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The product: 
Book Delivery app is a local business that have an 

ordering a Book. so users with a streamlined ordering 

experience

Project overview

Project duration:
2.5 Month 

Preview of selected 
polished designs.



The problem: 
Booking app  is a local business that does have 

an ordering app limiting the experience of

Customers.

Project overview

The goal: 
Design a List and ordering app that can

provide a better to choose a good book with 

best experience for the customers.



My role: 
UX designer, UX researcher, etc. 

Project overview

Responsibilities: 
user research, wireframing, and prototyping



Understanding
the user

● User research

● Personas

● Problem statements

● User journey maps



User research: summary

My idea of the users started with those who simply wanted an app for ordering and viewing the
number of books listed on app, however, through user research it quickly evolved to include users who 

needed a better ordering experience due to permanent, situational, or temporary disabilities



User research: pain points

Difficulty Ordering

Ordering in person can be
difficult for many people 

for various reasons. 
Having an

app with an integrated
ordering process will

eliminate this pain point

Book Selection 

Viewing the numbers of books can be 
a struggle for all users. Having to go

around websites trying to find a
picture for it only to see there are

no descriptions. An app that
contains the entire list in an

organized fashion with descriptions
heightens the experience

Time Consuming

Having to figure out all the
details of ordering can be time

consuming and tedious.
Creating an app that has all the

information in one place 
makes

this process easier.
.
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Persona: Aryan

Problem statement:

Aryan is a busy with studies

who needs screen reader

optimized and

convenient ordering

apps because she often

runs short on time and

has a visual impairment



User journey map



● Paper wireframes

● Digital wireframes

● Low-fidelity prototype

● Usability studies

Starting
the design



Paper wireframes 



Digital wireframes 

Description of 
the element 
and its benefit 
to the user

Description of 
the element 
and its benefit 
to the user



Low-fidelity 
prototype



Usability study: findings

Findings

Users need to be able to navigate through the checkout process1

Users want an option to add the same item again2

Users want to navigate to the menu with ease3



● Mockups

● High-fidelity prototype

● Accessibility

Refining
the design



Mockups Before After

Checkout



Mockups



Accessibility considerations

Icons, pictures, and labels
for ease of use with
screen readers and
language barriers

Better
visualization
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● Takeaways

● Next steps
Going forward



Takeaways

Impact: 
This app makes it less likely for

miscommunication and the process faster.

What I learned:
Throughout this project, I have learned many

valuable skills as this was my first complete

project. I learned how to utilize Figma, create

wireframes, user research, empathizing with

the user, usability studies, and prototyping



Next Step

Accessibility:
My next step would be to
focus of the accessibility
of this app for those with

disabilities and to
understand what features

are beneficial or
detrimental.

Ease of Use:
I would consider adding

more features for
ordering to make the

process easier and faster.

Visuals:
Lastly, I would refine this
project to improve this

visual aspect of this app
for a better user

experience.
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Thank you!


