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1. Team Member Names & Roles 
Based on the difficulty level of each portion of our design project and each member’s prior 
programming experience, the following is a summary of how we divided the technical and non-
technical work among team members:   
 
Adeel - Design HTML (Codiqa), Final Application Testing & Final Report 
Minhaz - Design HTML (Codiqa), Final Application Testing, Final Report & Final Presentation 
Mohamed - All Major Coding (HTML,JS ,PHP & MySQL), Application Testing & Final Report 
Scott - JQueryMobile Datebox Plugin, Application Testing & Final Report (Including Final 
Editing)  

2. Problem & Solution Overview 
We purpose a solution that overcomes the difficulties that current ridesharing services have at 
fulfilling the needs of all types of commuters in urban areas.  Current services are primarily 
designed to meet the needs of people who follow a fixed commute schedule.  For instance, it is 
not possible for a commuter who has an atypical schedule to post his or her commute schedule in 
advance in such services.  This denies a commuter the ability to share or request rides.  
Consequently, our solution is a feature called “Instant Ride” that allows for last-minute 
carpooling.  By last-minute carpooling we mean the ability to offer or find a ride with little 
notice prior to one’s ride time.  In approaching the problem, we identify smartphone users as our 
target demographic because we assume the user does not have access to a desktop computer 
when looking for an instant ride.  To make the ride sharing process most convenient, we plan to 
use a smartphone’s GPS to access its current location via a GeoLocation API.  We also wish to 
limit the number of ‘clicks’ or user interaction required to find or offer a ride by utilizing user 
conceptual models.  Furthermore, a user must login to ensure security and user satisfaction since 
an account is required to review previous rides. 

3. Three Representative Tasks 
Throughout our design process, we tested three tasks that we consider representative of how a 
user will utilize our application.  Below is a quick recap of these tasks with their difficulty level 
and task type as either anew or existing task: 

Task 1: Instant Ride (Find a Ride Instantly) 
This new task allows a user to find a ride to his or her destination within only a few hours of 
requesting the ride.  We consider the feature easy to perform, as it is available from the home 
screen.  Because the feature is designed to be used without prior planning, we think it is 
comparable to finding a taxi on the go.  This is a featured task for casual carpoolers and a search 
feature in our application.    
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Task 2: Offer a Ride (or Share/Post a Ride) 
For the second task, we utilize an old task of hard difficulty.  This task enables users who travel 
with their own vehicles to offer rides to other people.  In order for other people to search for 
rides through the application, the driver must post his or her ride details in advance.  The ride 
details include the driver’s current location.  It also includes the distance the driver is willing to 
go out of his or her way for potential passengers. 

Task 3: Get a Ride (or Find/Search a Ride) 
This existing and moderate task will help the user find a ride from his current location to another 
specific location, but it necessitates trip planning.  The user enters his or her current location and 
then specifies his or her desired travel location.  From there, the person sees a list of results and 
selects the desired share ride that fits his or her needs. 

4. Interface Revisions 
Following is the summary of additional changes made our final hi fidelity prototype:  
a. Reduced total no of screens from 18 to 9 - To simplify design and keep user focus on 
functionality (three representative tasks). Below is the list of screens eliminated along with the 
reasons: 

• B1 - In case of no search results, application will take the user to Get a Ride screen with a 
refine button instead of get a ride button. 

• B4 - In final application, “ride request placed” message will be displayed in B3  
• C2 - More Options-1 screen is incorporated in the bottom of C1 screen  
• C3 - More Options-2 screen is incorporated in the bottom of C1 screen  
• C5 - In final application, “ride posted successfully” message will be displayed in C4  
• D2 - In case of no search results, application will take the user back to D1 (Get a Ride 

screen) with a refine button instead of get a ride button. 
• D5 - In final application, “ride request posted” message will be displayed in D4  

b. Added a New rate the ride experience feature (in A1). Refer Appendix-I 
c. View Fav Location & Search settings features have been added in setting (A2) screen. Refer 
Appendix-I 
d. Added a New Screen (A5) - To get user reviews after ride experience. Refer Appendix-I  

5. Prototype Overview 

5.1. Overview of Implementation 
Below are examples of the interface designs that we have successfully implemented for our 
project. A few minor features could not be implemented because of time constraint; likewise, 
these un-implemented features are discussed in detail in section below.  Due to space limitation, 
snapshots are grouped together in pair of three in this section. These snapshots are also included 
in Appendix-II.  
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A1, A2 &A3 (from left to right) - Screen Snapshots 
 

 
 

A1 – Home 
This is the main page of our application with access to three representative tasks of our 
prototype, Find Instant Ride; Offer a Ride & Get a Ride. In addition, it also has a header with 
two options, home button (on the left) and settings button (on the right). This header design is 
consistent throughout the 12 pages of our application prototype. There is also a notification 
section to let the users be informed about rides that are of interest to them. One new option has 
been included in this section to let the users rate their ride experience. To use settings options 
and three representative tasks (except offering a ride), users need to login to use these features.  

