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Abstract 

Dealership logic is an inventory management system for used cars, used by car dealerships to 

hold, sort, and apply logic to all its data, data which pertains to inventory and sales. The current 

user interface for the system is tied to traditional Web technologies designed for desktop 

machines. 

Using responsive mobile and Web technologies, the team of Darius Howard and Chris Dierkens 

will create a responsive interface that facilitates mobile utilization of dealership logic and allows 

functionality to be used everywhere in a seamless way. 
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1. Introduction 

Dealership Logic is a vehicle inventory management system. Dealership Logic provides the tools 

needed by employees of a dealership to, communicate with leads, describe necessary details 

about a car for sales listings, and track the progress of assigned vehicles from acquisition to the 

ready for sales state.  The purpose of this system is to reduce the time it takes to have a vehicle 

ready for sale. With a car, its value decreases over time. The issue is that the current system is 

not formatted for mobile devices, the UI is very complex, and the system is not intuitive. Making 

the current system simple and intuitive will not only make it useable on multiple devices but it 

will also reduce time to market inventory, and produce more productive employees. This will be 

attained by using the latest workflow technologies of the Web. 

 

2. Project Description 

Dealership Logic is a multi-platform real time, right time task management user interface that 

leverages HTML5, CSS, and JavaScript. Other more specific technologies like node.js and 

JQuery will provide the dynamic and multi-platform functionality. 

 

3. Project Objectives 

Our objective is to provide a user interface that works on multiple platforms and provides real time 

task information to the user. Tasks will be driven by roles, and the user interface will work on 

desktop computers, mobile devices, and tablets through a Web interface. A unified interface will 

also work directly with existing data used in other environments, to create client facing Web 

listings, communicate with sales leads, and retrieve accurate data about vehicles. The interface 
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must also remain as simple and user friendly as possible as to drive the user to accomplish tasks 

and reduce training time. 

 

4. Problem Need 

The current user interface for dealership logic is tied to traditional Web techniques. The current 

system is not formatted for use on mobile devices so it can only be used on desktops. The 

solution happens in the lot of a dealership and not at a desk. We plan to solve this by leveraging 

responsive mobile/Web technologies such as JavaScript, JQuery, HTML5, CSS, and node.js to 

create an interface that facilitates mobile utilization of dealership logic. For car dealerships some 

simple tasks take a number of days to complete. With a real and right time system, dealerships 

will be able to complete these tasks in a matter of hours rather than days. Providing more 

productivity and decreasing costs. 

                                                     

5. User Profile 

Users for this system include all employees of a car dealership involved with the acquisition, 

preparation, advertisement and sale of cars. These users range from: car dealership managers, 

salespeople, body shop technicians, photographers, mechanics, marketers, car dealership owners, 

IT directors, etc. The user will need basic familiarity of computers, databases, and mobile 

devices. The user will also need moderate level of experience with the Microsoft suite or similar 

applications. 

The users will need basic training for this software. Most users that will use this system will 

already have had experience with Microsoft suite or some type of proprietary software, and 
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email. Tasks and access to certain content will vary from user to user based on their role. Users 

will both view and enter information according to what their role permits. 

 

Figure 5a. Use Case Scenario
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6. Technologies 

During the project we used technologies such as JavaScript/JQuery, HTML5, CSS, and Node.js 

to create a responsive application that will be able to be used on multiple devices. 

 6.1. HTML5 

 Hyper Text Markup Language is a markup language used to develop Web pages. 

Replacing the previous versions of HTML it is designed to deliver content without using plugins, 

work cross-platform on multiple devices such as PC, tablet, or smartphone. 

 6.2. CSS 

 Cascading Style Sheet is a style sheet language to style and format HTML elements. 

Using responsive techniques and a responsive boilerplate, CSS displays HTML elements in a 

unified manner across multiple mobile devices. 

 6.3. JavaScript/JQuery 

 JavaScript is a scripting language used for Web development. It is used mainly to specify 

the behavior of the Webpage. JavaScript is now also being used in mobile development. JQuery 

is a JavaScript library that shortens development time for developers. JavaScript/JQuery also 

provides the use of Ajax calls for single page work flows.  

 6.4. Node.js 

 Node provides the interface between the client and the Web service back-end.  Modules 

such as Express serve HTML, CSS, and client side JavaScript to present the interface, while 

Request interacts with a Web service back end and retrieves JSON objects that house 
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information relevant to the application. Node is the Web service, the session store, and the data 

interface, all in one. 

7. Budget 

This is an estimated budget for someone who would want to complete this project with their own 

resources. The costs would mainly come from the different devices that would need to be tested. 

Item Price 

Apple Ipad 2 $399 

Apple Iphone 5 $499 

Android Galaxy $250 

Windows Machine $700 

MacBook Pro $1200 

Designer Approx. $25/hr 

Backend Developer Approx. $35/hr 

Web Service Approx. $20/Month 

  Figure 7a. Budget Table 

 

8. Timeline 

We initially started our project on October 14th of 2013 of fall semester and finished early 

April 2014 of spring semester. In Figure 9a shows a timeline of the spring semester. 

Everything went according to schedule with little to no problems. 
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Figure 8a. Project Timeline 

 

9. Conclusion  

The current Dealership Logic desktop interface, has a desktop driven interface that is not 

intuitive, user friendly, usable on mobile devices. The updated Dealership Logic user interface 

will provide a new simple, intuitive, user friendly interface that is accessible on mobile devices. 

The system can now satisfy the needs of the dealership employees while away from a desk, 

whether that they are in the lot dealing with a customer, or simply on the go. They have all the 

information needed for work in real time/right time. 
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