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So I started the project by setting 
a fictional client background to get
a sense of their scale, users and 
environment

This lead to 3 possible approaches

Due to being a company with offices worldwide an easy ap-
proach would be to create a web app that people could 
access to track their time, this ensured that they could access 
or manage timesheets where ever they are, be it in traffic, at 
home or at the office.

1. Web Application

Since people come-in at the office each day a desktop solu-
tion could be an option this way they could overcome all the 
issues mentioned with the web based approach.

2. Desktop / Intra-net

Due to their proficiency with current technology & devices, a 
mobile solution can be used that will mark it easier to input 
or view data.

3. Mobile solution:

Being a large scale company, accesibility and ease of use 
plays a vital key in the design. Thus the app needs to be easily 
accesible from everywhere, this lead to three possible solu-
tions:

SOLUTION & APPROACH:

My client wanted to see how I would approach 
a fictional client project when that said client 
wants to see something as soon as possible. 

The multi national company has HQ all over the world, thus 
multiple timezones need to be considered when a user pulls 
data from another country that has a certain timezone due to 
them having different timezones and thus signalign a sick day 
that can be approved by the main HQ based in London can 
take some time.

Company Background:

The company is similar to Google or Apple in scale, this 
means their tech proficiency is really high, being quite famil-
iar with using smart phones, tablets or laptops as well as 
other web applications that are complex in nature which 
translates into familiarity with both simple and complex UI’s 
and design patterns.

Company Profile:

- Modern open floor plan office where people work 
side by side
- Apple iMacs are the primary desktop solution

Work Environment:



users would require to visit a certain website each 
day to start the time tracking 
users would require to visit that certain website 
when they come back
people could appear as “their working” although 
they are already at home
people might forget to people might forget to “check out” and stop their 
time tracking
if the server is down, they can’t use it
if the internet in their office is down they can’t 
access the web app

Possible problems with a web app only approach:

battery running out
lack of signal or internet
forgetting to sign in or activate the app
could result in people inputing more time, although could result in people inputing more time, although 
they are not in the office or working since their phone 
or tablet can be taken anywhere thus not having 100% 
accurate results

Possible problems with a mobile only approach

Having these approaches, I went
ahead and analyzed each one to
identify possible early problems

mobile app for user group A that will let users input 
data easily no matter where they are

web app for user group A that will let them check 
or input their data directly from the browser of 
choice, thus if they have an older device or prefer 
laptops or tablets they could still have easy access

desktop app for user group B that will let users desktop app for user group B that will let users 
check others activity directly from their desktop 
thus avoiding internet connection issues.

Other notes:

If users would not be an IT/Engineering/Software company where 
they are physically in an office almost all the time,  instead they 
would be required to travel to certain locations or people daily, 
then a mobile app would be critical to make it easily accesible for 
users to input their data. 

This could be This could be expanded by providing location based targeting so 
the time spent for example: fixing a computer at a certain compa-
ny, could be monitored and further expanded by letting the em-
ployer provide direct feedback or rating for that service via the 
web app or mobile app. 

If there wasn’t a mobile app, then some people might have to come 
back to the office just so they could input their timesheet and in 
cases when a job extends after the working hours this could be a 
chore to come back at the office just to do this.

This helped narrow it down to either focus on 
a web app or a desktop app approach.

To dive deeper, I went and created  a set of user personas matching the
company profile to understand how would they use this application?
and to help identify the actual features required

What if the users are out of the office constantly?

between 25-35 years old
passion for engineering, design or development
has an smart phone, possible an ipad, macbook and 
desktop
are single or have a girlfriend
quite often they are required to stay over time
ththey will use the app to input their time spent daily, 
working at a project
tech savy

USER PERSONAS:

User Group A:

accountant/HR responsible for managing time, billing
between 25 - 45 years old
has a family thus he’s eager to get home and spent time 
with them
has a laptop or smart phone
they have a fixed schedule with no over time requirements
ththey will use the app to manage the time spent by the team 
working on different projects and billing them

User Group B:



Getting into the mindset of the users. 
I started focusing first on the web app 
user journey, since I thought it would 
be the best approach.

as shown creating a  web app only approach, is 
a horrible way to actually make users input 
data easily
 
a better use for a web app would be to let user a better use for a web app would be to let user 
group B manage timesheets online, while user 
group A could use the web app to see more ad-
vanced information regarding their activity.

a faster way is needed to input the data either 
via an app or desktop app.

