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The product: 

This app is for people to locate and 

take guided tours of art galleries. The 

user are those who love art and enjoy 

supporting their local community.

Project overview

Project duration:

The duration of this project took 

approximately 4 months. From 

January 2022 to April 2022.



The problem: 

One of the problems is that users felt like they 

had no control in guided tours, and they have a 

tendency to be boring. Users also wanted a 

way to take a guided tour in a more sanitary 

way by being able to use their own device. 

Project overview

The goal: 

The goals of this project is to create a product 

that allows people to take a guided tour the 

way they want. I also wanted the app to help 

support the local community. 



My role: 

My role in this project was UX designer.

Project overview

Responsibilities: 

My responsibility throughout this project was 

conducting interviews, research, wireframing, 

creating prototypes, and designing. 



Understanding
the user

● User research

● Personas

● Problem statements

● User journey maps



User research: summary

The idea of this project is to design a guided tour app that resolves the frustrations and pain points 
of it’s primary users. The primary method of research used was conducting interviews. I initially 

assumed that people didn’t use guided tours. My assumption was accurate, but now I have more 
insight as to why they are not used as much. 

I assumed people wouldn’t like using the guided tours due to the lack of freedom to roam at an art 
gallery as they please, but my research has discovered that people dislike using the guided tours 

for other reasons.



User research: pain points

Voice Prompt

Feels like the voice 
prompt rushes you 

through the 
gallery/experience, 

instead of letting you 
move at your own pace

Unsanitary

Customers feel that 
using the gallery 

equipment is unsanitary 
and would prefer to use 

their own device

Not Human

Doesn’t like that the 
guided tour is not an 

actual human being to 
interact with

No Feedback

Guided tour apps do not 
allow people in groups 
to share feedback or 
discuss as they are 
moving through the 

gallery. 
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Persona: George Z.

Problem statement:

George Z. is a retired 

mechanic who has arthritis 

and a hearing impairment, 

who needs a simpler/easier 

way to interact with the art at 

his local art gallery because 

He wants to experience the 

world in a small atmosphere 

without his impairments 

holding him back.



User journey map

Image of user 
journey map

Based on this persona, I 

wanted to make sure the app 

was inclusive and accessible. I 

also wanted to make sure that 

there were several features 

and functions available that 

could be used not just in the 

art gallery. I wanted to 

provide more than just the 

guide for the user’s 

experience.



● Paper wireframes

● Digital wireframes

● Low-fidelity prototype

● Usability studies

Starting
the design



Paper wireframes 

I wanted to create a guided 

tour that allowed people to 

use their own devices. 

While working through the 

wire frames, I wanted to 

create an experience for 

the user and allow them to 

choose how they wanted to 

view the art in the gallery.



Digital wireframes 

The idea is to have the user 

select the tour that they 

want or create their own 

experience. 

This feature 
allows users to 
select the type 
of tour 
experience 
they want. 

This option 
allows them to 
search for 
different 
galleries in the 
local area.



Digital wireframes 

Once the user has selected 

the tour of their choice, the 

app will provide galleries in 

their area that provide the 

tour want. 

Shows what 
galleries have 
that tour 
available. 

User can 
always exit 
screen and 
search for a 
gallery or other 
info based on 
need.



Low-fidelity prototype

Here is a link to the low fidelity 

prototype that was created for 

this app. 

https://www.figma.com/proto/VSQjSlKugKtS7nyrANDpuh/Guided-Tour-App?node-id=1%3A2&scaling=scale-down&page-id=0%3A1&starting-point-node-id=12%3A76


Usability study: findings
I conducted a moderated usability study to get a better idea of how the user flow is in the app 
and to see where users had pain points and frustrations with the low fidelity prototype that 
was created. 

Round 1 findings

There needs to be place for users to 
create a profile

1

There needs to be an indicator of what 
happens after gallery is selected

2

Round 2 findings

Users need a place to pay for their tour 
or an indication that no payment is 
required

3

The login button should be clearly 
defined when users open the app.

1

There should be better indicators on 
where to locate the app menu

2

Better instructions should be provided 
on navigating back to the home screen

3



● Mockups

● High-fidelity prototype

● Accessibility

Refining
the design



Mockups

I wanted the home page to 

be inviting and easy to 

navigate. I also wanted it to 

be clear of the main 

action/purpose of the app.

Before usability study After usability study



Mockups

The concept I was going for 

was also an improved 

design, and to declutter the 

bottom navigation of the 

app. 

Before usability study 2 After usability study 2



Mockups



High-fidelity
prototype

Here is a link to the high-fidelity prototype.

https://www.figma.com/proto/VSQjSlKugKtS7nyrANDpuh/Guided-Tour-App?node-id=231%3A2213&scaling=scale-down&page-id=231%3A1330&starting-point-node-id=231%3A2213


Accessibility considerations

I wanted to make sure 
that my color scheme was 
accessible to those with a 
visual impairment. I tried 
to use high contrasting 

colors so items are easily 
visible.

I made sure that there 
were easy to read icons as 
well as words. These are 

for the users where 
english may not be their 

first language but they are 
able to understand the 

icons used.
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● Takeaways

● Next stepsGoing forward



Takeaways

Impact: 

One of the things that impacted me most 

about this project is how you can make one 

person’s life easier, and positively affect 

millions more. 

What I learned:

I’ve learned throughout this project that it’s 

important to do your research when creating a 

product for other. Inserting your own biases is 

very easy to do when you don’t take things that 

into consideration. You want your designs and 

products to provide convenience to your user. 

You want it to be beneficial in their life.



Next steps

One of the next things 
that I would like to see for 

this app is creating a 
social connections 

function. You can add 
your “Art Crew”, but how 
can I make it interactive 

with other users. 

Ideally in this app users 
should be able to 

complete a full tour after 
their gallery is located. I 
would like users to fully 
use the app as intended 
instead of just locating a 

tour.

I would probably consider 
doing a 3rd study to 

further adjust design and 
see how well the app is 

flowing with users. 
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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 taking the time to review my slide deck for the Guided Tour App Case Study. If you 
would like to discuss this project in more detail or view additional work. Please contact using the 

information below. 

Paige Rogers  - paige.benton@gmail.com


