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Overview


The aim of this project was to 
implement user-centred design 
practices to build an interactive 
prototype for a concept web app. 


I completed the project for my UX 
Certification with CareerFoundry and 
created Wee Quests, a scavenger hunt 
app. Exploratory research showed 
people needed motivation to go out and 
take a scavenger hunt and indicated that 
my target audience would respond well 
to an app with a friendly, helpful tone of 
voice.

Based on this hypothesis, I created a 
mascot to guide people through tasks on 
the app. Usability testing confirmed that 
the app’s personality was good for 
motivation but also revealed that at times 
people found the app lacking in freedom.


The final design aims to create a sense of 
fun and balance my audience’s need for 
readily available guidance with their need 
for freedom to explore the app.


Take a look:

Try out it out:

A video tour of Wee Quests
Wee Quests prototype

https://www.behance.net/gallery/119425211/A-Video-Tour-of-Wee-Quests-App-Prototype?
https://xd.adobe.com/view/da556954-118b-4140-966e-f1b30d2b4c35-8f06/




Project Details


My Role: 


• UX Research


• Information Architecture


• Wireframing


• Prototyping and Testing


• UI Design


• Writing a Design Language


Tools used:


Project Duration:

10 months (Sep ’19 - Jun ’20)

What is Wee Quests?


Wee Quests is a solo project for a 
concept web app, designed for my UX 
Immersion Course with 
CareerFoundry. My goals were to:


• Implement design thinking and gain 
solid, hands-on experience across 
the UX design process


• Create an interactive prototype for a 
scavenger hunt web app in response 
to my course brief



My Challenge


Wee Quests aims to let people discover 
Scotland through app-led scavenger 
hunts.


To be effective as a scavenger hunt app, 
Wee Quests would need to motivate 
people to make the move from simply 
viewing the app, to actually going 
outdoors and taking a scavenger hunt.

Alba, Wee Quests’ Mascot



Exploring the Problem Space

From Sketches to High Fidelity




01. Researching 

the Project

02. Prototyping 

and Testing

03. Refining

the Design

How did the Design Evolve?

My Design Process




01. Researching the Project



Competitor Research


I began my research by carrying out an 
analysis of competitor apps. I discovered 
a gap in the market for a Scotland-
focussed scavenger hunt app aimed 
solely at individuals rather than also at 
businesses running team-building 
activities.


Analysing competitor reviews, I could 
see people loved the fact scavenger 
hunt apps allowed them to explore 
cities in a new way. However people 
needed motivation to take this step.

 

Reviews analysis: I found people needed motivation to make the move from 
simply viewing an app to actually going out on a scavenger hunt.

http://fionacowie.github.io


Surveys & Interviews


With the help of a survey, I defined my 
target audience as 25-40 year olds who 
enjoy travel and activities that take them 
off the beaten track. I then conducted in-
person interviews to find out more about 
their motivations and frustrations.


Insight from my interviews indicated 
that my audience would benefit from an 
app with a friendly tone of voice and 
readily available guidance.

The feeling that 
the app is 

communicating 
with me! 😀 

I don’t stick around 
on apps where I 

don’t know what to 
do! 👎 

An app with 
personality 💖 

Maps are 
important 

to me 💖 

Short and snappy 
text: I don’t want 
to have to think 

too much! 👍 

A fun and 
friendly 

interface 😀 

What would motivate my target audience?: key takeaways from my user 
interviews



Using data gathered in my research, I 
formed persona, user journeys and user 
flows representative of my target 
audience and their needs

Marco & Nina

Wee Quests’ Persona




1. COMPILE IDEAS

• Look at other scavenger hunts for 
inspiration


• Research potential locations 
including interesting places to stop 
for a break


• Brainstorm ideas for clues and 
challenges

2. DESIGN THE ROUTE

• Create a list on Google Maps and 
pin chosen locations


• Work out order in which locations 
should be visited


• Email route to herself  to save it

3. CREATE CLUES 

• Type a list of stops along with 
clues for what to find at each stop 
or a challenge for her friends to do


• Add pictures, personal notes and 
directions to the list 

4. SHARE THE HUNT

• Share the Google Maps route and 
list of stops and challenges with 
her friends via email

