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The product: 

The app enables visitors in an art gallery to experience 

a tour with guide at their own pace.

Project overview

Project duration:

July 2021 - January 2022



The problem: 

People aren’t interested in the creation of 

things they see in art galleries.

Project overview

The goal: 

An app which encourages users to get 

acquainted with history of art pieces in 

interesting and easy way.



My role: 

UX designer

Project overview

Responsibilities: 

● User research

● Creating wireframes

● Creating mockups



Understanding
the user

● User research

● Personas

● Problem statements

● User journey maps



User research: summary

I conducted interviews, survey and created empathy maps to get better understanding of user 
needs.

I discovered that some people would like organized tour and some not. It helped me understand 
that an art enthusiast has slightly different needs than an ordinary tourist.



User research: pain points

Only organized 

tours

Some art gallery visitors 
doesn’t want to see 

everything but only the 
pieces of their choice. It’s 

frustrating 

Not clear directions 

When listening to 
audio-tour the speaker 
often continues too early 
and visitors are lost and 
don’t know where to go 

Long lines to obtain 

audio-tour devices

Visitors find it annoying 
that they need to wait in 

lines to obtain an 
audio-tour device, 

especially when the visit 
is short.
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Audio-tour not available in 

many languages 

Vacation is the time of 
visiting other countries. 
The tourists find it hard 

to understand an 
audio-tour which is not 

available in any language 
that they understand.
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Persona: Li Wade

Problem statement:

Li Wade is an educated 

artist 

who needs a faster way 

to obtain devices needed 

for an audio-tour

because he visits art 

galleries quite often for 

quick tour and standing in 

lines takes his time.



Problem statement:

Edna Katowski is on her vacation 

and want to see as much as 

possible. She is not educated in 

art and needs a guidance what 

is necessary to see. Sometimes 

she visits countries where she 

don’t understand the language 

so she can’t learn many 

interesting facts about the art. 

Persona: Edna Katowski



User journey map

Image of user 
journey map



● Paper wireframes

● Digital wireframes

● Low-fidelity prototype

● Usability studies

Starting
the design



Paper wireframes 

The main goal of the app is 

to make audio-tours easy 

and quick to obtain. Hence 

the homepage presents 

some of options with a link 

to all tours. Also to make 

the process of accessing the 

audio for a stop the 

quickest, there is a link in 

the bottom navbar.



Digital wireframes 

Additional to tours, user 

can access to info about 

ongoing exhibitions and 

events to make the 

experience of art more 

pleasurable.

Quick 
navigation to 
accessing the 
audio of a stop

Easy access to 
all available 
tours



Digital wireframes 

The app is designed to 

make the audio-tour easier 

for user, not more 

complicated. 

Tabs helps user 
to choose a 
tour or find 
their favorites.

Estimated time 
and number of 
stops helps 
user to choose 
respective tour.



Low-fidelity prototype

The user flow presents choosing a 

tour and accessing the audios.

View the prototype:

Low-fidelity prototype

https://www.figma.com/file/2qBqWEWJC07AbPIPvlsfV3/User-flow?node-id=0%3A1


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

Round 1 findings

Add additional way of ending tour 1

Add controls to navigate between 
stops

2

Round 2 findings

A better phrasing of additional 
information label is needed

1

The screen with tour’s stops is a bit 
overwhelming with information

2

Make it more clear that the tour is 
started
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● Mockups

● High-fidelity prototype

● Accessibility

Refining
the design



Mockups

Early design assumed that 

user will end a tour by 

using the navigation but 

usability study showed that 

it confused some 

participants. A new button 

has been added to the 

design as a clearer way to 

end the tour.

Before usability study After usability study



Mockups

Early design assumed that 

user will navigate between 

stops by using the 

navigation. It turned out not 

to be efficient hence 

additional controls when 

viewing stop were added. 

Now the user can go to the 

next stop without going 

back to other screen.

Before usability study After usability study



Mockups

Main 
mockup 

screen for 
display

Main 
mockup 

screen for 
display

Main 
mockup 

screen for 
display

Main 
mockup 

screen for 
display



High-fidelity
prototype

The final high-fidelity 

prototype offered a more 

intuitive way to end the 

tour. It also presented a 

more effective way to 

move between stops.

View the app

High-fidelity prototype

https://www.figma.com/proto/2qBqWEWJC07AbPIPvlsfV3/User-flow?node-id=614%3A3&scaling=scale-down&page-id=614%3A2&starting-point-node-id=614%3A3


Accessibility considerations

Color palette is verified by 
WCAG standards, either 

on AA or AAA level. It was 
made sure that every 

person can read the text 
which is displayed in the 

app.

Every audio has a 
transcript below the player 
so someone with hearing 
issues has an easy and 
immediate access to the 

content.
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Use of images of the stops 
to help all users easily 
identify if they see the 

correct art piece.
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● Takeaways

● Next stepsGoing forward



Takeaways

Impact: 

The app makes the visit to an art gallery much 

more enjoyable and more efficient for visitors. 

It provides additional information and helps 

decrease the amount of time the visitors spend 

in lines.

One quote from usability study:

“The app is great. I often go to art galleries and 

long lines to audio-tour are very annoying. This 

app solves this problem ideally!”

What I learned:

While designing the app, I learned that the 

research is very important in UX design. You 

can learn the users’ needs which sometimes 

aren’t very obvious and thus create a better 

experience.



Next steps

Conduct more usability 
studies to determine if the 
last iteration addressed all 

of users pain points.

Conduct more user 
research to see if any 

additional features can be 
added which could be 

attractive and engaging to 
users.

Observe the design in 
action!
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Let’s connect!

Insert a few sentences summarizing the next steps you would take with this 

project and why. Feel free to organize next steps in a bullet point list. 

Thank you for your time reviewing my work on this app. Id you would like to see more of my work 
or get in touch, my contact information is provided below:

Email: aleksandra.golebiowska@gmail.com
Website: laitacende.github.io

mailto:aleksandra.golebiowska@gmail.com
https://laitacende.github.io/index.html