A2 – Settings: 
This page is a set of existing and new options.  In addition to our previous settings of add a 
favorite location, Account Profile and notifications are existing features of our design, we also 
added view favorite locations and search settings. 

A3 – Add Location 
This screen help users add their favorite locations (both current and destination), so that while 
using this application later on, the system automatically fill up search fields for them to speedup 
their ride quest. 



Page | 4  
 

A4, A5 & B2/D3 (from left to right) - Screen Snapshots 

 
 

A4 – Login 
Login screen has been implemented in our final prototype, with the exception of sign up and 
forgot password options. 

A5 – Rate Ride Experience 
This is a new feature to take users rating feedback about their recent ride experience.  

B2 (Instant Ride – Search Results) / D3 (Get a Ride – Search Results) 
Our application will display detail results for both instant ride (B2) and get ride (D3) tasks. Both 
are mentioned here because these pages of our app are similar to each other. Rating option 
mentioned above will be included along with search results here to guide prospective users of 
our application about the rating of available rides. 

B3/D4, C1 & C4 (from left to right) - Screen Snapshots 
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B3 - (Instant Ride – Result Details) / D4 (Get a Ride –Result Details) 
This page will display details of ride (for both B3 & D4), which is selected by the user from 
instant ride, and get a ride search result pages. Both are mentioned here because these pages of 
our app are similar to each other. 

C1 – Offer a Ride 
This page will help user offer (post or share) their rides to prospective passengers. It offers 
entering of start/destination addresses and data related to trip date, time, price & no of seats. It 
also provides more options to be selected before posting ride, like: trip time & frequency.    

C4 – Offer a Ride – Review 
This page will let the user review details of their ride before it would be posted. Their is a back 
buttons available in this page to facilitate going back to previous screen and in helping user make 
any changes to data ride sharer just entered.  

D1 – Get a Ride 
 

 
 

This page will help user to get (find or search) for a ride. This page offers entrance of 
start/destination locations and other data related to trip date & start time. It also has other options 
to help user customize its search by selecting miles for both start and destination locations. 

5.2. Storyboards of Scenarios for Three Tasks 
The following are scenarios for three representative tasks of our prototypes.  The storyboards are 
illustrated in Appendix-IV.    

Task-1: Instant ride (or Find Ride Instantly) 
The user is in a rush to go somewhere and has no travel arrangements at his disposal. The user 
tries to figure out a way that could help him find people who are near to his current location and 
are also traveling towards the destination he desires. In the home page of Smartwheelr app., the 
user will quickly identify “Instant Ride” option (due to its central upper location) and type in his 
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desired location. After entering destination and pressing find, the user will arrive at a list of 
results showing people near his current location, the cost of the trip and the time when they are 
leaving. The user then selects a result that matches his need and also sees a map overview of the 
trip. He then places a ride request and receives a confirmation on the screen. Please refer 
Appendix-IV for storyboard depiction of task-1. 

Task-2: Offer a Ride (or Post/Share a Ride) 
For the task-2, the user will now act as a driver and try to offer a ride. This involves the user       
clicking “Offer a ride” button in the home screen and then entering the start address and 
destination addresses. After that, he would enter number of available seats with him and enter 
price for each seat. He also has to decide if the ride would occur once or would it recur and if the 
ride would be a one way or a two-way trip. Please refer Appendix-IV for storyboard depiction of 
task-2. 

Task-3: Get a Ride (or Find a Ride) 
For task-3, the user will try to find a ride by clicking “Get a ride” option in the home screen of 
SmartWheelr. This function differs from the instant ride function in that the user needs to plan 
his trip in advance for such a ride. After clicking on “Get a ride” function, the user enters his 
start and destination location and which time he wants to depart.  He then clicks the search 
button and picks a desirable ride after scrolling through a variety of results, if his desired ride is 
available.  Next, a screen will appear to confirm that the ride has been selected. Please refer 
Appendix-IV for storyboard depiction of task-3. 