This is becoming 
complicated to 

organise! 😒  

I’ve got loads of ideas 
but how do I put them 

all together? 🤔  

Clear directions are 
important, I’m always 

using Google Maps! 💖  

I hope my scavenger 

hunt will work!🤞  

😃

😠

😊 

🤔

I want to create a personal 
scavenger hunt for my friend’s 

birthday celebration 🎉  

Working through Nina’s existing user 
journey, I could see the need for an app 
that allows users to build a route and 
add content to stops all in one place

Nina’s User Journey

Creating her own Scavenger Hunt




Nina begins at the 
home screen

Create a 
Hunt Screen

Step One: 
Intro

Step Two: 
Add Stops

Step Three: 
Preview

Share 

Hunt

Tutorials &

Inspiration

Add Content 
to Stops

Home 
Screen

Nina can name 
her scavenger 

hunt and select 
settings

In-app assistant 
helps Nina pin 
locations and 

configure route

Nina can add 
notes, pictures 

and challenges to 
each pinned 

location

Nina can preview 
her scavenger 

hunt and go back 
make edits

Nina’s scavenger 
hunt is ready to 

share

To help plan information architecture, I 
created a user flow for how Nina might 
move through Quests when creating her 
own scavenger hunt

A Potential User Flow for Nina

Creating a Scavenger Hunt on Wee Quests




02. Prototyping and Testing



Wireframing and Prototyping


My starting point for prototyping was that 
my target audience would be motivated 
by an app that was fun, friendly and easy 
to use.


My aim was to suit both Marco, who 
wanted to quickly plan an 
interesting activity as a tourist, and Nina, 
who wanted to take her time to create a 
custom experience to share with friends 
in her local area.

 

Paper Prototyping 

Mid Fidelity Wireframes

Black & White Prototype

User 

Flows 

Peer 

Feedback

Creating a 

Mascot

http://fionacowie.github.io


Developing a Personality

A Friendly, Helpful Tone of Voice


User research showed that my target 
audience would respond well to an app 
with a friendly, helpful tone of voice

I began to develop a personality for the 
app that would assist users with 
onboarding tips as they moved through 
tasks



Designing a Mascot

Introducing Alba


I brainstormed ideas for a mascot that 
would embody the cheerful personality I 
wanted Wee Quests to have as well as the 
app’s themes of Scotland and adventure



Usability Testing


Once I had a black and white interactive 
prototype ready, I designed and 
conducted moderated usability tests to 
check for errors, determine ease of 
navigation and gauge user satisfaction.


The reason for testing in black and white 
first was for accessibility purposes, to 
check that my design was not reliant on 
colour in any way.



Test Analysis 

Insight and Prioritising Next Steps


Following testing, affinity mapping and a 
rainbow spreadsheet helped me extract key 
themes, and prioritise fixing the most 
common issues.



Insights from Testing


Testing revealed that while the app’s 
mascot and tone of voice were popular, 
there were areas where users felt the 
app was too guided and lacking in 
freedom. There were also instances 
where users felt lost.

I like the design, 
font and personal 

touches 👍 

I sometimes 
felt lost 👎 

I love the 
mascot 👍 

It’s friendly, fun 
and simple to 

use 👍 
Sometimes it felt 

a bit lacking in 
freedom and too 

guided 👎 

Key takeaways from my user interviews



Where am I?

A Screen where Users Felt Lost


Testing showed users felt lost on the first Create a 
Hunt screen without a prompt from the mascot. 
They didn’t know what to do at first. One participant 
remarked ‘Sorry, I’ve broken your app!’



BEFORE AFTER

Resolving the Issue

Introducing the Tips Icon


In response to the issue of users feeling lost, 
I introduced a tips icon as well as a banner 
to show the current task and in-app location

The tips icon also aims to tackle another issue: although test participants really 
liked the mascot, they felt the Create a Hunt process was sometimes lacking in 
freedom: the tips icon means that guidance is now optional



03. Refining the Design



Visual Design


Once I had rectified issues identified in 
testing, I moved my focus to refining the 
visual and emotional design of the app.


