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Previous Research

Section 2 of 2

About productivity tracking

><

Description (optional)

oA

Do you currently have a method of keeping track ~*
Are you currently using any productivity app(s)?

O Yes
O Yes
() No
() No
O Maybe
O Other...
O I do it on and off
O Other...
If yes, which app(s) do you use?
If yes, please elaborate Short answer text

Long answer text

What do you like about the app?

How do you work (eg: you work for 20 minute Long answer text

Name of feature

Account Login

Activity Log

Calendar integration
Checking off completed tasks
Checklist/Sub Task

collborate with other users

Desktop use/view

Due dates

Help documentation
Mobile view and use
Move/drag use
Orientation

Penalty for overdue tasks

Prediction of future tasks

Prioritize items
Reward for completed tasks
Set reminder notifications

: Sort/Hide/Filter items

Tag/label items

Timed tasks/stopwatch
List view

gantt chart view

' calendar view
“kanban view

Task dependencies
Progress

project, etc.)?

Long answer text

&-————-—1 Do you feel like there are any problems with this app or if there are any features missing?

Long answer text

Have you ever started using a productivity app(s) and stopped using it?

O Yes

Habitica

Trello

Toodledo

Asana

Teamworks Projects
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Continued Resedrch
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it © Jira Software

Projects / Website /

Active sprints

-« @

TO DO

Your work

WEE board

Projects Filters

Cnly My lssues

Dashboards

Recently Updated

People Apps

IN PROGRESS

@ (@ Boards o}

1) Board ~ Quarantine todo | %% Personal

To do Started

} Add a card Internship - Radhika
Internship - Stawdio

Covid Wire

+ Add another card

& Private

Q

@ Invite

Currently working on

Kangaroo House
Interhship - Radhika
Interhship - Stawdio

+ Add another card

Search

¢

w

Priority to Do

+ Add a card

Finished

Interhship - Radhika

Internship - Stawdio
WVisual Voyd Readme

+ Add another card

Review/Redo

L]
Drawing - Amitesh

+ Add another card







Main Concerns




> Lowered productivity induced due to COVID-19
> Concern on mental health while being productive

> Sustaining the Increase in productivity

Start the Day with ‘
—y Houseor Family

— s

> Separation of Work and Home
I
Work-Life balance

f} / \ Establish Healthy
Self-Care Habits
e P
T ——
Take a walk, but
leave your devices
at home




User Persona



Mira Chaturvedi
24 years old
Junior programmer working a fancy corporate gig.

Mira moved to Bangalore after placements. She lives with her roommate and is working from home currently.
She is also working on a side project of her own.

She has a lot of stuff going on and sometimes finds it overwhelming and hard to keep track of all the things she
wants to do

Currently just uses a bunch of sticky notes on her wall above her laptop to keep track of her tasks.

Since she works with code, she has knowledge about certain productivity applications like Jira and Trello. And
though there are good for tracking the progress of her team's project, she had realized that it does not help as
much in keeping track of her individual needs as the apps are inflexible and overpowered for one need.

She keeps finding it difficult to remain productive. Her workspace and home are one big blur. She is afraid that
this will carry on even after the lockdown is over

Needs

A unified place to track all her tasks and work

Simple and easy to use workspace

Flexible enough to meet her needs but needs minimal input
Something to help her build the habit of working regularly



Redefined Design Objectives



> Help user build a better work habit while keeping their mental health in mind
> Enabling people to learn the process of productivity if they had a slump in the pandemic

> Sustaining productivity boost for people who experienced it in the pandemic because of the
flexibility of working on their own terms and time

> App usage should give the same satisfaction as and emulate traditional means like using post-its
and journals or of scratching a task off with a pen on paper

> Make adding tasks easier, reduce the amount of work needed to use the app and make it less
cumbersome to use

> App should be intuitive and organized (reduce cognitive load)
> Make the app a part of the user habit

> Make the product fun and delightful to use



ldeation




Habit Building

> HOOKS methods
- Cue/Trigger
- Action
- Reward
- Investment

> Things like productivity has slower and long term rewards which makes it harder to adopt
> Average of 66 days needed for behaviour to become automatic

> Process
- Start small and increase difficulty slowly
- Chunking
- Finding optimum pace

> Pseudo Rewards



netflix premium for a month

vouchers

premium version of apps

not have immediate
rewards - eg For example, studies have
shown that consuming a
excercise or eating small amaount of chocolate
healthy, hence post-workout releases

harder to form into similar chemicals and
hab". neurotransmitters to those

Most addictive and that will eventually be
66 DEI)FS Avera ge destructive habits —_— released by the workout
have a built in tiset.
reward system that . =
requires little or no

input from you.

