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Link to Prototype:  
With Sitemap 
No Sitemap 
 
Problem Statement 
 
A common issue with event discovery is starting. People who go to events are typically 
invited by people of the in-group or may otherwise accidentally stumble upon the event 
while looking at flyers. Flyers can be unreliable because, depending on the rules of 
correspondences, may have to go though a approval process, or am otherwise get 
drowned out by a plethora of competing event flyers that day. Because of this, public 
events, such as flea markets, holiday outreaches, and meet-ups fall on deaf ears because 
people are unaware of them or are otherwise discovering them after the fact. Alas, this is 
not an issue of interest, but instead of accessibility. From speaking with others, I have 
learned that many people say that they would go to the event if they had known about it 
earlier. Often times, a person wants to simply wants to see, at a glance, what is going on 
of the neighborhood of their choice. 
 
Solution Overview 
 
My design, P-LEVEL, the Public Local EVEnts Locator intends to make it easier for 
users to find what’s going on their area. The idea here is to cut down on the number of 
clicks between starting the search and finding the event. Because the focus is on local 
events, the main input needed by the user is their zip code to find their location. After 
that, the rest of the event information is listed right away.  
 
Final Design Description 
 
Core Functionality 
The core functionality of P-LEVEL is zip code based event discovery. Users can search 
for events in particular locations, organized by Zip/Postal codes. After loading a location, 
events are immediately organized by date and time, to minimize the amount of user input 
to find events. Users can then either narrow or expand the data set depending. After 
choosing an event, users can read more about the details of the event, as well as see 
where on the map the venue is and information about the event organizer. From there, the 
user can share the event with others or save the event they find for later. Registered users 
populate events, although events can be searched for without logging in.  
 
At the moment, the design is optimized for mobile devices. However, in the full design, 
there will be an optimized web-app component that will allow event organizers to upload 
their events.  
 
Design Flow 
1 - Open app. 
 
2 - Home Screen (Appendices A, B) 



Jonathan	  T	  Hodrick	   Interaction	  Design	   12/8/2014	  

	   2	  

App auto-loads events list based on device location. Events are by default displayed in a 
list view for today’s events. Users can switch to a Pinterest-Style card view by clicking 
the icon in the top-right corner of the screen. The icon denotes which viewing mode the 
user is in - list view or card view. Users can switch back by clicking the icon again. List 
view displays a thumbnail for the event, along with basic information including name, 
date, time, location, and a short description. Card view displays the event thumbnail more 
prominently and gives the name, date, time, and location of the event (no short 
description). 
 
On the bottom of the page are icons that allow the user to control the date range of the 
displayed events. The page defaults to today’s events, but the user can also choose events 
for the week, month, or a custom range. This expands or limits the number of events on 
the screen, which the user can scroll through. Events are grouped by dates, which is 
reflected with a header that precedes the group. In addition to choosing the date range, 
the user can also click the heart icon to visit a tab that displays their favorite events [5], 
i.e. events they have saved for later. They are organized by date with an unlimited date 
range. Favorite events are saved locally on the device, so this functionality can be used 
without an account. Having an account, however, allows the user to access their favorite 
events from any device. 
 
Regardless of the viewing mode, clicking an event will take you to the event details page 
for that event [4]. 
 
To change locations, users can click the search icon in the top-left corner of the screen. 
Clicking this will cause a drop-down to appear with other locations. The current location 
will be the first item of the list, with the other locations being populated and saved as the 
user searches for them, similar to a weather app. Clicking a location from the dropdown 
will switch to the default view for that location (list - today). In the dropdown, there is 
also an option to add a new location, which will take the user to the location search page 
[3]. 
 
3 - Location Search Page (Appendix C) 
The location search page allows the user to search for a new location for events. On this 
page, the user can either type in the name or zip code of the location. As the user types, 
matching locations will auto-fill the screen. The user can also click the location icon in 
order to load a list nearby areas. From the list, the user can choose the appropriate 
location. After searching for the location, the user will be taken back to the home screen 
[2], which will be updated to show the events for that location. In addition, the searched 
location will be added to the location list dropdown [2] for easy future access. 
 
