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Stage 1: Field Research 

  

 The goal of this app’s design is to improve the happiness and well-being of college 

students by focusing on structure. Though not thought of as a typical aspect of happiness, 

structure and organization lead to much higher contentment, which can be defined as satisfaction, 

fulfillment, and purpose (Tinworth). All of these things are quintessential parts of well-being and 

what it means to be happy in life. What is structure, though, and how does it improve lives in this 

way? A good way to think about structure in psychological terms is PNS, or personal need for 

structure. This can be defined as “the tendency to perceive one’s social environment in terms of 

simplified schemata, to avoid ambiguity and unpredictability, and to act in routine ways” (Meiser 

and Machunsky). Often, people crave structure to reduce feelings of overwhelmingness and 

stress so that they can handle tasks in a streamlined and organized manner (Neuberg and 

Newsom). This is extremely relevant to consider when discussing college students, as university 

often can be the most overwhelming and stressful part of one’s life, as they must balance 

multiple classes, homework, extracurriculars, and often work as well. In order for people to feel 

content and happy, they must be able to manage all of these things while also being able to 

detach from them and live individual lives at the same time. Thankfully, behavioral planning and 

organization has been proved to ease the negative emotions felt when dealing with a large 

workload (Smit and Barber). Especially for people with mental disorders (of which there are 

many who attend college), it can often be extremely easy to get overwhelmed and not know 

where to start are large number of tasks or how to manage time spent on each (Vieira da Silva 

and Bueno).  
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Not only can this structure help improve the lives of those that are already struggling, but 

also “a wealth of findings demonstrate structure-consistency biases in attention, interpretation, 

memory, inference, and impression formation and change” (Neuberg and Newsom). So, structure 

is good for overall well-being, but how can this be simulated in an app? In order to know if 

something is actually able to make a positive change, this change must be measured. Well-being 

actually can be measured quite easily through collection of subjective data. Though not always 

thought of as reliable, responses that come straight from the subject’s words “are in fact well-

correlated with at least five relevant sets of variables: the reports of friends; the plausible causes 

of well-being; some plausible effects of well-being; physical functioning, such as levels of 

cortisol; and measures of brain activity” (Layard). Information about one’s well-being and 

happiness can easily be gained simply by asking the subject. Another way to measure the 

positive impact one gains from an experience is “by looking at user engagement metrics such as 

session length, time spent in the app, and the number of active users” (Lee). How can this goal of 

increasing happiness and better well-being be implemented in design? A good way to define this 

is “positive design is the attempt to support positive psychology through design” (Pohlmeyer). 

There are many ways to do this. Simplicity, clear visual cues, and ease of use can all contribute 

to higher structure and thus, higher contentment (Lee) (UXPin). Appealing to the visceral, 

behavioral, and reflective levels of the emotional system can lead to higher happiness 

(Komninos).  

Some similar apps that already attempt accomplishing these things Plaky, Todoist and 

Calendly, but each of these apps focuses on organizing a specific part of one’s life, such as 

scheduling, task management, or to-do lists. While accomplishing their individual goals well, 

none of the three achieve true structure in which a single individual can manage everything in a 
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single, organized place. Also, all three apps have certain features locked behind a paid version, so 

for one person to truly experience all features, they would Overall, the implementation of 

structure and appealing to the psyche of the user can work to improve one’s well-being and 

happiness in an experience, and when these things are implemented into a person’s life, they are 

able to achieve higher happiness and well-being in their life altogether. This is what is hoped for 

this app to accomplish.  
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Stage 2: User Research and Modeling 

 

Survey Questions: 

(The first 5 questions are based on multiple choice responses scaled from strongly disagree to 

strongly agree, while the last 5 questions are open response) 

 

1. I struggle managing my time and my tasks. 

2. I need to write tasks down for me to remember them. 

3. I prefer having a rigid, set schedule as opposed to open time to manage tasks on my own. 

4. I easily get overwhelmed by a large workload. 

5. I feel more overwhelmed by homework than work I complete while in class.  

6. Do you use any specific scheduling methods to plan out tasks/events? If so, does it reduce 

any stress you may have relating to your schedule? 

7. Do you prefer to be told when to complete a task or do you prefer to complete things on 

your own time? Why? 

8. Do you prefer when your classes use Blackboard for assignment submissions and course 

materials, or do you prefer when each class utilizes their own methods of submission and 

course content? Why? 

9. Do you have a job or an extracurricular activity (ex. sports, rehearsals, club meetings)? If 

so, how do you balance your time between classes and this activity/these activities? 

