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Executive Summary

Discovering the Problem

Diving deeper with research

Prototyping and user testing

Base survey
In order to gain general 
information about our topic. 
Our team created a large 
survey about a participant’s 
experience in their current 
jobs as a result of their 
training. We looked into self 
rated job preparedness as 
well as engagement.

Our  became 

.
audience entry 

level workers aged 18-29

Developing 
Implications
More graphs were created, 
but these were the most 
significant findings. Other 
inquires found that the 
difference in an extroverted 
worker and an introverted 
worker was nearly non-
existent and that the largest 
issue was creating 
engagement during and after 
an employee’s training.

Problem 1
User training must be completed at designated 
work stations.

Problem 2
Training alone does not give entry level 
employees total confidence to work alone.

problem 4
Workers are left with unanswered questions 
that online training does not cover.

problem 3
Online training is repetitive and can feel like a 
chore to employees.

Synthesized Hypothesis
From our research, we believe that introducing an 
interactive version of new employee training, will 
improve engagement and confidence across all new 
employees aged 22-29 by decreasing the perceived 
repetition and boredom found in current digital and 
physical training.

Journey maps

Solution ideation

Personas

interviews
“It taught me what I need to know.”

“I enjoy the online interactive videos”

“Clicking through power points gets the job done, but doesn’t prepare 

you for working at your specific location with your specific coworkers.”

“7 days is far too short to learn all that was required in a job with that many variables.”

Our team conducted five entry interviews with individuals in our target 

audience. Each of our interviewees were asked the exact same questions 

while a second team member acted as a note taker for the interviewer. 

These interviews took place both over zoom and in person depending on 

what was most convenient. From our interviews we then moved on to 

develop potential personas for our future solution.

From our interviews our 
team developed 
personas that 
highlighted key pain 
points and desired tasks 
that aligned with the 
participants from our 
interviews. 

From here our team developed a main 
journey map of what the first few weeks of 
employment for an entry level employee 
looks like. Developing one journey map after 
weeks of research proved to be a challenge, 
but after deliberation my team had come up 
with a adequate visualization of the first 4 
weeks a new employee must go through. We 
stringently detailed each curve, pain point, 
and marked the potential groups involved at 
those stages in the process.

Early stage journey maps that I and a teammate created in order to visualize what we felt was the most or least painful point of 

the early employee process.

This is a mapping exercise my team conducted. After all the previous steps it was time to 

start generating ideas, but first we needed to narrow down what needed to be solved 

and how we could do it. 

And this is an effort impact matrix where our team combined all of our potential solutions and weighed the potential impact said 

solution would have, as well as how much effort it would take to be put in place. Each member stamped the ideas they felt they 

would most want to carry on with and the dotted box outlines a target area of what our team felt would be most effective to move 

forward with. 

This is the part most UX designers live 
for. From our research we marked 
potential opportunities and important 
pain points mentioned by our interview 
participants. From there we moved to 
listing ideas for potential solutions. 
Solutions were then measured by what 
our team felt the overall impact of the 
solution could be and how much effort 
it would be for companies to implement 
it.

At this stage the idea was mostly ambiguous, but our team felt it was important to build something that 
would be relevant to the employees of Starbucks. 

The Idea
Building a digital assistant that can keep employees up 
to date in any location at any time about current training, 
shop status, and more.

These were my prototypes that I made for my team. The 

other 3 members in my team also created 20 screens for 

a group total of 80 low fidelity prototype screens!During the early stage of prototyping I was gearing towards 
incorporating AR to enable users to learn the Starbucks kiosk from 
home. There was also a learning system with completion badges 
and profiles. 

After combining our initial designs our group streamlined our 
digital based solution to fit each part of this flowchart. 



Users would start on a home page where they would then navigate 
to a device they want to learn about or work with. From there they 
would be given options to learn about the device or something 
else. For the time we called this the “service” and “learn to use” 
split. 



We felt this flowchart kept out much of the extra, less important 
functions of the application and left more room for us to focus our 
efforts on building a real and feasible app that would be helpful in 
the long run.

