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The product: 

A mobile check-in app for a Art gallery 

that I designed for all the Art lovers out 

there. 

Project overview

Project duration:
I worked on this design project for a 
few weeks. 

Preview of selected 
polished designs.



The problem: 
Some people are discouraged 
from going to the galleries 
because of the long queues at the 
ticket booth, or not knowing the 
details of the exhibitions. 

Project overview

The goal: 
To have a simple app for 
booking tickets, have a more 
enjoyable time when going to 
the gallery. 



My role: 
UX/UI designer from ideation 
to final product. 

Project overview

Responsibilities: 
Conducting interviews, paper 
and digital 
wireframing creation, low/high-
fidelity prototyping, conducting 
usability studies, accounting 
for accessibility and iterating 
on designs. 



Understanding
the user

● User research

● Personas

● Problem statements

● User journey maps



User research: summary

I conducted interviews and created empathy maps to understand 
the users and their needs.

I also created personas and storyboards to highlight the primary 
pain points.

Hard scheduling, Lack of knowledge about the conditions of the 
tours and the participants, the time of the event, how it will be 

held, and the details of the events, lack of time and long queue can 
all be limiting factors for users to go to the galleries to buy tickets 
in person. However, these points can be the key to create a useful 

and delightful product. 



User research: pain points

Pain point

Most users don’t 
have the time to wait 
through long queues 
to buy movie tickets 
in person. 

Pain point

The content of the 
exhibition is not 
described in the 
announcements of 
the galleries

Pain point

The time of the tours 
is very limited and 
the information 
about them is 
confusing

Pain point

Information about 
the number of 
participants in each 
tour is not published
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Persona: Jayne

Problem statement:

[User name] is a [user 

characteristics] 

who needs [user need] 

because [insight].

Jane



Persona: Akin

Problem statement:

[User name] is a [user 

characteristics] 

who needs [user need] 

because [insight].

Akin



User journey map

Image of user 
journey map

[Your notes about goals 

and thought process]



● Paper wireframes

● Digital wireframes

● Low-fidelity prototype

● Usability studies

Starting
the design



Paper wireframes 

[Your notes about goals 

and thought process]



Digital wireframes 

[By displaying photos and 

details of each gallery, 

users can choose a tour 

according to their interest 

and desired time]

The user can 
access and 
select the 
current gallery 
program

The user can 
choose 
between future 
programs of 
the museum 
by knowing the 
details of the 
tour



Digital wireframes 

[Because some users prefer 

private tours, this section 

has been added to the 

application as a new idea]

] In this section, users 
can book a private 
tour according to the 
opening hours of the 
gallery



Low-fidelity prototype

https://www.figma.com/file/ilbJ0

WbOsk4zS1iG4DOv1T/Untitled?n

ode-id=0%3A1&t=U1Ub3jCt29JE0

dDS-1

The process of choosing a tour in 

the app is as follows. Choosing a 

tour, paying online, booking

https://www.figma.com/file/ilbJ0WbOsk4zS1iG4DOv1T/Untitled?node-id=0%3A1&t=U1Ub3jCt29JE0dDS-1
https://www.figma.com/file/ilbJ0WbOsk4zS1iG4DOv1T/Untitled?node-id=0%3A1&t=U1Ub3jCt29JE0dDS-1
https://www.figma.com/file/ilbJ0WbOsk4zS1iG4DOv1T/Untitled?node-id=0%3A1&t=U1Ub3jCt29JE0dDS-1
https://www.figma.com/file/ilbJ0WbOsk4zS1iG4DOv1T/Untitled?node-id=0%3A1&t=U1Ub3jCt29JE0dDS-1


Usability study: findings

Write a short introduction to the usability studies you conducted and your findings.

Round 1 findings

Users prefer to add the possibility of 
paying on the spot to the application

1

InsertSee a page to confirm their 
reservation finding

2

The ability to pay on site is also 
required for non-personal tours

3



● AccessibilityRefining
the design



Add the possibility of 

payment on the spot

Image of 
selected 

screen before 
usability study

Before usability study After usability study

Image of 
selected 

screen after 
usability study



Add the final booking 

confirmation page

Before usability study After usability study

This section 
did not exist in 

the previous 
design and the 

user was 
returned to 

the main page

Image of 
selected 

screen after 
usability study



● Takeaways

● Next steps
Going forward



Takeaways

Impact: 

This application helps users who want to 

choose a gallery with accurate information, 

many applications do not consider the 

possibility of personalizing the tour for 

professional visitors, that defect in this 

application has been taken into account.

What I learned:

I learned that just as it is important 

to consider specific users, the 

needs of general customers should 

not be neglected, such as a sense 

of security in paying on the spot.



Next steps

I’ll update my high 
fidelity mockups 
and prototype so 
that the vision for 
the product can be 
clearer. 

I’ll conduct more 
usability studies, so 

I can keep 
improving on this 

project. 

I’ll continue on 
improving 

accessibility so that 
more customers 

will be attracted to 
the product. 

1 2 3



Thank you!
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