyping. 
I went instantly into Illustrator and 
began to design the app as I laid it 
out on a grid I had created based 
on the wireframe elements. The style 
choices I chose were not coinci-
dence; I wanted everything about 
this app to be researched and to 
have a purpose. The color blue is sta-
tistically the most popular amongst 
both sexes and has been prov-
en to be “soothing” to the viewer. 

The font choices of Quicksand and 
Avenir Next were chosen to mimic 
but not copy that of Apple’s iOS 7, 
which again was chosen as the favor-
ite mobile OS due to its style accord-
ing to the majority of employees 
surveyed. My view on this was why 
should I change something that the 
user is used to and already enjoys?
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For the actual functionality, which 
has been the key focus since the 
beginning, I felt the best program 
to prototype the app with was Mar-
vel App. The reasoning behind opt-
ing for Marvel App over more “in 
depth” programs such as Axure is 
that with Marvel App I was able to 
simply share a link with any employ-
ee who wanted to test it and they 
could instantly access it and give 
me feedback. Marvel App also pro-
vided the functional transitions be-
tween screens that play a major roll 
in the user experience. I also liked 
that the prototype could be instantly 
updated and the update would go 
live to anyone who had tested it in-
stantly to see on the spot changes.

Marvel App
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MATERIALS

Along with completing my proto-
type for SHYFT, I, along with the rest 
of my graduating class, embarked 
on self-branding to promote not 
only my thesis, but also all of my 
work thus far. I created everything 
including a logo, business card, 
letterhead and website to show-
case my ever evolving but very 
minimalist design style and skillset.
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DISPLAY

For the final thesis display I decided 
to stick with my minimal yet function-
al design style. I thought it best that 
an interactive piece should actually 
be interactive, so users can actual-
ly demo the SHYFT prototype for 
themselves. I did not want it to stop 
there however, and felt that adding 
a TV for better viewing and demoing 
would provide the most functional 
way of demonstrating the app to 
not just my professors and peers, 
but to anyone who visits the display.

I also felt that adding simple signage 
was a must, but did not want it to over-
power the app. A simple, functional 
sign for a simple, functional app.
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32in Sony Flat Screen TV

32in TV Wall Mount

iPhone Security Mount

iPhone 5

Apple TV

12in x 36in Title Sign

Extension Cable

Power Strip

Thesis Installation Materials
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I would just like to add my deep-
est gratitude to Jessica Sherlock. 
She went above and beyond any-
thing I could have asked for in an 
SME and mentor. Her guidance got 
me through some of the most dif-
ficult aspects of this project.  She 
is truly one of the most creative, 
amazing people that I have ever 
had the pleasure of working with.

Thank you.

Special Thanks




