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The product: 

The Niehaus Art Museum app provides audio 

tours of the museum’s art collections.  Visitors 

of the Niehaus Art Museum can use the app to 

choose from existing audio tours or to 

customize their own audio tours based on 

artwork they’re interested in - creating more 

personal experiences.

Project overview

Project duration:

August 2021 - September 2021



The problem: 

Art museum visitors want an immersive and 

interactive audio tour experience.

Project overview

The goal: 

Design an art museum audio tour app that 

allows users to customize audio tours by 

choosing audio clips about artwork.



My role: 

UX designer designing an art museum audio 

tour app through every aspect of the design 

process.

Project overview

Responsibilities: 

Conducting user research, interviews, usability 

studies, and competitive audits; creating paper 

and digital wireframes; designing low- and 

high-fidelity prototypes; 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 user behaviors and needs 
walking through art museums with or without audio tours.  I identified two user groups. One was 
adults who want to be immersed in atmospheres of art exhibits. The other one was young adults 

spontaneously looking for something fun to do with friends.

My research confirmed a user group of older generations that prefer some form of audio service 
included in their visits adds great value to their experience. What I learned from my research was 

that younger generations of users, in this world full of technology, want to be connected with 
people wherever they are, even while visiting museums.  While both user groups have their own 
set of frustrations, they both want an experience that is interactive, invaluable, and immersive.



User research: pain points

Depth

Audio tours can tend to 
lack depth in voices, 

stories, and other 
interesting information

Ambience

Audio tours can tend to 
lack a format that sets 
an ambience, including 

music, personable 
voices, and anticipation

Possibilities

Audio tours can be 
limited in tour options 

Equipment

Faulty audio equipment 
disrupts the visitor’s 

experience
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Persona: Samira

Problem statement:

Samira is a busy chef 

who needs a way to feel 

immersed in stories 

about artwork because 

some audio tours can be 

monotone and lack 

depth in information.



Persona: Lena

Problem statement:

Lena is a college 

freshman who needs a 

fun, interactive, 

feel-good activity to do 

because she doesn’t 

want to spend her 

weekend doing an 

activity that she feels is 

dull or a waste of time.



User journey map: Samira

Considering accessibility in 

Samira’s journey map 

would help alleviate 

distractions of accidentally 

exiting the audio tour or 

double checking where to 

stop on the tour route.



User journey map: Lena

Lena’s user journey shows 

that she likes to be 

connected at all times and 

have a sense of control of 

her experience at the 

museum. The app will feel 

like it’s connecting with the 

user and offer plenty of 

options to choose from for 

the user to feel in control.



● Paper wireframes

● Digital wireframes

● Low-fidelity prototype

● Usability studies

Starting
the design



Paper wireframes 
One of the unique value 

propositions of the app is to allow 

users to customize their own audio 

tours.  The home screen of the app 

should make it clear that users can 

customize tours or choose one of 

the available museum audio tours.

Stars marked next to the elements 

in the first 5 sketches are used in 

the single, refined wireframe.



Digital wireframes 

As I transitioned the paper 

wireframe of the home screen 

to a digital wireframe, I factored 

in Gestalt proximity principle to 

clean up the design. 

I expanded the number of 

options in the navigation bar to 

open a map and to access the 

current tour.

The image 
carousel highlights 
museum events

This element lets 
users scroll through 
popular audio tours



Digital wireframes 

Users will see a list of audio 

clips of artwork associated with 

an art category (ex. artist). Then 

they can select certain audio 

clips of artwork that they prefer 

to listen to and add those 

selections to a “cart” (similar to 

shopping on mobile apps).

This section of 
elements briefly 
describes the art 
category of all the 
audio clips below.

Users can tap this 
group of elements 
to view more 
information about 
the audio clip or 
select it to be added 
to the cart.



Low-fidelity prototype

The low-fidelity prototype 

connected the primary user flow of 

customizing an audio tour. This 

prototype was used in a usability 

study with users.

View the audio tour app prototype

https://www.figma.com/proto/T9wtrwMTKpM4hNvdcD0Mpb/Wireframes?node-id=58%3A1310&scaling=scale-down&page-id=58%3A1309&starting-point-node-id=58%3A1310


Usability study: findings
My research involved conducting two usability studies.  My first usability study had 
participants test the audio tour customization user flow in the low-fidelity prototype. Findings 
from that study helped in designing the mockups. Then I conducted a second usability study 
for participants to test the high-fidelity prototype that revealed the findings below.
Round 1 findings

Guidance information needs to be 
simple and clear

1

The color and layout of the app 
should reflect the modern era

2

Round 2 findings

Users need guidance on how to 
customize audio tours

1

Users need better naming 
conventions for buttons & labels

2

Users want clear cues for arranging 
the order of their audio tours

3



● Mockups

● High-fidelity prototype

● Accessibility

Refining
the design



Mockups
Originally, I used the term 

‘cart’ for storing audio clips 

because I likened my designs 

to shopping apps. After the 

usability studies, I didn’t 

want users thinking they 

were purchasing audio 

tours. So I changed the term 

to ‘playlist’, and I started 

relating my designs to music 

apps.

Before usability studies After usability studies



Mockups

The second usability study 

revealed the need to 

brighten up the color theme 

and modify the visual 

design to appear more 

modern. So I referred to 

apps that have playlists and 

shopping carts for ideas.

Before usability study 2 After usability study 2



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 provides simple and 

clear guidance throughout the 

user flow and multiple options 

for viewing and rearranging 

the selected audio clips.

View the Niehaus Art Museum 

high-fidelity prototype

https://www.figma.com/proto/T9wtrwMTKpM4hNvdcD0Mpb/Wireframes?node-id=428%3A3307&scaling=scale-down&page-id=428%3A3306&starting-point-node-id=428%3A3307
https://www.figma.com/proto/T9wtrwMTKpM4hNvdcD0Mpb/Wireframes?node-id=428%3A3307&scaling=scale-down&page-id=428%3A3306&starting-point-node-id=428%3A3307


Accessibility considerations

Each audio has its own 
screen with a button to 

play the clip and a 
transcript of the audio, 
which accommodates 
users who are hearing 

impaired.

The color theme was 
brightened to appear 

more inviting and exciting 
to use. I used the Material 

Design Color Tool to 
ensure the colors meet 
accessibility levels when 

using white text.

All of the icons in the top 
and bottom navigation 

bars are paired with text.  
The same can be said for 
the majority of the icons 

used throughout the 
designs.
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● Takeaways

● Next stepsGoing forward



Takeaways

Impact: 

The app gives users control of what is included 

in their audio tour experiences.

One quote from a study participant:

“The app is cool. It’s easy to use.”

What I learned:

At the beginning of the project, designing an 

app felt overwhelming. Using tools such as 

user journey maps in the early stages and 

affinity maps in the later stages of the design 

process helped organize and narrow the focus 

of my designs for the app.



Next steps

Make updates that 
address Priority 2 insights 

in order to enhance the 
user experience.

Create wireframes and 
mockups for additional 
screens in the app, such 
as the profile page and 

the search feature.

Conduct another round of 
usability studies to test 

the new updates and new 
screens.

1 2 3



Let’s connect!

Thank you for taking the time to review my first user experience design project.  If you would like to 
discuss my work further or simply get in touch, my contact information is provided below.

Email: maryamaw@yahoo.com

LinkedIn

Website Portfolio

mailto:maryamaw@yahoo.com
http://www.linkedin.com/in/maryam-abdul-wahid-856ba19a
https://maryamaw.wixsite.com/portfolio