Flowchart

Objective: Find potential problems with the entry level employee experience from this data.

Low fidelity prototyping

mid fidelity prototyping

mid fidelity Testing Results - 1

mid fidelity revisions

mid fidelity Testing results - 2

5 Cup Coffee Machine 

Brew Guide

Step 1

Place the coffee maker on a clean, flat, and 
stable surface.

Open the lid (1) and 
place the filter basket 
(12) into the filter 
housing. (fig. a)

Mark as Done

9:41
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Favorites
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Welcome back!

Let’s get to work
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Employee 4: 10/24/22

Notes:

Notes:

Notes:

Notes:

Notes:

Employee 2: 8/15/22

Employee 4: 7/28/22

Employee 3: 6/05/22

Employee 4: 5/17/22

Instructions

Service
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NOTE: Do not immerse the power cord with 
plug (6) and appliance into water or any other 
liquids(ill. r).

- Do not use abrasive cleaners, steel wool or 
scouring pads (ill. s). Dry all parts 
thoroughlyafter cleaning, before using or 
storing the appliance. Ensure that no water 
enters the appliance.

• Clean the appliance and keep warm plate (8) 
with a clean, slightly damp cloth.

• Clean the carafe (14), filter basket (10) in hot, 
soapy water. The carafe is dishwasher safe.

• To remove stains from the carafe (14), fill with 
hot water and add baking soda or mildcleaning 
agent. For stubborn stains, leave to soak 
overnight.

• Clean all part of the appliance after each use.

NOTE: Always clean all parts that have come 
into contact with food immediately after use 
andbefore storage.

- Dry all parts and surfaces thoroughly before 
use. Make sure that all parts and surfaces 
arecompletely dry before connecting the 
appliance to a wall outlet.

- Do not dry the inside of the water tank (3) 
with a cloth, as lint may remain.

Cleaning History

Service

img

Catch Tray Grounds Drawer

Learn how to use this device

View scheduled service





Parts

5 Cup Black Coffee Maker
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Search

The navigation bar was later removed

The original mid fidelity prototype consisted of 
16 screens and 4 scenarios of use. The main 

screen types being: Search, Device, 
Troubleshoot, Clean, Learn, and Help

The cleaning page was largely my responsibility. 
In its early stages it lets employees mark notes 
about their cleaning and automatically adds the 
date the cleaning was complete. The 
instructions tab was difficult for users to read 
and this design left a lot to be desired in the 
eyes of our users.

 Conducted research at all stages of the 
project.

 Led idea discussion during solution 
finding phase.

 Created paper prototypes and tested 
with potential users.

 Helped develop digital prototypes using 
Figma at each stage.

 Represented the core beliefs of users in 
early stage discussion.

 Communicated effectively with team 
members about deadlines and project goals.

 Learned new skills in Figma for the use of 
this project.

 Quality checked files before final 
submission.

 Led prototyping in the final iterations of 
the project.

 Followed team design and branding 
guidelines.

My Role Researcher Data analyst UI Designer Interviewer UX Designer

With our first round of testing we measured 5 Key Performance Indicators (KPIs)

 Task Success Rat

 Time on Tas

 User Error Rat

 System Usability Scor

 Net Promoter Score

In this first test. We felt that there were many aspects left to be improved, but 

because this was our first test with strict KPIs for the project, this served as a 

great benchmark. The NPS score was very high despite a near low fidelity 

prototype, so our team assumed this number would likely not remain as high in 

coming tests. 

Changes made before the second 

phase of mid fidelity testing were 

smaller for most pages. The bottom 

navigation bar was completely 

removed and with it the profile pages 

were discontinued. The Service page 

(far most left) re-arranged the buttons 

in order to prioritize notifications like 

you would see on other applications. 

Device (most near) gained actual 

images of the device and real text.

The cleaning page went through a 

massive revamp. Users were highly 

confused with what to do on the clean 

page. I made it so now users were 

presented with a calendar that would 

visually log previous cleanings through 

marks on each date. Calendars clearly 

correspond to devices scanned via a 

uniform title and subtitle at the top. 