The conclusion:

1. User A comes at the office
2. He turns on the pc
3. He opens the browser and logs in
4. Enters the website URL
5. He signs in or is remembered
6. Redirected to the dashboard
7. enters projects name that h7. enters projects name that he’s about to start working on
8. closes the browser or leaves it open
9. once he’s done with the project he goes back to the 
website and clicks on finished
10. repeats last 5 steps to add another project

User journey for a WEB APP only approach:

- too many steps that involve the user going back 
and forth between browser and desktop

- if he leaves the browser open it can takes extra 
screen space or can be distracting when under 
pressure of a short deadline

- can  influence the users productivity by tempt-
ing them to open facebook or other websites

The Problems with this user flow:



So I started crafting the flow for the desktop / widget 
app approach to get an idea of how that would work

I then thought of how could 
these two work together?

1. User A comes at the office

2. Turns on the PC

3. As soon as the desktop is loaded, he’s greeted by a pop up 
saying ”Ready to Work?” and presses Yes... the app starts running 
in the background

4. Once h4. Once he’s finished with that project, he opens the app, clicks 
finish and enters the projects name or selects it from a list.

5. If the user is working on multiple projects at the same time he 
has an option to add another project, starting a second timer.

User journey for a Desktop App / Widget approach:

Depending on how much control the company 
wants, additional features like pausing the timer 
when there’s no mouse movement for 5 minutes 
can be added, for now that’s not my goal.

Note:

- desktop widget for user group A that will let them input their daily information
- web app for user group B that will let them manage the information provided by 
others

How a web app and desktop / widget app aproach could work



Having all this information, I was finally able to 
start designing the actual wireframes.

and now that I knew the best ap-
proach I went ahead and did a 
market research to pin point the 
features the app would likely 
need to have.

profile image as a way to make it more personal and more user friendly

a welcome message saying “Hey John Doe, Welcome back”

possible an inspiring quote to get them up and running

total worked days this month

total number of hours worked today

number of projects completed since he/she was hired

a wa way to see what projects they’ve worked on a few days ago.

a possible feature that will inform users that they’ve been working for X 
hours and they need to take a break in order to stay healthy.

in order to keep down costs and deliver on time, the best ap-
proach is to identify the critical components that will get a 
product out, that can later on be extended and iterated upon 
on, basically a LEAN approach. After cutting down the extra 
features that were found in a quick market research, only the 
core features are present below:

Identifying the MVP 
(minimum viable product) features: 

 

I went and pointed out the minimum
viable features that I needed to 
focus on, in order for the product 
to ship as soon as possible. 

Knowing that the fictional client 
would want to get this out as soon 
as possible, based on the brief I got
from my actual client.



this ensures that the minimum number of interactions is 
needed, thus avoiding distractions or forgetting to start the 
daily timer.

Clear pop up / modal window without 
distractions, making it really easy to 
get started, reducing clutter so user 
can focus on the decision. Different 
size, color & size is used to 
emphasize the main action

Based on the things mentioned before, I found that the best approach for the 
user group A , who can only enter or view their own detail is to create a desk-
top app/widget that will be connected to the API and store data locally in case 
of internet connection issues, server being down or other similar issues.

In some cases users need a few minutes to get started, this ensures the user can dis-
miss the message to get something done or postpone the start. This ensures that per-
sonal stuff that suddenly appeared as the user got to the office, can be handled before 
starting work, ensuring the company pays the user only when they start their work.

Once the OS is loaded, the app automatically starts

DESKTOP APP / WIDGET 

Using a countdown timer informs that from now one they 
need to focus, creating a better separation between a work 
and relaxed mindset.

Countdown begins

displaying a funny  or motivational message to make it feel 
less of a hassle and possibly putting them in a good mood.

Countdown
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I started tackling the
desktop widget first, 
due to it being less 
complex, which would
give me more time to
focus on the web app

I had to come up with a 
design and solution that 
didn’t look cluttered or
too complicated, so all 
age groups could use it, 
while also keeping the
uuser interactions at a 
minimum so it won’t
become a chore each 
day to handle it.



displaying a funny  or motivational message to make it feel 
less of a hassle and possibly putting them in a good mood.

Countdown finishes
a popup will appear letting users that they haven’t taken a break for six hours 
and they need to take one, to maintain their health.

After a certain time
App dissapeares and is running in the background, this let’s the time tracking app work, 
without affecting the day by day activities. Making it run in the background, ensures the 
user won’t accidently click on it or appear while the user is ALT - TAB ing, switching 
between open apps.

Message appears at a certain interval of time, informing users of potential health issues. The app tracks in the background 
mouse movement thus if the user hasn’t taken any breaks, measured by the lack of mouse movement, it will displayed the 
message. If the user has taken a break and thus the mouse hasn’t moved in a while, the app won’t display the message.

User Starts their Work

3
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Then I thought of 
users potential health
problems as a result of
not taking breaks and 
how the app could 
inform them.

taking the user experience
meaning two a new level



by integrating achievements,
user stats and motivational
messages at the start of their
day, thus boosting productivity
and leading to fun discussions
and interactions in the office.

Since this is a basic app, the dashboard or main app window is 
quite basic in design, with the key elements present.