5.3. Tools Used 
The following is a brief description of tools we selected and used to build a hi-fidelity prototype 
of our mobile application.   

 
Codiqa: Codiqa is an interface-building tool for jQuery Mobile.  We started working on our 
project by using Codiqa to transfer all 18 of our application’s screens interface designs from  
 
Balsamiq. The transfer process from Balsamiq to Codiqa was relatively quick and helped us 
implement our envisioned user interface designs effectively in final prototype.  
 
HTML, Javascript & CSS / PHP & MySQL: These tools helped us write both client-side  
(User-facing) and server-side (back-end) scripts.   Due to the advanced programming skills of 
some of the group members, this combination helps to quickly implement our App’s 
interface designs.    
 
Web API: We incorporate the Geolocation API to add convenience to our application 
design, as the feature helps users locate their current location automatically and therefore 
ensure speedy application functionality and a reduced task activity time. 
 
JQueryMobile Plugin: Using this plug-in we added a date-picking calendar to our 
application design to let our users in select trip dates more easily select dates without having 
to type in month, day, and year manually. 
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GitHub:  GitHub is a free coding collaboration platform that allows us for remote 
collaboration and version control.  Version control allows people to work on several branches 
of the code and later merge these branches into the final code.  Git control also ensures that if 
we make any errors in our code that prevents certain functions from performing properly, we 
can easily revert to where the code was working properly. 

 
Overall, our selection of these tools helped augment our ability to achieve our project’s goals on 
time. These tools also provide us with a unique opportunity to have hands on experience and 
allow us to apply some of course programming concepts in actual application. 

5.4. Un-Implemented Interface Design features: 
The following is a list of minor design features that we did not implement due to time constraint. 
Conversely, not implementing does not affect the performance of our three representative tasks.  
 
Refer Appendix-III for sketches and prototype snapshots of all non-implemented design features 
       

a. Login Screen (A4) – Sign Up & Forgot Password 
b. Settings (A2) - Account Profile / Notifications / Search Settings  
c. Offer a Ride (C1) – Date Picking Calendar 
d. Instant Ride – Result Details (B3) / Get a Ride – Result Details (D4) – Trip Route Map 

5.5. Technical Skills Learned  
In addition to gaining in-depth knowledge of interaction design principles, methods, tools and 
techniques throughout the course work, we, as a group, learned a better understanding of the 
object-oriented programming side as well.  While some of us are already proficient coders, 
others are not quite as familiar, as such this project allowed each of us to learn from each other 
and especially during the building of this prototype application.  As per project requirement, the 
following is a brief description of the technical learning targets set at the outset of our project for 
each team member and the outcome of those targets: 

Adeel 
For this project, he was in charge of transferring designs from Balsamiq to Codiqa and to 
manipulate and finalize the resulting basic design HTML codes that other group members could 
use later for advance client and server-side scripting.  

Minhaz 
For this phase of the project, Minhaz’s goal was three folds: exploring prototype development 
tools like Codiqa, understanding the role of HTML and CSS in HTML5 based mobile app 
development and learing and advanced javascript based library like jQuery. Creating, editing and 
finalizing prototype screens in Codiqa met the first goal. The second goal was also met while 
evaluating different screens and providing feedback for adjustment of elements.  However, due 
to his limited background in JavaScript, he was not able to catch up with the entire javascript 
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coding of the project and could not finish learning about jQuery to implement it in a practical 
scenario. 

Mohamed 
Mohamed learned to use jQuery Mobile UI, though initially it seemed easy to use the jQuery 
Mobile UI initially, he learned that there are still certain things that he needed to understand to 
successfully utilize the framework. For instance, by default jQuery Mobile UI loads all pages 
other than the first page through AJAX and it does not load any header including the JavaScripts 
of the rest of the pages and the default window load event does not trigger.   

Scott 
For Scott’s desired goals, he wished to build upon his understanding of jQuery by implementing 
a jQuery Mobile UI calendar plug-in and ensuring the fluency of the final report.  After much 
trial and error, he successfully implemented the jQuery plug-in.  He took advantage of jQuery’s 
documentation when he needed assistance and the resources of Stack Overflow when jQuery’s 
documentation was either lacking or confusing.  