T —
Same is true fro

productivity -
therefore we should
make the user

An average of 66 days for a behaviors to beome automatic reward himself after
a successful task

R —

Along with building habits, the usage of the app should be a part of the habit in itself Cue/Triseer
g8 LINKEDIN
<RIGGER A A?\EWARQ
FOMO Digital habits Action e o
HOOK Model
Reward - i
K
ActionNY
Gamification? e
Invenstment
Habit building
Start small, increase difficulty slowly
Steps to building habits Break into chunks
Reward system necessary
Find optimum sustainable pace

competiteiveness is a positive

Satisfaction (asana, teams)

Collectibles

higher tier of apps? more features unlock

actual collab with various companies for rewards

Look at maslows heirarchy of needs Social aspects?

comparing to others is also a negative

Fruit ninja stvle cut out tasks

ATRZEer of 3 (U8, Causes
individual 1o take an action.
Triggers can be intemal or
external. Think of streng
emations like loneliness,
boredom, stress, uncertainty,
that are internal triggers and
ads, friend recomimendations,
maessages. weather that are
external riggers.

An Action or routine is what
the trigger causes a person
to do afterward. Actions on
the web can be scrolling,
refreshing, tapping, playing.
listening, liking and so on

A Reward s simply
something a person is
craving for. This can take
the form of recognition,
acceptance, joy.
competition, material and
information rewards.

T Invustment b5 what users are
prepared o do in ardar o et mora
rewarss, Hir Eyal, wiroduced Svs habii
loog adinion aher sesing how repeated

rovaprds gl up ke Linkedin
connetions, then slbe you emshy invest
mcen time in g the piatiorm,
Frvestments are for future besefies, such
s money, persanal daka, effors, tme,
socid caphtal



Gamification

> Benefits
- 80% learners claimto -67%claim itto be

learn more in a more motivational to o
game-oriented learning learn using this model — N n
model — / Ve o
) Elements __\-) e
1. High learner engagement / —

Meaningful Stories e

Immersive approach

High recall

Better retention (sticky learning)

Improved application of the acquired learning on the job

Reinforcement

Challenges that stimulate a refresh or review of primary learning resources
Practice and proficiency gain

Trigger change in thinking

© ¥ ® N O O A © N

Influence behavioral change




Gamification

Challenges
These map to the learning objectives or learning goals.

Levels
These map to the learning journey and as the learner goes through each level, it signifies a
step up in proficiency for them.

Instant feedback
This helps learners know how they are faring against their learning goals and based on this,
they can adopt the necessary measures to step up their performance.

Scores
They are indicators of their performance and are closely aligned to offering gratification as
well as a sense of accomplishment.

Badges
As the learners go through the learning path and clear certain levels, they are given badges.
These reflect affirmations for their significant achievements.

Leaderboards

They are dashboards that are used to provide a pictorial view of the overall progress-
including against others. The analytics keeps learners connected to the learning journey and
aligned to meeting their terminal objectives.

Competition
This can be leveraged effectively as it helps learners assess where they stand against other
peers or competing teams.

Collaboration
This feature not only facilitates team-building but also enables learners to leverage the
support of peers or guidance from experts to meet their goals.

Mitigate participants’
defensiveness

Reduce participants’
distress

X

Wl

Decrease barriers to
engagement

Increase
engagement with
intervention

N

Encourage retention
and repeated
engagement

of the app or
technology

Encourage usage

|\

Promote
engagement
with an
intervention

Increase motivation
to use

Create a sense of
mastery

Y

or enjoyable

Be fun, interesting,

Levels or progress feedback
Points or scoring

Rewards or prizes

Narrative or theme
Personalization
Customization

Social networking

Includes mini-game

Quests or challenges
Badges or achievements
Social competition

Social comparison
Randomness

Artificial challenge
Exploratory or open-world approach
Social cooperation
Unlockable content
Artificial assistance

o

wu
(WY
o

Encourage and
motivate intended
behaviors

Behavioral
change

Sustain behavior
change over time

Enhance an
intervention's
intended

efficiency

Intervention

x

Increase cost-
effectiveness

effects

Improve well-being

[lnterventlon efficacy

Enhance learning

l \ Complement delivery

of intervention
ingredients

Encourage attitude
change

Number of apps and technologies
15 20 25 30

w
Ul

.
o

45




Design Ideads

> Cross of done tasks - fruit ninja style (satisfaction - reward)

> More features of apps unlock after succesfull tasks?

> Look at pseudo rewards (eg. chocolate after workout)

> Soothing aesthetic so that the user isn't overwhelmed

> Badges for achievements but not a point system or leaderboard

> Step by step learning process much like an RPG which evolves



Next steps

> Use the data from above affinity to get features
> Build scenarios for persona

> Secondary persona

> Information Architecture

> Wireframes

> User journey through scenarios

> Start Ul building



Thank You



