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The Challenge:

Prentus is not receiving enough employer engagement on their platform. As a 
result, two user groups (employers and employees) are not having their needs met

Research + Design Process:

Discovery Research > Synthesis of findings > Touchpoint strategy >

Wireframes > Interactive prototype > Usability test > Design iterations

Deliverables:

Interactive prototype, findings & recommendations report, presentation

Project Overview

4



Project Goals
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Project Goals

Create a multi-touchpoint strategy 
map to guide designs that will�

�� Expand the pool of job seeker�

�� Emphasize the value of the talent poo�

�� Optimize the digital user experience

Create an interactive prototype with�

�� An enhanced version of candidate profile�

�� A feature and flow for the user to post a job 
opportunit�

�� The process of searching for candidate�

�� Methods of communication between employers 
and candidate�

�� A gamification feature
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Methodologies

� Cognitive Walkthroug�
� ATS Softwar�
� Prentus websit�

� Competitive Benchmarkin�
� Stakeholder Intervie�
� Directed Storytellin�
� Multi-touchpoint Strategy Ma�
� Low Fidelity Wireframing

� High Fidelity Prototyp�
� Usability Testin�
� Secondary Researc�

� Onboarding Best Practices 
Researc�

� Gamificatio�
� User Retention
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Cognitive 
Walkthrough
Background: Conducted task-

based usability inspection for 

Prentus’ employer portal using the 

sandbox environment

Goal: Identifying aspects of the 

interface that could be challenging 

to new users.
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Key Findings�
� Great feedback elements for field input�
� The sign-up flow was a little confusing 

towards the end with the search setup 


Recommendation�
� Allow users to create saved searches on 

the landing page as part of the 
onboarding tour

Task 1: Sign-up

Cognitive 
Walkthrough
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Key Findings�
� Opportunity to add or modify some UI 

element�
� Lack of notification or reminders on both 

employer and jobseeker portal


Recommendation�
� Develop a design system with proper 

button hover state, focused state, 
pressed state, etc�

� Create consistent push notification

Task 2: Interact

Cognitive 
Walkthrough
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Competitive

Benchmarking
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Our team conducted an audit of comparable/inspirational 
platforms to build context around conventions and opportunity 
areas in the problem space we would be working in.

We looked at 5 websites focused on jobseekers/hiring and 
information related to available tech bootcamps.

Additionally, we compared aspects of 3 applicant tracking 
systems to guage how they differentiate from one another and 
from the types of platforms listed above.

Competitive Benchmarking (Methodology)
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Key Insights�
� Goal of connecting new tech talent with tech roles�

� Consistent, engaging branding throughou�

� Customizable tools related to�

� posting, searching, tracking, communicatio�

� Consistent abilities 

Competitive Benchmarking (Key Insights)
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Directed Storytelling
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Directed Storytelling (Methodology)

� 3 participants were interviewed using a prewritten script, which adhered to 
directed storytelling protoco�

� The interviews lasted approximately 30 minute�

� The interviews were moderated and took place remotely via Zoom
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Directed Storytelling (Goals)

�� Identify details about the user grou�

�� Discover what type of information the user group looks for in applicant�

�� Understand the user group’s hiring process from start to finish, including 
order of operation�

�� Uncover the user group’s impressions of applicants who are recent bootcamp 
graduate�

�� Identify the user group’s preferred digital platforms and how they interact 
with the�

�� Uncover the user group’s pain points and values in reference to digital 
products that aid their hiring processes

18



Directed Storytelling (Participants)

Participant 1 has 3.5 years of experience in the tech industry and as a 
recruiter. 


They typically seek to fill engineering positions.

Participant 2 has been involved in hiring decisions for 4 years. They 
typically seek to fill positions for mid level or mid/senior level designers. 
They usually  work for smaller companies building teams from scratch and 
they also teaches design.

Participant 3 has been involved in the tech industry for 10 years, has been 
involved in hiring decisions for 4 years, and typically seeks to fill 
engineering positions of all levels, product managers, and quality 
assurance positions. They currently seek to hire for a start-up environment.
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Directed Storytelling (Key Insights)

Key Insights�
�� Users need to review candidates quickl�

�� Users want applicants to have a strong online presenc�

�� When reviewing candidates, users want to see specific skills rather than 
broad skills or a generalized descriptio�

�� Soft skills are often a deciding factor in hiring decision�

�� Users want to see a candidate’s professional activity continue after 
bootcamp graduation
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Secondary Research - 
Onboarding Practices
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onboarding Best Practices Research

� Keep sign up shor�

� Allow third party login�

� Spread longer onboarding forms 
across multiple screens�

� Keep it short and simple


� Provide calls to actio�

� Say thank yo�

� Allow importing of data and third 
party integrations

Key Insights:

22



Welcoming Message Best Practices Research

� Confirm sign up was successful 
with webpage redirect to 
confirmation page and email 
and/or text�

� Thank users for signing u�

� Include options for   to 
unsubscribe or limit email 
updates from the platform.

