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The product: 

SpecialPlaces is an app and responsive website that 

seeks to provide people with limited motor functions 

an avenue to  get information about the accessibility 

of a place before they go there physically.

Project overview

Project duration:

September - October 2022



The problem: 

People with limited motor functions have 

difficulty in finding accessible places before 

they go out. Most times, they have to do an 

initial scout of a venue before they go there, to 

check if it has basic amenities like wheelchair 

ramp etc that support their mobility. 

Project overview

The goal: 

Design an app and responsive website that 

removes that inconvenience and provides a 

means to get information about the 

accessibility of a place before users go there.



My role: 

UX researcher and designer, designing the 

App and responsive website from conception 

to engineering hand-over 

Project overview

Responsibilities: 

Conducting interviews, paper and digital 

wireframing, low and high-fidelity prototyping, 

conducting usability studies, accounting for 

accessibility, and iterating on designs. 



Understanding
the user

● User research

● Personas

● Problem statements

● Competitive audit

● Ideation



User research: summary

Before interviewing users, I did some secondary research on the problem, and that helped to 
expose the depth of the issue that needed solving. With that background information, I interviewed 
real users, created empathy maps and discovered more pain points that needed to be addressed.

My initial assumption was that the solution was going to be for people with disabilities, but the 
research processed helped redirect my attention to the real focus group: not just people with 

disabilities, but specifically people with limited motor functions.



Persona 1: Agnes

Problem statement:

Agnes is an Artist with 

limited motor functions  

who needs to find 

accessible venues ahead 

of time  because She 

needs to complete work 

related tasks easily.



Persona 2: Luke

Problem statement:

Luke is a IT support staff 

whose girlfriend uses a 

wheelchair, who needs 

To take her out to fun 

and accessible places 

because he wants to 

grow their relationship 

and be happier .



Competitive audit

Conducting an audit of the 

existing products of direct 

and indirect competitors 

revealed opportunities and 

gaps that needed to be 

addressed



Ideation

Equipped with more insight 

into the problem, I quickly 

ideated possible solutions 

using the Crazy Eights 

technique. My focus was to 

provide users with a quick 

and easy way to find 

accessible places, with as 

minimal clicks as possible.



● Digital wireframes

● Low-fidelity prototype

● Usability studies

Starting
the design

 



Digital wireframes Digital wireframes 

From the Crazy Eight 

sketches, I picked the most 

valuable elements and 

sketched out a final paper 

wireframe. I then used this 

paper wireframe to create a 

digital wireframe in Figma
Accessible 
navbar on all 
pages, so that 
users can 
access the 
search function 
and their saved 
places easily

Quick search 
feature on the 
homepage so 
that the user 
can find what 
they need right 
away

A section that 
suggests 
accessible 
places near the 
user



Low-fidelity prototype

With wireframes created for all 

pages, I prepared for usability test 

by creating low fidelity prototype 

connecting all the pages in the 

user flow

View the Special Places low 

fidelity prototype here

https://www.figma.com/proto/HWhfS5gurfgrJ0wpQoAzr9/SpecialPlaces?node-id=1%3A2&scaling=scale-down&page-id=0%3A1&starting-point-node-id=1%3A2
https://www.figma.com/proto/HWhfS5gurfgrJ0wpQoAzr9/SpecialPlaces?node-id=1%3A2&scaling=scale-down&page-id=0%3A1&starting-point-node-id=1%3A2


Usability study: parameters

Study type:

Unmoderated usability study

Location:

Lagos, Nigeria and Remote

Participants:

5 participants 

Length:

30 minutes



Usability study: findings

From the usability study, I identifies patterns and themes, and I was thus able 
to generate insights that lead to the following findings:

Users found the wording 
of the “Explore” and 

“Review” tabs confusing. 
They didnt know what to 
do and that affected ease 

of use

Copy Layout Accessibility Features

The layout of the Venue 
Details Page needed 

rearrangment

Users felt the accessibility 
features of a venue wasn’t 
exhaustive, and would like 

to add their own when 
reviewing a venue
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● Mockups

● High-fidelity prototype

● Accessibility

Refining
the design



Mockups

Based on the prioritized 

insights from the usability 

study, I changed the copy 

on the search tabs and 

added more accessibility 

functions: the microphone 

icon on the text boxes 

allows users to speak 

instead of type; the navbar 

buttons were also labelled 

for ease of use with screen 

readers

Before usability study After usability study



Mockups

Based on user feedback,I 

added more accessibility 

features for the venues, a 

share button and reviews 

from other users



Mockups



High-fidelity
prototype

With the mockups 

completed, I connected the 

screens to create a high 

fidelity prototype for 

another round of testing. 

The main focus still was 

ease of use and accessibility

View high fidelity prototype 

here

https://www.figma.com/proto/mkEfHQ6nyOgYkqJFtviH2J/SpecialPlaces---Mockups?node-id=104%3A860&scaling=scale-down&page-id=0%3A1&starting-point-node-id=104%3A860
https://www.figma.com/proto/mkEfHQ6nyOgYkqJFtviH2J/SpecialPlaces---Mockups?node-id=104%3A860&scaling=scale-down&page-id=0%3A1&starting-point-node-id=104%3A860


Accessibility considerations

Since it was an app for 
users with limited 

mobility, accessibility was 
very important. I included 

a whole page for 
accessibility settings 

where users could change 
brightness, text size, alt 

text on images, language 
options etc

It was also important to 
include labels on icons for 

easy access for screen 
readers

Making the home page 
easy to use and direct was 
important as well. Users 
should be able to find a 
venue with as little clicks 

as possible. I also 
included a speech-to-text 
button for the input fields 

for accessibility
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● Information architecture

● Responsive designResponsive Design



Sitemap

After completing the app, I 

started working on the 

responsive designs for the 

website. I revisited the 

information architecture 

created when designing the 

app, and created a sitemap.



Responsive designs

I created responsive 

designs for mobile, tablet 

and desktop. The designs 

were optimized for the 

screen sizes and user 

needs.



● Takeaways

● Next stepsGoing forward



Takeaways

Impact: 

As part of the usability studies, I visited a 

centre that specialized on trainings for people 

with disabilities. The aim was to test the app 

with real users who needed the product. The 

feedback was very positive and they were 

excited that such an app was finally going to be 

made to address their needs. It was quite a 

fulfilling process.

What I learned:

With this project, I learnt that the UX designer 

is first a problem solver before being a 

designer. The design should solve a problem 

with real users, not just look aesthetically 

pleasing. I also learnt that a designer shouldn’t 

design for themselves, but for the users: 

accessibility should always be a paramount 

consideration



Next steps

Conduct another round of 
usability tests with users 

at the Project Enable 
Africa to find out if the 
final app meets users 

needs

Add more features like 
“Donate” and “Educate” to 
create resources that will 

encourage venues to 
make their places 

accessible to all users

1 2



Let’s connect!

Thank you for reading through! I created this as an entry-level designer, so I am still on a journey to 
discover better design.

Contact me at: shylle@gmail.com
Or view my portfolio on www.shylle.com

mailto:shylle@gmail.com
http://www.shylle.com

