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Project overview

The product:

FiszKIT is an app created by a Poland-based
organization focused on education. They goal is to help
people learn about various branches of the IT industry in
a simple and fun way. The app is especially addressed

tot people just starting their careers in the industry.
@ Project duration:
May - June 2023

Dark and light mode of
flashcards screen
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The problem: The goal:

The strategy team at FiszkIT has identified a lack Help people learn new things easily and

of apps that help you learn about various especially to help newcomers at the beginning of
branches of the IT industry in a simple and fun their journey in the IT industry.

way. It is especially true for people just starting

their careers in the industry.
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My role:

Product designer designing an app for FiszkIT

from concept to delivery.

=

Responsibilities:

Conducting interviews, paper and digital
wireframing, low and high-fidelity prototyping,
conducting usability studies, accounting for

accessibility, and iterating on designs.
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User research: summary

o

| 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 young adults who newcomers or are about
to start their careers in IT industry.

The feedback received through research made it very clear that users would be open and willing to learn
new topics if they had access to an easy-to-use tool to help guide them.



Persona 1: Sarah

Problem statement:

Sarah is a busy
professional who needs to
change career

because current job lefts
her unfulfilled and

unhappy.



Persona 2: Michael

Problem statement:
Michael is a student
starting his career

who needs to develop
more knowledge, skills
and abilities because
competition is tough and
it's important to increase

job opportunities.



Competitive audit

An audit of a few
competitor’s products
provided direction on gaps
and opportunities to address

with the FiszkIT app.



|deation

| did a quick ideation
exercise to come up with
ideas for how to address
gaps identified in the
competitive audit. My focus
was specifically on lessons
path and flashcards

features.
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Digital wireframes

After ideating and drafting
some paper wireframes, |
created the initial designs for
the FiszkIT app. These
designs focused on
delivering the best flashcards
experience to users to make

education fun and easy.

Big centered
flashcard that is
the main function
of the app

Use of Lexend
- specially-
designed font,
which create an
immediate
improvement in
reading
performance.

Large, simple
buttons for easy
access



Low-fidelity prototype

To prepare for usability testing, |

created a low-fidelity prototype that
connected the user flow of viewing
an item about to expire and using it

In a recipe.

View FiszKIT's low-fidelity prototype


https://www.figma.com/proto/gB4C6weuOP7jvAnFmenJwk/Google-UX-Professional-Certificate---Project-3?page-id=678:211&type=design&node-id=678-496&viewport=1108,-46,0.29&scaling=scale-down&starting-point-node-id=678:496

Usability study: parameters

©

Study type:

Unmoderated usability study

Q

Participants:

5 participants

O

Location:

Poland, remote

©

Length:

10-15 minutes



Usability study: findings

Insert a one to two sentence introduction to the findings shared below.

Icons

Some users found buttons
with only icons confusing at
times.

Sign-in

Most users wanted to sign
in with different provider like
Google, Apple or Facebook

Daily challenges

Some users wanted quick
way to everyday lessons or
challenges.
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Mockups

Based on the insights from
the usability studies, | applied
design changes to sign-in
screen like providing an
option to sign-in with different
provider like Apple, Google
or Facebook and added

option to stay logged in.

Before usability study

After usability study



Mockups

Additional design changes
included enlarging the text
area on the flashcard screen
to provide more space for
longer texts - especially long
answers and different icons
for more clear message for

users.

Before usability study

After usability study



Mockups



High-fidelity prototype

The high-fidelity prototype
followed the same user flow
as the low-fidelity prototype,
including design changes
made after the usability

study.

View FiszKkIT's high-fidelity
prototype



https://www.figma.com/proto/gB4C6weuOP7jvAnFmenJwk/Google-UX-Professional-Certificate---Project-3?page-id=791:5188&type=design&node-id=791-5280&viewport=1247,-506,0.21&t=fbPyGyu0VvqsUUqQ-1&scaling=scale-down&starting-point-node-id=791:5681&mode=design
https://www.figma.com/proto/gB4C6weuOP7jvAnFmenJwk/Google-UX-Professional-Certificate---Project-3?page-id=791:5188&type=design&node-id=791-5280&viewport=1247,-506,0.21&t=fbPyGyu0VvqsUUqQ-1&scaling=scale-down&starting-point-node-id=791:5681&mode=design
https://www.figma.com/proto/gB4C6weuOP7jvAnFmenJwk/Google-UX-Professional-Certificate---Project-3?page-id=791:5188&type=design&node-id=791-5280&viewport=1247,-506,0.21&t=fbPyGyu0VvqsUUqQ-1&scaling=scale-down&starting-point-node-id=791:5681&mode=design

Accessibility considerations

Icons should be paired with Flashcards should be
texts under it to make bigger to accommodate
actions clear for all. longer texts legibly.

Initial focus of the home
screen on daily lessons
and challenges to help
quick access for users.
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Sitemap

With the app designs
completed, | started work on
designing the responsive
website. | used the FiszKkIT
sitemap to guide the
organizational structure of
each screen’s design to
ensure a cohesive and
consistent experience across

devices.



Responsive designs

The designs for screen size
variation included mobile and
desktop. | optimized the
designs to fit specific user
needs of each device and

screen size.
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Going forward
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Takeaways

Impact: What | learned:

We've created the FiszkilT app to help people While designing the FiszKIT app, | learned that
learn new things easily and especially to help the first ideas for the app are only the beginning
newcomers at the beginning of their journey in of the process. There are a lot of steps needed to
the IT industry. complete the complex project that includes

One quote from peer feedback: mobile app and website.

“The app made it so easy and fun to learn | would
definitely use this app as a go-to for learning new

things, but also for fun and challenges!”



Next steps

Connect with companies
from IT industry and add
more educational
resources for users to
learn.

Provide incentives and
rewards to users for
successfully learning,
especially for users starting
their way in the industry.

Conduct research on how
successful the app isin
reaching the goal to help

educate people about
different IT topics and also
conduct more user
research to determine any
new areas of need.



Let's connect!

Thank you for your time reviewing my work on the FiszKIT.
If you'd like to get in touch, my contact information is provided below.

E-mail: anna.reklinska@gmail.com