Message from the founder of the 
platform to establish credibility�

� Consider including demo vide�

� Include Customer Testimonial�

� Demostrate the benefits: Sell 
benefits not features. Tell users 
how they benefit, not about the 
tool that is helping.

Key Insights:
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Customer Retention Research

� Share Value�

� Survey current user�

� Communicate often, generate 
excitement


� Don’t sell, educat�

� Exceptional customer servic�

� Delight users with surprises of 
generosity and reciprocity


Key Insights:
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Secondary Research - 
Gamification

25



Application of digital game 

mechanics/elements into non-

gaming contexts.

Gamification

What is it?

Game mechanics

Progress bar

Points

Badges

Leaderboards

Avatars
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Effective and fun way of 
encouraging the participation of 
target audiences.

Gamification

Why is it 
important?

https://financesonline.com/gamification-statistics/

89% of employees said 
they were happier and 
more productive when 
exposed to gamification.

“disengaged 
employees cost US 
companies more than 
a half-trillion dollar  
every year”


- Finances Online

27

https://financesonline.com/gamification-statistics/


� The Four-Drive Theory is one 

way to understand human 

motivation In order to design 

an effective gamified 

experience.

Gamification

understanding 
Human 
Motivation

Four-Drive Theory

Acquire

Bond

Learn

Defend

https://hbswk.hbs.edu/archive/driven-the-four-drives-underlying-our-human-nature-driven-how-human-nature-shapes-organizations 28
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Gamification

Four-Drive 
Theory

Acquire
What is the drive to acquire�

� Humans desire to acquire material posessions, 

attain a position, or be awarded a status


Why is it important�

� Can lead to increased performance


Things to conside�

� Can lead to detrimental competitio�

� Balance unhealthy competition through bond.

Acquire

https://hbswk.hbs.edu/archive/driven-the-four-drives-underlying-our-human-nature-driven-how-human-nature-shapes-organizations 29

https://hbswk.hbs.edu/archive/driven-the-four-drives-underlying-our-human-nature-driven-how-human-nature-shapes-organizations


Gamification

Four-Drive 
Theory

Bond
What is the drive to bond�

� Humans need to find and engage in mutual 

interations with others.


Why is it important�

� Extensive research revealed that people are more 

inclined to bond with other individuals who share 

similar views and demographics�

� Bonds are generally healthy and result in workers 

supporting each other.

Acquire Bond

https://hbswk.hbs.edu/archive/driven-the-four-drives-underlying-our-human-nature-driven-how-human-nature-shapes-organizations 30
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Gamification

Four-Drive 
Theory

Learn
What is the drive to learn�

� Workplaces that foster curiosity and provide 

opportunities to explore are ideal for satisfying the 

drive to learn.


Why is it important�

� When people have a better understanding of their 

role and what it means to contribute to the greater 

goal of an organization, they will be more happy 

and more willing to take on challenges.


Things to conside�

� Works great if coupled with the drive to bond.

Acquire Bond

Learn

https://hbswk.hbs.edu/archive/driven-the-four-drives-underlying-our-human-nature-driven-how-human-nature-shapes-organizations 31
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Gamification

Four-Drive 
Theory

Defend
What is the drive to defend�

� A threat to the organization, the group, or the 

individual can trigger the drive to defend.


Why is it important�

� People must feel assured and listened to if they 

feel aggrieved or abused�

� It is important for an organization to create an 

environment that minimizes or eliminates the 

source of these threats to avoid significant loss to a 

company.

Acquire Bond

Learn Defend

https://hbswk.hbs.edu/archive/driven-the-four-drives-underlying-our-human-nature-driven-how-human-nature-shapes-organizations 32
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Why Badges�

