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OVERVIEW 
BusyME is an app I created for my friend Mike as part of the week long design sprint at 
General Assembly.  The app is designed to be integrated with his calendars, and provide 
him with automatic directions to the next event on his schedule. 
The app stands out amongst the rest because mike never has to type destination 
addresses – very useful for a busy Seattleite.   
 
SKILLS: Wireframes, UI, UX, user interviews, usability testing (moderated and 
unmoderated)  
 
TOOLS: Axure (version 1.0), Sketch (version 2.0), Invision prototyping (version 1.0) Adobe 
Photoshop, Adobe Illustrator 
 
CLIENT: Mike 
 
DURATION: 1.5 Week 
 
MY ROLE 
I was responsible for the whole arc of UX process with this project.  Everything from 
domain research, heuristic evaluations, user interviews, persona development, usability 
testing, and prototyping. 
 
TAKEAWAYS 
This project cemented the idea of documenting your work. At points, I tended to give the 
user what I wanted, instead of what was requested, and I had to constantly check myself. 
The final design was a complete 360 from my initial sketches due to Mike's inputs and 
modifications throughout the process. 
 
I was also fortunate to test the app out outside of General Assembly.  Version 2.0 is the 
result of that study.  The new version does away with music player, and integrates 
different modes of transportation.  The insight I got from the masses highlights the 
differences between catering to the individual and the majority. 
 
FUTURE ITERATIONS 
Design is ever evolving.  There is always room for improvement.  Although the current 
design features a “hamburger” menu icon, it is a hindrance to discoverability, especially 
when there are only four sub-menu items.  Such a design welcomes bad IA because you 
can simply add one more thing to it without a direct consequence — that is until people 
actually use it. 
 
Additionally, hamburger menu icon raises issues with platforms such as iOS where the 
standard navigation pattern is usually a back chevron.  
 
The future iteration of this app will address this feature by replacing it with a bottom tab 
bar, where information is visible, and instantly accessible. 
 



THE CHALLENGE 
Mike is a busy man. And because of that, most of his day is taken up by long commutes 
to, and from work, project sites, and other errands. Being environmentally conscious, he 
prefers to either ride his bike or take public transportation. It is his time on the bus he 
wishes was spent productively, or at least in an entertaining manner to reduce the 
perceived time of travel. 
 
THE SOLUTION 
Based on the market research, Mike's behavior, and his input, BusyME App brings a 
unique solution for a unique individual. The app has the ability to integrate with google 
calendar, as well as the ical and outlook, in order to consolidate Mike's schedule.  In 
addition, the App also calculates bus routes, plays music, and aggregates news articles 
from around the web into a single hub. (Edit: Version 2.0 does not include music player) 
 

RESEARCH 
 
STAKEHOLDER INTERVIEW/USER RESEARCH 
When I first sat down with mike, it wasn’t clear to either of us what he needed. And when 
my initial interview was yielding no fruitful results, I changed my tactics mid 
interview. Instead of focusing on figuring out what mike wants, I started to focus on what 
he might need. My goal was to uncover an unmet need that Mike was not aware of, which 
I could fulfill.  
 
Eventually, his daily pain points started to surface with a clear pattern. I decided to focus 
on the ones that related to his daily commute, which was a major part of his day. As an 
architect, Mike constantly travels from one site, to another throughout the day, and he 
either rides his bike or uses public transportation.  Together, we uncovered that long, 
unproductive journey, and crowded spaces made mike irritable at both ends of his work 
schedule. If I could remove these pain points, his mornings and evenings would be much 

more pleasant. 
 
PERSONA CREATION 
The data I gathered from the interview 
helped me create a persona that reflected 
Mike’s likes, dislikes, goals, interests, habits, 
and pain points. It was important to keep 
this persona in mind when developing a 
solution because it helped me focus on his 
needs rather than what I wanted him to 
have. 
 
	



HEURISTICS EVALUATION 
I set out about my task by analyzing the 
apps Mike had used in the past. He listed 
TripGo, Trip Planner, and Transportis as 
the ones he preferred the look of.  No 
doubt, these apps work as advertised, but 
they require the user to input the 
destination address and time.  It’s 
frustrating and tedious work for mike to 
remember the full address of his 
destination, and then having to type it on 
a tiny screen.  It is this reliance on 
multiple apps that BusyME addresses. 
 
 
 

PLANNING & DESIGN 
Based on the information gathered, I finally narrowed down on a design that was based 
on what information Mike wanted, and when he wanted it. 
The app would take cues from his schedule, and provide information necessary to 
him. During idle periods, Mike would be able to view his upcoming calendar, and plan bus 
routes right within the app. 



 
 
User flow between different screens.  The paths beginning with circle indicates that users 
will not be able to go back to the previous state of the screen.  This happens when user 
elects to clear all directions, or transitions from calendar screen to directions screen.  The 
only way to get the initial directions again are to access the calendar schedule. 



USABILITY TESTING 
Usability test was only conducted by Mike since the app was specifically designed for 
him.  Based on his feedback, I incorporated design changes, and reworked the color 
scheme more to his liking.  The overall functionality of the app was also slightly changed 
to include news feed, and music player. (Edit: I had the opportunity to conduct additional 
usability test with 37 more users.  90% thought that the music player was a useless 
requirement.  The tests also revealed that customizable news was a feature enjoyed by 
all, and the multiple calendar integration was a huge success in the app.  The redesigned 
version 2.0 reflects the usability results of the larger test pool). 
 

   
 
Version 1.0     Version 2.0 
 
The stark contrast between designs based on large scale usability testing, and catering to 
the individual preferences is highlighted in the different versions. 



       
 
Based on user preferences, the map will start in either, 2D or 3D.  Regardless of the 
settings, once the directions have begun, the search bar, and text directions will slide 
away from the screen.  Tapping on the screen once will bring the search bar and the text 
directions back. 
 

 
When multiple routes are 
available, user will be able to 
tap on them to expand the 
text directions. Tapping 
again will collapse those 
directions.  Tapping “GO” will 
start the directions.  


