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Penrose Apps Project 

 
 

Abstract 
 
 

We propose to create both Android and iOS apps to coincide with the opening of Penrose library’s new 

building. The apps will provide wayfinding directions to materials in the stacks, the ability to browse the 

library catalog, access to the user’s library account, and information about wait times for library 

computers, as well as general information such as hours, directions, a calendar of special events, and links 

to social media. These apps will be geared towards University of Denver students, faculty, staff, and 

guests, including parents and prospective students. The apps will help facilitate the opening of the 

renovated Penrose building and welcome users back into the library. This project will be a joint effort 

between Penrose library, a class of computer science students who will develop the code for the apps, and 

a volunteer group of Library Science students who will conduct usability testing for the apps. A 

computer-science graduate student will be employed to maintain and update the apps once they have been 

launched. 

  



 

Introduction 

Today’s information flood makes it essential that the University of Denver’s undergraduate and 

graduate students master information literacy skills. A 2009 Research & Markets report states that 55.2% 

of college students sampled from 400 U.S. colleges had not approached a librarian for research help in the 

past year and 29% of students believed Google and other search engines were the best resources for their 

assignments. Connecting students with library resources and teaching information literacy skills has 

become one of the greatest challenges for academic libraries. 

When Penrose library re-opens in the winter of 2013, incoming freshman and sophomores, as 

well as graduate students who began their degree programs between Fall 2011 and Spring 2013 will not 

have experienced a full-service academic library during their time at DU. The University had 1,243 

incoming freshman enrolled in fall of 2012 and 2,520 incoming graduate students (University of Denver, 

2011a; University of Denver, 2011b). We can expect that these numbers will remain stable for the 2012-

2013 academic year, thus approximately 7,526 students will not have set foot in Penrose library when the 

new building opens. These students will need wayfinding tools to explore the new library as well as tools 

to understand what services are offered and where to get help. The Penrose library staff members want to 

welcome students who have been on campus before and during the renovation and introduce them to the 

changes in space and services.  

Approach 

In accordance with the mission of the Office of Teaching and Learning, “developing and 

supporting state-of-the-art technology and web-based applications that enhance student learning,” the 

Penrose Library Apps Project expands awareness of library services to the mobile environment, 

connecting today’s technology-loving students with Penrose library’s services, both physical and 

electronic (University of Denver, 2011c). According to the Association of College and Research Library’s 

2010 Environmental Scan, mobile apps are fulfilling an important role in higher education instruction, 

since an estimated 49% of college students own smartphones (ACRL Research Planning and Review 

Committee, 2011).  



 

The use of apps for college libraries is just beginning to emerge in Colorado. The University of 

Colorado at Boulder has a mobile app that allows students to check their library accounts, browse the 

library catalog, and even search for scholarly articles from their smartphones! UC-Denver also has a 

mobile app for Auraria Library that allows users to search for books and some articles, view their library 

account, and view important announcements, such as wildfire information during the summer of 2012. 

Library vendors like Elsevier, LexisNexis, JSTOR, ARTStor, and WorldCat are also getting on board 

with students’ mobile preferences by offering mobile versions of their products (Long, 2011, p. 267). 

Creating apps for Penrose library would support DU’s efforts to produce a high-quality education on par 

with peer and local institutions. 

The Penrose Library App Project supports the mission statement, “to provide collections, 

services, personnel, and systems that support the teaching and research programs of the University; to 

organize, interpret, and maintain those collections, services, systems; to enable the members of the 

University community to use information resources creatively, analytically, and critically toward the 

acquisition of knowledge” (University of Denver, n.d.). Penrose library Dean, Nancy Allen, stated that “in 

re-envisioning the library, … the biggest challenge confronting you and your staff” was the “need to 

support current scholarly and research practices while building a dynamic and flexible infrastructure for 

the future through good technology choices, appropriate furniture and a combination of group and 

individual study rooms. The contemporary library supports use of both digital and tangible resources, and 

that balancing of past, present and future is quite a challenge” (Chapman, 2012). Building apps to 

coincide with the library’s new space bridges the physical and electronic offerings and helps market them 

to users. 

The Penrose library apps will engage the University community in different ways. First, students, 

faculty, and staff with Android or iOS mobile devices will be able to use the apps to increase access to 

library materials and services. Second, the computer science students who develop the apps will gain 

practical experience in their field of study. Finally, students in the Library and Information Science (LIS) 



 

Program in the Morgridge College of Education will gain practical experience in conducting usability 

studies.  