App Dashboard appears when users clicks on the app icon
this approach ensures the user gets up and running as soon as possible, with-
out distractions and using gamification elements he can push himself.

Computer shutdowns and the process is restarted the next day
Each day, a report is sent out displaying the time they’ve worked and their perfor-
mance. Having a shutdown button, further reduces the interactions the user 
needs to perform.

The main actions the user can performs area all present,
in a proeminent location, ensuring the user doesn’t have
to look all over to find the key interactions they can perform.

User can see what projects they’ve completed today, as well as
add a project name for the current one. The project name is added
after the timer is started or when the project is marked as finished 
for the day, due to sometimes people not knowing exactly what 
project they may start working on, only after they receive a briefing.

Daily Report appears at the end of the day
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Gamification elements used to make keep track & improve the users
performance by measuring how many files they’ve worked with, how
many e-mails have been sent and how many keys he pressed. This 
ensures that at the end of the day, he will feel motivated that he was 
really active today, this can be used by the administration to give him 
a bonus payment, for his performance.
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while also integrating
gamification principles
into the UX design
to make the tasks feel 
rewarding and fun



the user can access the web app to get detailed information and reports of 
their activity, as well as start or stop the daily time tracking. user image, makes it more personal

and more user friendly having
a psychological impact.

Similar to the desktop app, ensures
similarity across web & desktop.

WEB APP Wireframe - User Group A View

the second group needs to be able to see and edit multiple
user data across a range of periods, by user, by team, by project

WEB APP Wireframe - User Group B View
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gamification stats, used to boost
and measure productivity of the
user with possible integration
with other users, so they can 
compete

9

Recently completed projects,
ensures the user will see what
projects they have completed
as well as track how many hours
have they worked on it. This  will
help user get a sense of 
accomplishment.accomplishment.

Having the option to hide completed
projects will help user manage 
active projects as well as remind them
what projects are reaching the deadline.

Edit Project
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elements placed in a key position
ensuring they are obvious. Their placement
was selected based on the fact that
user tend to look up for navigation
elements or key elements.
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clear logout button using a different color, 
ensures it’s visible and stands out, making
it easy for the user to find it.

14

The sidebar was put on the left, due
to most people reading from left to right
thus the most important information
being read and looked at first.

15

Signal days off or sick days,  placed in a 
key location created as a text link 
instead of a button, in order to avoid
grabbing too much attention from the
other elements, since this element will
be used quite rarely, thus it has a lower
value, but it’s still accesible and visible.value, but it’s still accesible and visible.

Using profile images makes it look more
human while displaying a notification
highlight how many reports he filled since
someone viewed them, will inform users
handling the timesheet management, that
it’s urgent and they need to look into it.

The user can just click on profiles to select
them and once he clicks on the thick box,
he can then choose an action to perform.

Having a grid or list view, ensures the user
will have an option to choose from when
doing single or huge mass editing, since
usually in list views, it’s easier to view
more information as well as select it.
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I then went ahead and 
finished the project 
by designing the 
web app 



Main Goal: capture the time spent on a project
Purpose: understand how long they spend on a 
project in order to estimate future deadlines & provide 
accurate invoices
Deadline: as soon as possible

Requested Features:
- - record the time each user spends on a project or multi-
ple projects each day
- user group A can only see their own time
- user group B can see and edit multiple user data across 
a range of periods, by user, by team and by project.
- the ability to signal in advance sick days or holidays

Notes:
current system is being hated by all current employers 

The assignment

Timesheets. We all hate doing them. Terrible UX in 
many time recording tools is a big part of the problem.

The client is a large multi-national compaThe client is a large multi-national company with many 
teams and departments. They want to capture what 
time is being spent on which projects for both invoicing 
and estimation purposes. Their current timesheet 
system is universally hated, and they want to build a 
better one.

Users must be able to record time against multiple proUsers must be able to record time against multiple pro-
jects on a single day as well as recording/signalling in 
advance holiday or sick days.

Most users of the system will be viewing/recording 
their own time only. There is also a requirement for a 
second set of users who will be able to see and edit 
multiple users' data across a range of periods, by user, 
by team and by project.

The client wants to see 'something' ASAP.

How would you approach this?

- Don't spend more than two-hours on this
- There is no expectation around deliverables
- We're not expecting high fidelity output/designs, we want 
   to see your thinking
- Be ready to present and answer questions on what you show

So what were the actual client 
requirements?

The actual project brief

The whole concept
needed to be done within

2 Hours.
The project involved everything from launch strategy, seo 
& marketing strategy to branding, UX UI design. The total 
duration of the project took roughly 6 months and involved 
creating a  social network with UX, gamification and social 
aspects in mind from the ground up. I worked in an Agile 
environment with a remote team of developers based in 
another country.
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