10. Do you follow the same schedule each week, or does your schedule frequently change? 

Does this have an effect on your mental well-being? Please explain.  
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Survey Results: 

The following graphs are based on questions in which a scale was utilized for how much the 

responder agreed with the statement in which 1 meant they strongly disagreed and 5 meant they 

strongly agreed.  
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According to data and information gathered from this survey, most students require some 

form of organization to manage their time and the tasks they must complete. The majority of the 

participants are Sophomores (6/11), while some others were Juniors (3/11) and the remaining 

Freshmen (2/11). Participants expressed varying amounts of confidence in their own time 

management and task management abilities, with most saying they need to use some form of 

writing tasks down to remember them. All but two of the participants use some form of 

alternative scheduling or planning methods, and most said it helps them stay organized. Most of 

the students get easily overwhelmed by large workloads, especially work that they have to 

manage themselves on their own time. It was fairly evenly spread if they preferred managing 

their own time or having someone else do it, with most saying they had no preference. Based on 

written responses from a later question, this seemed to correlate with whether the students felt 

confident in their own organization and time management capabilities, meaning they preferred 

having someone else give them a rigid schedule if they struggled with procrastination or time 

management. All participants agreed that they found homework more overwhelming than 

classwork. All students except one stated they preferred when all of their classes utilized the 

same location for class content and submissions (in Winthrop’s case, Blackboard), stating they 

preferred everything to be in the same, centralized place. Students who participate in 

extracurriculars or who had a job were more likely to use alternative planning methods to 

balance their workload. The participants expressed varying amounts of week-by-week schedule 

consistency, with some saying they always followed the same schedule and others saying their 

schedule was constantly changing. This had a varying amount of impact on their mental well-

beings with some saying they preferred the more rigid schedules because it kept them on track 

and some saying they preferred the looser, changing schedules because they were able to plan 
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their week around whatever was happening each week. Some also expressed they did not prefer 

their current schedules because the rigid schedule was too constricting or that the changing 

schedules could become stressful and overwhelming.  

 

Persona: 
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Stage 3: Information Design 

 

 The name of this app is going to be SchedBuilder. This app will allow for people to input 

events and tasks that will be blocked into a calendar so that they can proper gauge everything hat 

they need to do and how much time they have to do it. Events are scheduled time periods in 

which a single thing will be occurring. These can be repeated (every day or every week) or single 

time events. There will be much customization of events, with categories they can be placed 

under, rigidness that can be assigned, and of course, the amount of time the block will take up. 

Tasks can also be added. These are things that don’t have a set time and may span across 

multiple days. A due date/due time can be added (or not), and task urgency can be assigned so 

that more urgent tasks will appear higher on the list. One category of events can be created called 

a task event. These are events that will appear as a block on the schedule that is tied to a certain 

task. For example, if a task is an essay that is due soon, the user could make a task event called 

“Work on Essay”. There are also leisure events, in which users can create a block of time in 

which they are scheduled to relax or hang out with friends. There are many other categories of 

events that they can be assigned under. 
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Sitemap: 

 

Page 1: Home (Today) 

• The main home page will be the calendar for whatever the current day is. The user will be 

able to scroll down to see their entire day with events blocked out for the times that they 

will be occurring. To see the previous or following days, there will be arrows at the top of 

the screen/they will be able to swipe right and left. 

Page 2: Home (This Week) 

• To view the entire week, users can click on the date at the top of the screen and will be 

directed to this page. All seven days of the current week will be displayed on this page, 

with some important events shown underneath each day (importance of events will be 

assigned when creating events). Important task due dates will also appear underneath the 

day that they are assigned to. Users will be able to access any day of the week by clicking 

on it, and they can see previous/upcoming weeks by clicking the arrows or swiping 

left/right. To access weeks further away, users can click on the dates of the week at the 

top of the screen to then access a small calendar to find the week that they are looking 

for. 
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Page 3: Tasks 

• This page will be accessible through a button at the top of the Home (Today) page and 

the Home (This Week) page labelled “Tasks”. This page will show whatever tasks are 

active for the day ranked by urgency and how much time is remaining. The amount of 

time before the task is due will be displayed underneath each task. Upon clicking on a 

task, further details will be displayed as well as a button to create a task event. 

Page 4: Event 

• This page will be accessible through clicking on an event on the Home (Today) page. 

More detailed information about the event will be displayed on this page. Users will also 

be able to make edits to the event, such as changing the amount of time, cancelling the 

event, making it repeat, changing the category, editing the rigidity, or linking tasks to it. 

Page 5: Add Event 

• This page will be accessible through a button on the Home (Today) page. It will also be 

accessible through the Add Task page if user creates a task event via a preexisting task. 

When creating an event, users will be able to choose a date and amount of time while also 

customizing all other aspects of the event as mentioned before.  

Page 6: Add Task 

• This page will be accessible through a button labeled “Add Task” on the Tasks page. 

Similarly to adding an event, users will be able to create a task, set its due date/due time 

(if applicable) and further customize it by giving it a category, designating its urgency 

and linking it to any preexisting events.  
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Wireflows: 

This wireflows was created in Figma and is laid out in the same order as the sitemap. 