Logistics 

Several University groups will work together to produce the Penrose library apps, which will be 

created in both Android and iOS (iPhone and iPad compatible) versions. Computer science students will 

attend focus groups with a Student App Advisory Board to develop use cases for the app functionality, in 

partnership with volunteer students in the Masters of Library and Information Science (MLIS) program 

(in particular, students from the student chapter of the Association for Science and Information 

Technology—ASIS&T). The computer science students will write the code for pilot versions of the apps. 

The MLIS students will conduct usability tests of the apps at two stages during development and analyze 

the data from these tests. They will communicate the feedback and changes needed to the computer 

science students. For the sustainability and continued improvement of the apps, a computer science 

graduate student will be employed part-time for two years to update and maintain the Android and iOS 

apps, using feedback from the App Feedback Questionnaire and the app usage logs to make adjustments 

as needed. The Office of Institutional Reporting will be consulted when implementing project evaluation, 

which will be included at all stages of the Apps project (see the Project Timeline). 

 
 
Project Evaluation 
 

The following metrics will be used as benchmarks for achievement of project objectives through 

usage and perceived satisfaction with the Penrose Apps. We will work with the University of Denver’s 

Office of Institutional Reporting to develop a detailed evaluation plan for the Penrose Apps Project. 

Objective Assessment Methods 
Raise awareness among current 
DU students about Penrose 
library’s services and the newly 
renovated building 

• Number of downloads of the apps 
• Log results showing number of times students used the apps 
• Penrose Program Evaluations: How did you hear about this 

event? (Number of times box is checked for the app) 
• Student mentions of the apps in reference interviews 
• Circulation staff will ask users if they have used one of the 

apps and log responses to gauge number of non-users 



 

Increase access to library 
resources for users with Android 
and iOS mobile devices 

• Log results: Are users accessing the library catalog or 
connecting to mobile versions of resources like EBSCO? 

Create a wayfinding tool for the 
renovated library building 

• Log results showing number of times students used the 
wayfinding and map features of the apps 

• Increased use of previously underutilized resources through 
higher circulation statistics (materials) and increased usage 
(computer lab use, meeting room reservations)  

Expand Penrose library’s service 
points to mobile devices 

• Number of downloads of the apps 
• Log results showing number of times students used the apps 
• App Feedback Questionnaire: How satisfied are you with the 

Penrose Apps? 
Provide a hands-on learning 
experience for Computer Science 
students 

• Course evaluation 

Give the Library and Information 
Science graduate students an 
opportunity to run usability 
testing. 

• Ensure broad advertisement of this volunteer opportunity 
over MLIS listserv, through student groups like ASIS&T 

 
Faculty and dispersing of funds 
 

Funds will be used to cover specific costs to create and evaluate the apps, buy the software 

needed to create the apps for both the Android and Apple operating systems, pay the computer science 

graduate student to maintain the apps, provide incentives for evaluators of the apps in the usability 

groups, and purchase updated software as needed to maintain the apps. The lead faculty member will be 

XXX XXXXX, the Reference Technology Integration Librarian at Penrose library. A team of faculty and 

staff will assist with portions of the creation, implementation, and evaluation of the apps. XXXX 

XXXXXXXX, Computer Science, will be in charge of the class creating the apps. XXXXX XXXXX, 

Vice Chancellor of Marketing, will be involved in promoting the new apps. XXXXX XXXXX, the LIS 

faculty advisor to the ASIS&T student group, will be involved in the evaluation process for the apps.  

Penrose Library Apps Timeline:  
January – Grant Approved 
 
January 14th – February 4th (three weeks) 
• Focus groups are conducted with an advisory board of students and use cases are developed for 

Penrose library apps; the foundation for the apps are built by computer science students 
 

February 4th – 18th (Two weeks)  
• Usability study is conducted by MLIS students and feedback analyzed 

 



 

February 18th – March 11th (three weeks) 
• Penrose library apps are revised by computer science students, based on usability study feedback 

 
March 6th-15th (one week) 
• Second brief round of usability testing is conducted and feedback analyzed, final adjustments made to 

the app coding 
 

March 18th  
• Android and iOS apps are released, marketing campaign for apps begins (email and web flyers, social 

media announcements, and print signs and flyers)  
 
Expected Opening of Penrose -- March 25th 
 
March 26 
• Penrose Apps Project moves into maintenance phase, with quarterly evaluations of their effectiveness 

via reviews of anonymized app use logs, which show when users access the app and what they 
accomplish with it.  