4 - Event Details Page (Appendices D, E, F) 
The event details page shows the specific details for an event. There are three tabbed 
sections to this page: main, map and organizer. The first tab, the main tab, contains much 
of the same information about the event as see in the home page: event thumbnail, name, 
date, location, time, and short description. In addition to these, there is a field for a longer 
description, which allows the organizer for fill in specific instruction or messages. The 
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map tab focuses on location information. The specific address of the venue is listed as 
well as a mini-map for the location powered by Google Maps. This allows the user to see 
the cross-streets and relative location for where they event is held. The last screen is the 
organizer screen, which contains information about the organizer. Its purpose is to enable 
contact between the user and the organizer as well as allow the user to screen the event 
organizer. This screen has the organizer’s contacting formation including thumbnail 
image, name, phone number, and email address. Organizers also have a rating, which is 
based on user satisfaction with their events. In addition, some organizers will have a 
verified/promoted status to instill an added layer of confidence. Finally, a list of the users 
most recent events is displayed. Users can click the list to see all previous events (not 
implemented). On all of these pages, the user has the option to share the event via 
Facebook, Twitter, etc (based on standard sharing protocols per OS) as well as save the 
events for later. Saved events will populate the favorite events page [5]. At any point on 
this page, the user can click on the back button to go back to the home screen, on their 
most recent viewing configuration [2; not fully implemented]. 
 
5 - Favorite Events Page (Appendix G) 
On this page, which is a subsection of the home page, users can see a list of upcoming 
events that they have saved. Similar to the home page, they can toggle between list view 
and home view, based on their preferences. The favorites are saved locally, so users do 
not have to register to save events. However, if a user has an account, they can save the 
event and access it from any device. Events are not filtered by date, but instead are events 
are shown, and the user can drag the page. Events are still grouped by date. 
 
Future Implementation 
 
A - Current functions 
Custom date range screen - This page has not been implemented although there are 
placeholder pages for it. Once I began to actually build the page, I realized that there 
were too many design decisions to make in such a short amount of time. What is a 
“good" way to display a date chooser? How would events be displayed based on user 
input? What level of detail should the user be able to search by? These questions need to 
be answered. Although they can be addressed by using QOC (MacLean, Young, Bellotti, 
& Moran, 1991) design rationale technique, at the stage I was at in tackling this issue, I 
didn’t have a clear view of what I wanted this to be. 
 
View dropdown - This feature didn’t come to mind until the final stages of this iteration 
of the design. While using some other apps, I noticed that switching views used both 
iconography and a dropdown for better clarity in function. I had initially thought that it 
would be better just to have the iconography, but using text may be nice to try for the 
next iteration. 
 
Organizer past events page - This page is something that I somewhat implemented in the 
organizer tab of the event details page. However, I would like to implement a full page 
for an organizer’s past events. 
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Save last viewing mode for homepage - I couldn’t get this efficiently implemented the 
way I wanted using the prototyping software. However, rather than going back to the last 
screen like a browser, the user will be taken back to the last screen that they have been. If 
they were in card view with a custom date range, they could get back to that. 
 
B - Other functions 
These functions I would like to revisit. The basic idea is clear, but multiple design 
decisions need to be made for these to check to see if they are worthwhile to implement 
and stay within the original vision of the app. 
 
• Event Uploading 
• Event check-in 
• What to do with past events (archive?) 
• Clear/edit locations via App Settings 
• Organizer ratings 
• Robust Search functions 
 
Sketching Techniques and Approaches 
Problem ideation - I first identified the problem (see problem statement), and identified 
what was currently being done about the issue without my design. This helps me find 
points of differentiation. Based on those points, I came up with an initial idea that 
focused on providing an easy want to quickly find events in your area. 
 
Design Alternative analysis - From this idea, I thought about different ways to approach 
the idea. I do though of the direction from the event-goer perspective, the event organizer 
perspective, and the event liaison’s perspective. My neighborhood specifically had 
organizations that approved certain events, so it was important to specifically design with 
that group in mind as well. With this technique, I had three different foci for design. 
 
