
The design process and 
milestones from start to 

finish



how the journey started
Problem 
From simple to-do lists to advanced project management, there is 
an app out there. However for people with short attention spans 
most apps in this market lack simplicity and require too many 
steps to accomplish a goal. 

Solution 
Having people in mind that need structure, focus and a little help 
to get organized, I decided to design an app which helps to 
increase productivity by speeding up the workflow and improving 
focus. 

My role was to research, design, and test UX and UI solutions to 
execute this app. The project included the following processes: 
detailed user research, competitor analysis, persona 
development, information architecture, paper prototypes, 
wireframes, user interface design, A/B testing, SEO, and user 
testing. 

Tools I used were: SurveyMonkey, OptimalWorkshop, 
Adobe Illustrator, Adobe Photoshop, Sketch, Marvel, 
InVision, pen and paper. 

Through the project I implemented two design processes 
(Double Diamond and Lean UX).



competitor 
analysis

First I analyzed 
competitors to identify 
underserved 
opportunities in the 
market. This analysis 
includes the competitor’s 
profile, marketing 
strategy, core business, 
SWOT profile, UX/UI, 
content, design and 
performance quality.



user research

I conducted both surveys and interviews to 
collect data to validate/invalidate hasky's 
provisional core features and to get ideas for 
new features. 

Both survey and interviews show that a lack 
of features is the most common problem 
users face when using task/project 
management apps. The interviewees agreed 
that ‚Having all project related files in one 
place’ and ‚seeing the progress they made in 
a particular project’ are very important 
features.  

Within the chosen target group motivation 
and rewards are also important aspects that 
help to accomplish tasks.  



user personas

Ideally hasky can be used 
by anybody. However it is 
especially helpful for 
people that are struggling 
with organization, 
attention, lack of focus, 
and who are easily 
overwhelmed by tasks. 
The main target group are 
college students, 
freelancers and 
professionals who want to 
manage their personal/
side projects.



customer journey  
& task model
To visualize all the journeys 
the users may experience 
and explain possible pain 
points in the design I created 
an experience map and a 
task model, using my 
personas as a guide.



After conducting card 
sorts and content audits of 
hasky's competitors I 
created a sitemap/ 
information structure that 
is intuitive to users.





paper prototypes

Using good old 
pen and paper I 
drew sketches of 
each screen for 
two of hasky's 
core features.



wireframes
After testing 
my paper 
prototypes 
and iterating, I 
designed 
digital 
wireframes 
using Sketch.



usability 
testing

I conducted 
several usability 
tests using 
interactive and 
non-interactive 
prototypes to 
make sure the 
flows are clean, 
engaging and 
error-tolerant.



a/b testing 
& click testing

I conducted one A/B 
test to see if users 
prefer colorful icons 
or a more clean one-
color look. 

Also I conducted 3 
click tests to see 
how effective the 
navigational flow is.



visual design







AARRR 
(start up 
metrics)

AARRR is a framework to 
help understand consumers, 
measure the funnel and 
optimize it for the better. 

I designed small features and 
notifications to optimize and 
measure metrics for its 5 
steps: Acquisition, Activation, 
Retention, Referral, and 
Revenue.

Referral: 
By sharing a link on one of 
the user’s social media 
accounts more icons will 
be unlocked.  

Metrics: Traffic from social 
media sites and sign up 
rate 

Revenue: 
Users will be able to use 
different payment methods 
like credit card or PayPal.  

Metrics: Conversion rate, 
number of upgrades to 
„pro“ version

Retention: 
Being able to use the app 
without having to login 
every time will save the 
user time, making it easy to 
access his projects quickly.  

Metrics: Returning users, 
frequency of usage (of 
returning users) 



conclusion
hasky was the first responsive web 
application I worked on from 
beginning to end. The project was a 
great opportunity for me to gain a ton 
of knowledge about user experience 
design. Even though it was a long and 
bumpy road I pretty much enjoyed it. 
I’m ready for more projects to come!