• There will also be monthly reviews of feedback gained from App Feedback Questionnaire (see 
Appendix A), with adjustments made to the apps from these suggestions. A computer science 
graduate student will be employed for a trial period of two years to maintain and update the apps as 
needed. 

 
 
 
 
 

  



 

Appendix A 
 
App Feedback Questionnaire 
Based in part on CU-Boulder’s Mobile Library Feedback Questionnaire  
 
1)  Why did you visit the Penrose app? 

o Specific title lookup 
o Call number/ location look-up 
o Searching on a topic 
o E-book access 
o Database access 
o Library Maps 
o Library Hours 
o Chat with a librarian 
o Phone the library 
o Email the library 
o Other, please specify________________________________ 

  
   
2)  How did you find the Penrose App? 

o Promotional signage 
o QR Code 
o Librarian 
o Library homepage 
o Promotional email 
o Instructor  
o Friend or classmate 
o Other, please specify__________________________________ 

  
   
3)  How easy was it to use the site? 
Very difficult  Difficult Average Easy  Very Easy 
1    2   3   4   5  
  
   
4)  How likely is it that you will visit the site again?  
Very unlikely  Unlikely Unsure  Likely  Very likely 
1    2   3   4   5  
  
 
5) How satisfied were you with the Penrose App? 
Very Unsatisfied Unsatisfied Neutral  Satisfied Very Satisfied  
1   2  3  4  5   
 
6)  What is your academic status? 

o Undergraduate 
o Graduate 
o Prospective student 
o Parent 
o Faculty 
o Staff 



 

o Public 
o Other, please specify___________________________________ 

  
  
   
7)  Please select your major area of study or research: 

o Arts 
o Business 
o Education 
o Humanities 
o Law 
o Sciences 
o Social Sciences 
o Other, please specify_____________________________________ 

  
   
8)  Please add any additional comments or suggestions that can help us improve the Penrose App: 
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Penrose Apps Project Budget 
 

 
Category Amount 
 
Salaries 

$16,920.00 

 
Fringe 

$514.00 

Supplies $640.00 

 
Total 

$18,074.00 

 
  



 

Penrose Apps Project Budget Justification 
 
Salaries  

• Graduate computer science student: This student will be hired at the rate of $17.00 an 
hour for 9 months of the year for two years, and will work an average of 10 hours per 
week. He or she will maintain and update the Penrose apps after their initial creation by 
the computer science class. He or she will review feedback from app users and review 
usage logs of the apps to make sure there are no bugs or errors. He or she will gather the 
feedback from these logs and propose changes to the apps as needed.  

• Stipends for faculty leads. A stipend of $2000.00 will be paid to XXXX XXXX from 
Penrose Library and $1000.00 will be paid to XXXX XXXXX from MLIS and XXXX 
XXXX from Computer Science, as faculty leads on the project. 

Fringe 
• Fringe will be needed for one graduate student worker, who will be hired as a non-

benefitted employee at a fringe rate of 1.5%, and for the faculty stipends, at a rate of 8%. 

Supplies 
• A membership with the Apple iOS Developer Program will be purchased, at $99.00 per 

year. This will provide the support, documentation, simulation capabilities needed to code 
an app in Apple’s Xcode language, and Apple Store distribution. 

• Pizza to acknowledge the contribution of MLIS students and the computer science class 
who will complete the initial coding. Pizza will come from Anthony’s Pizza & Pasta, 
$17.00 for 18 inch cheese pizza at 4 students per pizza with approximately 15 CIS students 
and instructor, for a total cost of $102.00 

• 80 coffee cards for students who participate in the Student App Advisory Board or 
usability testing. These students will be recruited from student leadership positions around 
campus. The students will assist with initial app brainstorming sessions or with usability 
testing of the apps and will receive ‘free coffee’ cards at $4.00 per card from Sodexho for 
a total of $320.00. The cards will be good for redemption at Jazzman’s or any of the 
Sodexho retail outlets on campus. 

• $20.00 in photocopying costs for 200 black & white flyers to promote the apps, to be 
posted around campus. 

 

 

 