Users can add cleaning for any day, not 

only the current date.

Compared to our first run, this test got much more honest feedback in our NPS 

scale as well as system usability scale. Users were timed for each task 

individually rather than for their entire experience. These findings will later help 

refine the high fidelity prototype and locate pain points.

High Fidelity Prototype

Overall our team did an amazing job getting these screens together. 

In the prototype there are a lot of animations between screens that 

massively help the flow of the application feel real and responsive. 

The final prototype had over 25 screens including the variations 

used to create new cleanings or see old ones. Color was a large step 

as it began to add a sense of starbucks to our otherwise planeless 

app. The cleaning feature served as a great way to ensure users 

interact with the application often as now they have a way of 

directly communicating with one another for the status of the kiosk 

or store. This adds a level of accountability to the team as members 

can see which employee cleaned which devices most recently and 

whether or not the cleaning had been verified and approved by the 

manager on staff. The learning module is brief and to the point as 

we understood that Starbucks is a VERY FAST environment that does 

not leave a lot of time for users to watch a 30 minute video or 

lesson in order to figure out what they need to do. This app can be 

used on its own, but is intended for those situations when the 

supervisor and higher ups are unable to come to the entry level 

employee’s help, whether that is due to the amount of foot traffic or 

if they are on vacation. The app gives employees a quick way to find 

solutions without having to search by hand through google for 

better results.

HI fi summary

With every project there will always be further opportunities to 

develop or iterate. I think some screens in our final project are much 

stronger than others. I think some utilities such as the troubleshoot, 

help, and home pages could have used a little more development, 

but in the end I am satisfied with what my team and I were able to 

prototype and present. 

Opportunities

The cleaning function was 

something I was solely 

responsible for on the project. It 

made the most amount of 

changes and ended up being the 

focal point in most of our class 

discussions. I had to develop a 

date picker component by hand 

and came to many issues 

throughout the process with 

having a pop up correspond to 

when a user selects any possible 

date. I think this final iteration is 

extremely strong at giving the 

users what they need to know in 

the least confusing way.

Cleaning

My work

Here users can click on a 

highlighted date to see what 

cleaning was done on that day. If 

they want to add one, they are 

able to. As we can see in the 

screen to the left of this text 

box, when users select a date 

that does not have a shadow, it 

means that no cleaning was 

reported. Upon adding a 

cleaning the box will turn from 

white to green and the 

information will be listed out (as 

seen in the first image to the 

left). This project was my first 

deep dive into Figma and I 

learned a lot from it.

Problem

Research

Our team set out to create a digital application that would serve as a tool to help employees learn what different devices can 
do and how to fix or clean devices when they become inoperable. Corporate education has left some gaps in what users need 
to know, but because that issue is broad our group broke it down further. In mandated training, users often are bored by 
repetition of similarly taught subjects, yet those subjects become very important to the job as they move into the workspace.

Solution

Through a multitude of testing, digital research, and other UX methods, my team and I found opportunities for student 
designers to make better ways to teach new employees and help them better retain their training. We facilitated a survey that 
got well over 200 respondents as well as over 10 in person interviews and testings on our later prototypes. We created journey 
maps of our users processes as well as affinity maps and personas in order to begin building an effective solution. My team 
focused on the apparent lack of engagement found within certain training processes and inquired to find out what we could 
add or subtract from that process in order to build a better and more prepared employee.

Our team went through 5 stages of prototyping before landing on our final app design. We built a tool that will help Starbucks 
employees get help fixing a device, log their cleaning records, learn how to use a device, and many other quick necessary 
functions. The solution is based around an app that can scan any device in a Starbucks kiosk and grant that user quick and 
ready to read information about what ever they need. We kept the app simple which allowed it to be fully built out, saving the 
extra bells and whistles for later down the road should we continue the idea. The app was made entirely in Figma and uses a 
wide array of components and animations in order to represent what an end product would look like. We kept our stakeholders 
in mind whilst building this by ensuring it is easily accessible for all users, not just young tech savvy individuals. Screens give 
lots of information without confusing the user, and successfully fill the void that is left by current Starbucks training.