� FUN�

� Visual affirmation of development and 

accomplishmen�

� Stimulate the will to progress, improve, and 

ultimately overcome challenges�

� Can be tailored to fit the organizational needs

Gamification

Badges

All Badges

Profile Setup hired a 
Candidate

Requested 10 
Interviews

Conducted 
20+ 

Interviews

Created 5 Job 
Posts

Favorite a 
Candidate

Added a 
design 

challenge to 
job post

Received 20 
Offer 

Rejections

Badge Level - First

Profile Setup Favorite a 
Candidate

Added a 
design 

challenge to 
job post

hired a 
Candidate

Badge Level - Silver

Created 5 Job 
Posts

Badges

Dashboard Find Talent Post Jobs Meetings

Go Back
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Gamification

Badges

User Insights

All Badges

Profile Setup hired a 
Candidate

Requested 10 
Interviews

Conducted 
20+ 

Interviews

Created 5 Job 
Posts

Favorite a 
Candidate

Added a 
design 

challenge to 
job post

Received 20 
Offer 

Rejections

Badge Level - First

Profile Setup Favorite a 
Candidate

Added a 
design 

challenge to 
job post

hired a 
Candidate

Badge Level - Silver

Created 5 Job 
Posts

Badges

Dashboard Find Talent Post Jobs Meetings

Go Back

“It gives me a short burst of dopamine, okay cool, but I 
don’t really care about it after that.” - User 2

2 of 2 users expressed disinterest in the 

badge feature. They stated that they did 

not require incentives to do their job.


Recommendation: Conduct more research 

on gamification and user research to 

understand what motivates user.
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Multitouchpoint

Strategy Map
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Phase

Current Touchpoints

Suggested Touchpoints

Follow Up EmailsWelcome Email

Onboarding Interacting Hiring

Sign Up Flow Profile Set Up

Create Search Filter

Receive Welcome Email

Source Candidate

Favorite Candidate Upload an Offer LetterSchedule and Host InterviewRequest Interview

Design ChallengesDashboard

View Enhanced Candidate Profile

Create a Job Posting

Chat / MessagingOnboarding Flow

36
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Low Fidelity

Wireframing
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Low Fidelity Wireframing
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High Fidelity

Prototype
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High Fidelity Wireframing

UX Design and Strategist
Sed ut perspiciatis unde omnis iste natus error sit 
voluptatem accusantium doloremque laudantium.

Jenny Wilson (she/her)

User Experience Designer
Excepteur sint occaecat cupidatat non proident, sunt in 
culpa qui officia deserunt mollit anim id est laborum.

Marvin McKinney (him/his)

Full Stack Developer
Duis aute irure dolor in reprehenderit in voluptate velit 
esse cillum dolore.

Esther Howard (she/her)

Bookmarked Talent

Calendar

Stakeholder Meeting

10:00-10:30 AM

1st Round React

Interview with Esther Howard

10:00-10:30 AM

1st Round React

Interview with Jacob Jones

10:00-10:30 AM

1st Round React

April

16

April

19

April

20

Badges

Connect to 
ATS

Profile Setup Created 5 Job 
Posts

Requested 10 
Interviews

Ut enim ad minim veniam, quis nostrud exercitation ullamco laboris 
nisi ut aliquip ex ea commodo consequat.

Lorem ipsum dolor sit amet, consectetur adipiscing elit, sed do 

eiusmod tempor incididunt ut labore et dolore magna aliqua.

Notes

My Saved Searches

UX Researcher 7 matches

UX Designer 4 matches

Senior UX Designer 2 matches

Software Engineer 8 matches

Seekers

2K
Hired

300
Accepted

2K

Talent Stats

CustomizeDashboard

Dashboard Find Talent Post Jobs Meetings

Nam libero tempore, cum soluta nobis. Apr 11

Similique sunt in culpa qui officia deserunt. Apr 10

Create Profile Apr 2

Add taskTasks (3) All Tasks

Dashboard Find Talent Post Jobs Meetings

Recommendations


Kathryn is a great team member. She is contientious and very hard working.

Minneapolis, MN
UX Designer and Researcher

Jenny Wilson (she/her)

I had the opportunity to work with Kathryn on a few projects and appreciated her work ethic, 
good communication skills and positive attitude.


Minneapolis, MN
User Experience Designer

Marvin McKinney (him/his)

Additional Skills

See all skills

Graphic Design Adobe Creative Suite Axure

Usability Testing Interviewing Human-centered Design

Primary Expertise

User Interface Design User Experience (UX) UX Research

User Experience Design Figma Sketch

See all skills

Values

Work/Life Balance Opportunities to learn Supportive

Team Collaboration Integrity Communication

Short bio text. Minim mollit non deserunt ullamco 
est sit aliqua dolor do amet sint. Velit officia 
consequat duis enim velit mollit. Exercitation 
veniam consequat sunt nostrud amet

UX Designer and Researcher
She/Her

Kathryn Murphy

Lives in Minneapolis, MN


Authorized to work in the United States.
www.KathrynMurphy.com

Resume

Profile

Amet minim mollit non deserunt ullamco est sit aliqua dolor do amet sint. Velit 
officia consequat duis enim velit mollit. Exercitation veniam consequat sunt 
nostrud amet�

� Lorem ipsum dolor sit amet, consectetur adipiscing elit�
� Sed do eiusmod tempor incididunt ut labore et dolore magna aliqua�
� Ut enim ad minim veniam, quis nostrud exercitation ullamco laboris.