6. Final Project Conclusions 
Overall, with the limited amount of time we had for the project, we felt our design succeeded in 
utilizing many of the skills we learned throughout the semester such as usability testing and 
design heuristics.  For our design, we went through numerous iterations from our five different 
sketches to our high fidelity prototype. In each iteration, we set a goal to continuously improve 
upon our design from the previous iteration to make our design as easy to use as possible.  Next, 
we made a lo-fidelity draft in Balsamiq and after performing several usability tests we reiterated 
upon that design to create an improved lo-fidelity prototype.   
 
If given more time, we would be able to test our actual prototype on users and therefore be able 
to identify any issues in our prototype.  This would further enhance the quality of our product.  
Limited timing also prevented us from solving issues with our program being unable to 
successfully validate form data if a user does not correctly fill out all the required information; 
however, such function does work in the desktop version of the Google Chrome web browser. 

7. Design Recommendations 
 

a) The first step would be to complete several planned screens including View My Fav 
Locations, User Profile Creations, User Profile Display, View Event Details etc. Though 
these screens do not directly affect the tasks, these would be vital for the user in a regular 
usage scenario. 

 
b) The designs need to be reiterated so that users do not need to scrolls in most of the 

screens. The most common options and controls should be visible in one screen and 
additional options should be included in a collapsible style section. We predict that if the 
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user does not need to scroll in most of the screen, that should reduce user fatigue, user 
mistakes, time to complete tasks and lead to increased user satisfaction. 

 
c) The “My Fav Locations” feature should be completed. This will enable users to save their 

frequent locations like “Home”, “Office”, “School” etc and then just type in the name of 
the location rather than the entire address while offering or getting a ride. This will 
reduce typing effort for the user. 

 
d) In order for this project to be a financially viable one, a transaction system between users 

needs to be built-in where the site can take a certain percentage of each transaction as a 
fee. This will have design implications in existing screens as well as in backend.  We 
could potentially use PayPal or Stripe as the payment mechanism because both services 
only take a small percentage of the overall transaction.   

8. Design Process Reflections 
Throughout our design process, we learned many different techniques to improve upon our 
designs through usability tests to reiterative design.  What we initially thought to be the correct 
way to design and word items can actually turn out to be the wrong or inappropriate means of 
doing such.  For instance, many of our items related to time were unclear to the users we tested 
and therefore had to be changed in our next design iteration.  One user also did not fully 
understand the main feature of our application, Instant Ride, and in our subsequent redesign, we 
made sure to clarify its purpose and give it better positioning on the home screen. Without 
having performed any usability tests, our application would probably have potential user issues 
that we would never have seen until the release of our application. The test allow us to save 
development time from having to modify our app’s interface after we had begun to hardcode it. 
 
Nevertheless, there are a few things we would have preferred to have covered more closely such 
as giving the user more realistic scenarios similar to a contextual inquiry with the application.  
Our issues with contextual inquiry in the first portion of the project hampered this area and we 
had to use our own best judgment for creating realistic scenarios.  We also did not cover if a user 
needs to make less minute changes to his or her travel plans. 
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Appendix-I: Illustration of Design Changes 
Home (A1) - Addition of Rate Feature  

 
Settings (A2) - View Fav Locations / Search Settings 

 

 

 

 

 

 

 

 

 

Rate Experience (A5) – New Screen Added 
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Instant Ride (B2/D3) – Search Results 
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Appendix-II: Prototype Screen Shots 
 

A1 – Home 

 
A2 – Settings 

 
A3 – Add Location 
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A4 – Login 

 
A5 – Rate Ride Experience 

 
B2 (Instant Ride – Search Results) / D3 (Get a Ride – Search Results)  

 
 



Page | 15  
 

 

 

 

 

B3 (Instant Ride – Result Details) / D4 (Get a Ride –Result Details) 

 
C1 – Offer a Ride 

 
C4 – Offer a Ride – Review   
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D1 – Get a Ride 
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Appendix-III: Snapshots of Un-Implemented Features 
Login Screen (A4) – Sign Up & Forgot Password 

 

 

 

 

 

 

 

 

 

 

Settings (A2) - Account Profile / Notifications / Search Settings 

 
 

Offer a Ride (C1) – Date Picking Calendar  
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Instant Ride – Result Details (B3) / Get a Ride – Result Details (D4) – Trip Route Map 

 

 

 

 

 

 

 

 

 