  



 Stinson 17 

Stage 4: Prototype, Testing, and Reporting 

 

Prototype: 

Link to access app prototype 

 

 This is a clickable prototype of six app pages. All six pages can be navigated to through 

use of interactive buttons as well as arrows at the bottom of the screen that move through the 

pages in order. Not every button is interactive, only the ones that navigate through the six 

included pages, so to see which are interactive, click anywhere on the screen and the buttons 

with interactive features will briefly flash. The only event that is clickable is the “Write Essay” 

event, and the only weekday that is clickable is Wednesday, April 24th. Actual app features other 

than navigation do not function in this prototype. Scrolling up and down is functional and 

required to see the full extent of each page.  

  

https://www.figma.com/proto/c0iU3mmDQxrIqGcwcImMMk/UXP3-App-Prototype-Riley-Stinson?node-id=1-2&p=f&t=PYM7JZ6wrWcRyM52-1&scaling=scale-down&content-scaling=fixed&page-id=0%3A1&starting-point-node-id=1%3A2&show-proto-sidebar=1
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User Testing Plan: 

 

Objective- 

• The objective of this test is to see if this app would be useful and work well for users. 

Observations will be made on the functionality of the layout, navigation, and design of 

the prototype as well as the actual usefulness and need of the app’s concept. Data will be 

gained through participant responses and subjective feedback from the participants. 

Feedback will be analyzed using Layard’s rules of measuring subjective well-being. 

Task to be completed- 

• Participants will be instructed to navigate through the prototype while giving feedback on 

how the prototype looks and whether it would be useful to them or not. Upon observing 

each page, participants will be instructed to state whether or not they feel each page 

would improve their scheduling process compared to how it currently is and if they think 

the page is useful. 

Participants- 

• Elisabeth Stafford, Winthrop Freshman 

• Autumn Pearson, Winthrop Junior 

• Kyran Anderson, Winthrop Sophomore 

Method- 

• Testing will be done in person in a secure, private environment. Test will be audio 

recorded for easier notetaking. Participants will take a short survey after completion of 

the test to get more feedback and direct quotes. 

Survey Link 

https://docs.google.com/forms/d/e/1FAIpQLSeHpirdH0sOzCerGCFGQNdewJMYIjwAn7ixqGF3DqZMScfKxA/viewform
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User Testing Report: 

 

 The main feedback from participants in this test is that the concept is very well thought 

out and useful with only a few small tweaks in the design and layout. None of the participants 

struggled navigating the pages, and often they expressed excitement about finding a new feature. 

Kyran said, “the task function is super helpful, and being able to link tasks to events would be 

great for a lot of the meetings that I have to go to, as I often need materials prepared for said 

meetings.” The participants enjoyed how the features are all included and how they interact with 

each other. Elisabeth, who currently struggles with task management and doesn’t use any 

scheduling methods, expressed that she would enjoy using this app and that it would help her a 

lot with staying organized since everything is in the same place. Kyran also expressed interest in 

using the app since his current scheduling methods, Google Calendar and TimeTree, do not 

include a task feature to act like a to do list. Autumn expressed she likely wouldn’t use the app, 

but because she has a preference for handwritten scheduling methods like a planner or physical 

calendar since it helps her remember it better. There was overall a good response for the concept, 

and most participants stated that they would find the app useful, and it would improve upon their 

current scheduling method because of the more organized structure. Elisabeth said, “this app 

would be much easier than my current method because I could actually track my day to day 

activities instead of just events that fluctuate from my normal schedule. It would especially be 

useful because I currently do not track my homework assignments, which is something I 

probably should do.” There aren’t many changes I would make to the actual features and purpose 

of the app. 
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 As for the design and layout of the prototype, there was an overall positive response aside 

from a few small changes that could be made to improve usability. When asked about what 

improvements could be made, Autumn stated, “The only thing I might change is the visual layout 

of the creating a task to the creating an event since they are very similar, and I could easily get 

confused as to which one I might be making!” This quote refers to Pages 5 and 6 and how their 

similar layouts could lead to mixing up which is which. There are multiple ways the pages could 

be differentiated better, such as rearranging of layout or color differences in a more developed 

iteration. Kyran also mentioned another small issue, stating, “I would love if the "Add Event" 

button didn't overlap with other text, because it creates a very busy screen and may dissuade 

from using the app.” This is an issue with overlapping of text when scrolling, which could easily 

be fixed by a repositioning of the text or a box behind the front text so text behind doesn’t 

overlap with letterforms. It is important to keep the layout and design simple and organized, so 

there really didn’t need to be any design additions, and participants expressed this. Elisabeth 

expressed, “I like how it is simple, but still very effective. I think scheduling apps should not be 

overly complicated, and this one was the perfect amount of complicated.” A few changes could 

be made to improve the usability of the app, but otherwise, there was an overall positive response 

to this prototype! 

 There are no visuals or screenshots that are needed to be included in this report, as test 

data and feedback was gained from audio recordings during the tests. 
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