Product research (Bug List) - I needed to do research to see how other apps and services 
handled event discovery. My project was inspired by Meet-up, but to use that service 
effectively, you have to join a group. I wanted to avoid this particular part of the work-
flow, which is why I didn’t require registration for use. Moreover this is why my tool is 
for public events, since RSVPs are less needed for these types of events. 
 
40-square sketching - To discover other alternative ideas, I made multiple sketches about 
specific functions. Several ideas came out of this including the map feature and the 
visualization of the card view. You can see the sketches in appendix H. 
 
Brainstorm with peers - Once these ideas were written down, I had a brainstorming 
meeting with my design peers. However, rather than discuss my current ideas and 
features, I presented the problem to them, and we discussed the framework of the design 
from the ground-up. This proved helpful in that it brought out a better visualization of the 
overall design, and helped in in developing use-cases. Ultimately this solidified the idea 
that I wanted this to be at first a mobile-friendly app. It also solidified the idea that event 
discovery should be quick and flexible for users on the move. 
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Design synthesis - Given these ideas, from personal ideation and brainstorming, I found 
that the common thread in the current design ideas was that of event discovery, i.e. the 
event-goer experience. The questions laid in how the user will navigate through the app 
in order to find the events and save them for later. 
 
Narrowing it down - Given this focus, I was able to narrow down my use cases by 
identifying an archetypical user persona, giving them a scenario, and questioning specific 
design features using the QOC model. Once specific features were decided upon (as 
listed in the design flow), a paper prototype was done to map out the user workflow and 
form factor, and then digital prototypes were created model a higher fidelity workflow. 
 
Tools Used in Design Process 
 
A - General 
- Laptop w/ Evernote 
- Unruled Notebook/Sketchpad 
 
I used Evernote for note taking and write-ups. It was also useful for recording audio for 
meetings and random musings during the entire design process. The notebook doubled as 
a sketchpad for drawing ideas and quick note-taking. The notebook being unruled was 
especially helpful in keeping my ideas uninhibited in the early stages, as I could make my 
shapes and text as big or as small as needed. 
 
B - Ideation 
- Drawing/Writing Tools 
- Internet 
 
This phase was focused on dumping ideas on paper. There was a lot of writing and 
drawing involved, mainly free-form in nature. The internet was specially important for 
researching other similar apps and testing them out. 
 
C - Design Synthesis 
- Post-its 
- Whiteboard + dry-erase markers 
 
The tools during the synthesis phase had to be malleable and allow for flexibility as I 
shifted and played with that data that I have gathered. The white board served double-
duty as I posted post-its with my design ideas, as well as writing annotations for the ideas 
on the board. This phase also features a lot of writing for articulating my scenarios and 
user personae. 
 
D - Prototyping 
- Phone 
- Index Cards 
- Heavy paper 
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- Drawing Tools 
- Balsamiq 
- Axure 
 
The prototyping phase focused more on design fidelity; hence I used my phone as a 
model for form factor. For the paper prototype, I used heavy paper to build the shell of 
the phone and drew each screen on index cards. For the first version of the digital 
prototype, I used the Balsamiq digital prototyping tool. I ported the prototype to Azure 
for additional functional fidelity. 
 
Pros and Cons of Approaches and Tools  
Alternative Design Ideation - The approach was challenging but effective in promoting 
parallel design, as discussed in the (Dow et al., 2010) article. To summarize, having 
multiple and distinct designs promoted more creative and effective designs - 
advertisement click-through, for the paper’s case. The challenge here was devising three 
different designs. I thought my three foci - event-goer, event organizer, and event liaison 
- were very similar in terms of design needs. However, as the design progressed and 
decisions were made, it became clear that these different foci represented different 
pathways that my design could have taken. Moreover, because I designed each one 
separately at an early stage, I did not feel inertia in foregoing one approach for another. 
My original idea was to support the event-liaisons in the approval process, but it 
ultimately settled on the event discovery process, which was actually more in line with 
the original idea. 
 
