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PROJECT OBJECTIVES
Over the last decade, we have seen a shift in applications intended to do everything 
toward those that meet specific needs quickly and efficiently. And with the rise 
or smartphones and touchscreens, designers are having to find ways to meet these 
needs with new, challenging constraints. These devices have also given designers a 
tremendous opportunity to create dynamic interfaces that have access to the nearly 
limitless information, accessible by nearly anyone, anywhere.

Our second project will be to create a simple mobile application. Like our first project, 
we will be somewhat ignoring the technical aspects in favor of creating an app that 
has the greatest aesthetic and usability potential. Students can choose from any of 
the items on the list below, or propose an app that they might be more personally 
interested in making. The point is not to re-create a complicated app, or to make a 
simple app more complicated than it needs to be. Instead, consider all the ways you 
can make a single activity smarter and simpler, from beginning to end.

WEB APPS
To-Do Lists   Clock/Timer   Dictionary  
Online Presentations  Media Manager (“Bookshelf ”) Exercise Data Logging
Chat    Calendar    Band/Musician Tracking
Contacts Manager   Client/Invoice Manager  Weather
Sketch Pad   Writing App   Flight Tracking

CRITERIA
As we progress through this project, make sure to post any screenshots, photos, 
diagrams, etc. that are part of your process to the blog. 

RESE ARCH/PROCESS
· Thorough look at how other designers are tackling hierarchical pieces of information 

like this. It doesn’t have to be exactly the same sort of site as what you want to do, 
but keep your eyes open for some inspiration. Little Big Details might have some 
good examples.

· Divergent research process that considers various user experiences, navigation 
formats and aesthetic approaches to the problem (at least three directions of each).

· Complete UX workflow (content analysis, wire frames, storyboards, style boards, 
design comps) for every stage of the UX process (user sign-up, product utilization, 
technical help, etc.)

E XECUTION
· At least 5 design comps showcasing the a typical user flow (more if necessary to 

clearly communicate how your site functions)
· Well developed site structure
· Intuitive navigation system(s) that allow people to explore the content at multiple 

levels of detail
· Appropriate design decisions, including color, typography, composition, hierarchy, 

imagery, etc.
· Clear presentation of design, both visually and verbally

DUE

THURSDAY,
NOV. 14

DELIVERABLES

FULL SITE COMPS
Must provide a thorough 
snapshot of a typical user 
experience

PROTOT YPE
A partially functional deptiction 
of your app to test and evaluate 
its overall user experience quality

PRESENTATION
A clear and concise explanation 
of your app

GRADE BREAKDOWN

20% Process
20% Concept
20% Infomation Architecture/
        User Experience
20% Aesthetics
20% Presentation