My goals were to encourage 
engagement and interaction with the 
app and to enhance ease of use by 
reducing cognitive load. I also continued 
to explore balancing my audience’s need 
for assistance with their need for freedom 
to explore the app.

High Fidelity

Colour Mockups

Style Guide and 

Design Language

High Fidelity

Colour Prototype

Design 

Psychology Material 


Design

Peer 

Review



BEFORE

AFTER

BEFORE

AFTER

Building Personality

Updates to Alba and Tone of Voice

I updated the language on call outs to be more 
conversational and to allow users to make 
proactive choices, giving greater freedom

Building on positive feedback in testing, I further 
developed the app’s personality. The way the 
mascot’s poses interact with UI elements is 
designed to add engagement and a sense of fun. 



Design Hierarchy

Improving Way-finding

BEFORE

AFTER

I updated UI elements where necessary to 
ensure a strong and consistent hierarchy 
that would help guide users through tasks 

Here, I want the user’s first instinct to be to 
add another stop and not to be to preview 
the hunt



Style Guide and Design Language

Exploring Emotional Design and Common UI Patterns


CALL TO ACTION

The colour for my primary buttons is similar to key 
call to action action buttons in apps popular with 
my target audience - a deliberate choice, designed 
to draw on existing mental paths and encourage 
action.

A palette of sky blues is designed to be cheerful 
and to inspire people to head outdoors (and enjoy a 
scavenger hunt!)



Arriving at the Design


The finished prototype aims to offer a fun, 
friendly and easy to use web app 
experience that motivates people to 
head outdoors and explore their home 
area and Scotland beyond.


Wee Quests’ design aims to balance 
audience needs identified throughout the 
design process, in particular pairing the 
need for having help on hand with the 
need to explore the app freely.


Take a look: A video tour of Wee Quests

Try out the 
prototype!

https://xd.adobe.com/view/da556954-118b-4140-966e-f1b30d2b4c35-8f06/
https://www.behance.net/gallery/119425211/A-Video-Tour-of-Wee-Quests-App-Prototype?
https://xd.adobe.com/view/da556954-118b-4140-966e-f1b30d2b4c35-8f06/
https://xd.adobe.com/view/da556954-118b-4140-966e-f1b30d2b4c35-8f06/


Find a Hunt Feature

Find pre-set scavenger hunts that match 
your interests

When finding a pre-set scavenger hunt, users can 
toggle between map and list view. 


This meets an audience need for maps that was 
identified in user interviews and balances it with the 
need to display practical information about the 
scavenger hunts.



Create a Hunt Feature

Build your own scavenger hunt

Alba the mascot helps people move through tasks, 
giving tips and encouragement. 


The tips icon balances an audience need for 
tutorials that was uncovered in user research and 
balances it with the need to have freedom to 
explore that was highlighted in usability testing.



Take a look:


Try out it out:

A video tour of Wee Quests

Wee Quests prototype

Wee Quests Prototype


https://www.behance.net/gallery/119425211/A-Video-Tour-of-Wee-Quests-App-Prototype?
https://xd.adobe.com/view/da556954-118b-4140-966e-f1b30d2b4c35-8f06/


 

Retrospective


Wee Quests gave me hands-on 
experience across the user-centred 
design process and, as my first UX/UI 
project, it was a steep learning curve.


Working solo on the project has allowed 
me to gain practical knowledge of each 
step, from exploratory research through 
to high fidelity design. I am finding this 
beneficial moving into team projects, as it 
has given me awareness of roles across 
the team and how my work feeds into 
the project as a whole. Another important 
takeaway from working individually has 
been the value of seeking out feedback.

And Next Steps…


For this project, my focus was on gaining 
in-depth experience of UX practices, in 
particular conducting user research and 
learning design software. For this reason, 
I wanted to keep the concept of Wee 
Quests itself fairly simple. If I was to 
approach the project again, I would like 
to delve deeper into ideas around 
creating custom city tour experiences. I 
am keen to explore all-in-one solutions 
that might meet the needs of people like 
my persona Nina who want full creative 
control, and also people like my persona 
Marco who want the app to take the work 
out of organising!

http://fionacowie.github.io


Thank You for Viewing!