40-square sketching - This approach was effective a stretching out design features. I got a 
lot of ideas from this exercise, especially consider the advice from the (Buxton, 2007b) 
chapter, which implored the sketches are best when the ideas are disposable. Moreover, 
the sketching process assisted in connecting other dots during the design synthesis 
process. I only used about 5 or so features from the exercise, but the process informed me 
of the common thread in the design. This sketching process works best when there is time 
for reflection in order to sift out relevant features. Rapid prototyping sessions may get 
sidetracked by the number of potential options. 
 
Brainstorming with Peers - This approach was very effective in articulating the design 
intention and getting feedback early on. The timing of the brainstorming session was 
especially helpful, since it occurred when I already had some ideas. This allowed me to 
incorporate the ideas and feedback from the session with the ideas I developed on my 
own. The process supports Pixar’s feedback method - dailies - where they state that the 
feedback is most useful when a project is 25% to 75% complete (Spool, 2012). 
 
Prototyping with Balsamiq - Balsamiq was a useful tool for prototyping, albeit limiting. It 
was very useful for quickly converting my paper prototype into a digital format. The tool 
was also good to give the prototype a uniform feel, with its pre-loaded icons and 
functionality. The hardest part of using Balsalmiq was its functional inflexibility. I 
wanted to do some more complex workflows, such as saving variables for favorite 
events. The tool did not lend itself well for that type of functionality. 
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Prototyping with Axure - Axure was a comparatively more flexible prototyping tool. I 
was able to program functionality and save variables across screens. It was very similar 
to programming, but more GUI-based. However, I struggled with implementing complex 
functionality in a reasonably paced way. While it was possible to get functions such as 
swiping and drop-downs working, it took more effort than expected. Reusing 
functionality with slight variations, such as list view versus card view, became an 
exercise in tedium. At that point, I would have used a tool at that gives more granular 
control, such as Flash or a similar tool. Nonetheless, Axure is useful for prototype basic 
interactions across a few screens. The scenario approach as described in the Buxton 
chapter (2007a) is where Azure really shines, since you can focus on deep functionality 
on one or two screens, versus twenty. 
 
Design Evolution 
 
Design Evolution from Concept to Prototype 
 
The core idea of my design didn’t change much from inception. I was able to stay 
focused on my original issue of becoming more aware of events in the neighborhood. 
However, the manifestation of that vision changed over time. Initially, during then 
problem analysis, I settled on addressing the downtime for a third party, whom owns the 
public space, allowing the event organizer to get word out about their audience quickly. 
However, after diving into alternative design approaches and subsequently sketching 
features and brainstorming, my focus became more aligned to the experience of the 
event-goer, who is actually the most likely user of the app. 
 
Once the type of user interaction was clarified, persona development and storyboarding 
further clarified the type of user that will be using the app. Namely, a user that is 
interested in what’s going on in their neighborhood, but is not well connected in the 
community due to busyness and other obligations. After the user was identified, the use 
case was identified, and from their different functions settled, which were prototyped in 
this version of the design. 
 
Major Painpoints/Changes 
There were not many big changes once the design was settled during the design 
synthesis. However, when developing personae for scenarios, I did drop the persona of 
the older user that is not tech-savvy. I realized that users in this demographic wouldn’t 
use the app any way, so trying to craft features for their convenience would not make 
sense. I originally envisioned QR codes on flyers to bridge physical flyers with the digital 
platform, but that fell through as a required feature, since QR codes will mainly benefit 
tech-savvy users who will likely know how to use the core functionality of the app. That 
does not mean that the feature has no place, since QR code output is used in other 
contexts such as in the Nintendo 3DS. However, a major change was dropping that 
portion of the audience. 
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Appendix A – Home Page, Card View 
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Appendix B – Home Page, List View 
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Appendix C – Location Search Page 
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Appendix D – Event Details, Main 
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Appendix E – Event Details, Location 
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Appendix F – Event Details, Organizer 
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Appendix G – Favorite Events 
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Appendix H – 40-square sketches 
 

 
 