Nisi ut aliquip ex ea commodo consequat. Duis aute irure dolor in 
reprehenderit in voluptate velit esse cillum dolore eu fugiat nulla pariatur. 
Excepteur sint occaecat cupidatat non proident, sunt in culpa qui officia 
deserunt mollit anim id est laborum.

Minneapolis, MN
Dec 2021-Present

Acme Health Insurance
User Interface Designer

Amet minim mollit non deserunt ullamco est sit aliqua dolor do amet sint. Velit 
officia consequat duis enim velit mollit. Exercitation veniam consequat sunt 
nostrud amet�

� Lorem ipsum dolor sit amet, consectetur adipiscing elit�
� Sed do eiusmod tempor incididunt ut labore et dolore magna aliqua�
� Ut enim ad minim veniam, quis nostrud exercitation ullamco laboris.


Nisi ut aliquip ex ea commodo consequat. Duis aute irure dolor in 
reprehenderit in voluptate velit esse cillum dolore eu fugiat nulla pariatur. 
Excepteur sint occaecat cupidatat non proident, sunt in culpa qui officia 
deserunt mollit anim id est laborum.

Minneapolis, MN
Dec 2021-Present

Company Info
User Interface Designer

Experience

Start a conversation

SendSave Draft

Hi Kathryn,



I’d love it if we could set up a 
time to chat with you about your 
career plans.  Please feel free to 
pick a time on my scheduler on 
Tuesday or Thursday next week.



Thanks!

Schedule an Interview

Job title

Location

Base Salary

Equity

MM/DD/YYYYDate

Length of interview (minutes)

AM to AM

Range of Availability

Write your message to talent here.

Send

Go Back Figma Prototype used during user testing.

40

https://www.figma.com/file/E4TVpTasMkJKaam5uOJCDg/?node-id=51341%3A4962


Usability

Testing

41



Usability Testing (Methodology)

� 2 participants were interviewed using a prewritten script, which contained 
think aloud usability testing and comparative testing protocol�

� The interviews lasted approximately 30 minute�

� The interviews were moderated and took place remotely via Zoom
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Usability Testing (Goals)


�� Evaluate the degree to which the product meets the user group’s needs, 
particularly in reference to�

�� Candidate profile�

�� Gamification feature�

�� Job posting user flow and conten�

�� Candidate search capabilitie�

�� Communication with candidate�

�� Identify whether the product feels intuitive to navigate and understand, and 
pinpoint areas for improvemen�

�� Discover the user group’s first impressions of the product

43



Usability Testing (Participants)

Participant 1 is a Lead Product Designer who has been 
involved in hiring decisions for four months. She does not 
often interview with tech bootcamp graduates.

Participant 2 is a UX Designer who has been in charge of 
formal hiring decisions for a couple months, but has 
previous experience in the area. He interviews junior tech 
bootcamp graduates about once a week.
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Usability Testing (Key Findings)

Top Constructive Findings�

�� Users expressed a need to 
leave notes as part of a larger 
candidate tracking system�

�� Users expressed interest in a 
tool that makes scheduling 
easier�

�� Users were unsure whether 
text input fields in the job 
posting modal were required.

Top Recommendations�

�� Build an applicant tracking 
feature�

�� Integrate the scheduling tool 
Calendly into the platfor�

�� Indicate which fields are 
required in the job posting 
modal.

Top Positive Findings�

�� Users appreciated the ability 
to save drafts and templates 
of job postings�

�� Users liked the presence of 
the dashboard page, and the 
ability to customize it�

�� Users found search filters 
helpful.
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Conclusion

46



Conclusion

Prentus has been doing amazing work with jobseekers and schools/
bootcamps up to this point, and there is an real opportunity to extend 
the experience for hiring managers and recruiters.  

Throughout our entire research and design process, we aimed to keep 
the hiring manager/recruiter user group at the center of our efforts. We 
produced a set of key findings and prototyped design concepts that 
we feel will help improve their experience.



By increasing the perceived value of the talent pool through an 
employer-facing dashboard, updated candidate profiles, and a 
streamlined onboarding process, we are confident Prentus will see an 
increase engagement and retention on the platform. 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Next Steps
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�� Iterate on the designs to better suit user expectations, then 
conduct another round of user testing to gain more insights.�

�� Develop more gamification features and test them with users.�

�� Build an applicant tracking feature within the website. 

Next Steps
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