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The product: 
We’re creating a new app to help instructors in need of an
online platform to share their knowledge and make profit
out of it, as well as learners aspiring to acquire more skills.

Project overview

Project duration:
November 2021 – April 2022



The problem: 
Instructors need an online platform to share 

their knowledge in and make profit out of it.

Learners want to acquire more skills and are 

looking for a fitting app.

Project overview

The goal: 
Create a seamless e-learning marketplace that 

allows instructors to share content and 

monetize it, but also allow learners to access a 

diversified pool of information.



My role: 
UX designer – participated in all aspects of the 

design process from conception to delivery.

Project overview

Responsibilities: 
Conducting interviews, digital wireframing, low 

and hi-fidelity prototyping, conducting usability 

studies, 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 the users I’m designing for and 
their needs. A primary user group identified through research was adults who are looking to 

expand their skillset.
This user group confirmed initial assumptions about Kitab Learning users, but research also 

revealed that each user has specifications that others may not have.
Other use problems included obligations, interests, or challenges that make it difficult to share 

knowledge or acquire new skills online.



User research: pain points

IA

Text-heavy online 
courses are often 

difficult to read and 
follow along.

Accessibility

Platforms for online 
courses are not 

equipped with assistive 
technologies.

Flexibility

Most online course 
marketplaces only allow 

certain institutions to 
share knowledge, other 
professionals want the 
possibility to monetize 
their knowledge with 

less constraints.
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Persona: Hana

Problem statement:

Hana is a teacher in 

elementary school

who needs a career change 

because she is not satisfied 

professionally.



Persona: Malik

Problem statement:

Malik is a front-end developer

who needs to monetize his 

knowledge because he wants 

to live more comfortably.



User journey map

Mapping Hana’s user 

journey revealed how 

helpful it would be for users 

to have access to a 

knowledge marketplace 

app.



● Paper wireframes

● Digital wireframes

● Low-fidelity prototype

● Usability studies

Starting
the design



Paper wireframes 

Taking the time to draft iterations 

of each screen of the app on paper 

ensured that the elements that 

made it to digital wireframes would 

be well-suited to address user pain 

points. For the home screen, I 

prioritized a quick and easy process 

to help users save time.



Digital wireframes 

As the initial design phase 

continued, I made sure to base 

screen designs on feedback and 

findings from the user research.

Having access 
to your courses 
on the home 
screen allows 
better user 
experience.

Having icons 
on the bottom 
of the screen is 
intuitive for the 
participants.



Digital wireframes 

Easy navigation was a key user 

need to address in the designs 

in addition to equipping the 

app to work with assistive 

technologies. Multiple testers 
pointed to the idea of 
emptying out the 
home button with 
elements and to 
include most 
components in the 
settings section.



Low-fidelity prototype

The low-fidelity prototype connected the 

primary user flow of having access to 

courses and achievements, so the 

prototype could be used in a usability 

study with users.

View Kitab Learning low-fidelity prototype.

https://www.figma.com/proto/Zqmfhygh9QM9aO58cRM5ex/Google-UX-Certification?page-id=34%3A1339&node-id=34%3A1778&viewport=241%2C48%2C0.35&scaling=scale-down&starting-point-node-id=34%3A1778


Usability study: findings
I conducted two rounds of usability studies. Findings from the first study helped guide the 
designs from wireframes to mockups. The second study used a high-fidelity prototype and 
revealed what aspects of the mockups needed refining.

Round 1 findings

Users want to have access to their achievements 
other than through the homepage.

1

Users think that the search button is useless.2

Round 2 findings

Users think that the logout button is useless.3

Do not like the layout of the homepage.1

Unable to see the signup button.2

Unable to see the icons on the bottom.3



● Mockups

● High-fidelity prototype

● Accessibility

Refining
the design



Mockups

Early designs allowed for 

some customization, but after 

the usability studies, I 

removed certain elements 

such as the search button 

and the menu per my testers 

request for better UI.

Before usability study After usability study



Mockups

The second usability study 

revealed frustration with the 

signup button. The testers 

were unable to see the button 

on the bottom and did not 

think of scrolling down. I put it 

a little higher and changed 

the color of the button for 

better accessibility.

Before usability study After usability study



Mockups



High-fidelity
prototype
The final high-fidelity prototype 

presented cleaner user flows for 

the app. It also met user needs for 

accessing online courses, 

achievements and user settings.

View the Kitab Learning high-

fidelity prototype.

https://www.figma.com/proto/Zqmfhygh9QM9aO58cRM5ex/Google-UX-Certification?page-id=332%3A52&node-id=332%3A463&viewport=241%2C48%2C0.22&scaling=scale-down&starting-point-node-id=350%3A334


Accessibility considerations

Changed the background 
color of the textboxes for 

better accessibility.

Made sure that the UI is 
less crowded for better 
user flow and avoid too 

much information on the 
screen.

Used icons to help make 
navigation easier.
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● Takeaways

● Next steps
Going forward



Takeaways

Impact: 
The app makes users feel like Kitab Learning 

really thinks about how to meet their needs.

One quote from peer feedback:

”I really like the app’s UI, I find the whole visuals 

very intuitive and inviting. If this was a real app, I 

would definitely use it!”

What I learned:
While designing the Kitab Learning app, I 

learned that the first ideas for the app are only 

the beginning of the process. Usability studies 

and peer feedback influenced each iteration of 

the app’s design.



Next steps

Conduct another round of 
usability studies to 

validate whether the pain 
points users experienced 

have been effectively 
addressed.

Conduct more user 
research to determine 
any new areas of need.

Work a little more on the 
prototype, especially the 
transitions. I would also 
love to add audio to my 

hi-fi prototype, I believe it 
would be more 

interactive.
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Let’s connect!

Thank you for you time reviewing my work on the Kitab Learning app! If you’d like to see more or 
get in touch, my contact information is provided below.

Email: ijermki.chaymaa@gmail.com
Website: Portfolio

mailto:ijermki.chaymaa@gmail.com
https://www.chaymaa.co/


Thank you!


