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The product: 
Plantroom is a regional florist shop located in the suburbs 
of a metropolitan area. Plantroom strives to deliver fresh 
and beautiful flowers and plants. They offer a wide 
spectrum of products at competitive price. Plantroom 
targets customers who lack the time or ability to often
buy fresh flowers and plants.

Project overview

Project duration:
January - April 2023



The problem: 
Busy workers and commuters that lacks the time 
necessary to buy fresh flowers and plants. Also 
people with movement disabilities that can’t lift 
heavy things.

Project overview

The goal: 
Design an app for Plantroom that helps people 
easily buy flowers and plants with option of 
choosing between pick up and delivery. 



My role: 
Product designer designing an app for 
Plantroom from concept to delivery.

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

● 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 working adults who don't have time to buy 

fresh flowers or plants and can’t lift heavy things due to movement disabilities.

 This user group confirmed initial assumptions about Plantroom customers, but research
also revealed that time was not the only factor limiting users from cooking at home. Other user problems 

included obligations, interests, or challenges that make it
difficult to get flowers and plants for decorating their homes or offices.



User research: pain points

Time

Working adults are too 
busy to spend

time on regularly buying
flowers and plants

Accessibility

Platforms for ordering 
flowers and plants are not 

equipped with
assistive technologies

Accessibility

Local florist shops do not 
offer delivery option, only 

pick up

IA

Text-heavy menus in apps 
are often difficult

to read and order from
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Persona: Leah

Problem statement:

Leah is a busy working adult with 

little personal time who needs to 

have easier and more efficient way 

to order flowers because she wants 

to be able to spend as much of her 

non-work time as possible on her 

favorite hobby - decorating home.



Persona: Carlos

Problem statement:

Carlos is a small business owner 

with no time and little knowledge 

about flowers who needs provide 

great and beautiful space filled with 

fresh flowers because his clients 

should feel like at home, so his 

business is thriving and better.



User journey map

Mapping Leah’s user journey 

revealed how helpful it would 

be for users to have option of 

choosing delivery to home 

address for people with 

movement disability.



● 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 

products to buy to be displayed in 

nice and interesting way.



Digital wireframes 

As the initial design phase continued, 

I made sure to base screen designs 

on feedback and findings from  the 

user research.

Saying hello is 
nice way to 

welcome users

Your garden 
section lets 
users keep 
track of 
products they 
bought earlier



Digital wireframes 

Keeping track of checkout process is 

must-have in e-commerce project 

and one the most important things 

for users to trust the app.

Progress bar is 
great way to 
keep track of 

checkout 
process

Adding Edit 
order button 
lets users to 
add products 
that they forgot



Low-fidelity prototype

Using the completed set of digital 

wireframes, I created a low-fidelity 

prototype. The primary user flow

I connected was ordering flowers 

and plants, so the prototype

could be used in a usability study. 

View the Plantroom

low-fidelity prototype

https://www.figma.com/proto/oUMlao7YDevvCfNtqpxaon/Google-UX-Professional-Certificate---Project-1?page-id=165:230&node-id=165-537&viewport=421,677,0.25&scaling=scale-down&starting-point-node-id=165:537


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 would like an option to add 
product to a list so they can consider 
purchasing it at a later date

1

Round 2 findings

Users need a more easy to understand 
way to choose between delivery and 
pickup

1

Users need more details of their order2

Users need a way to access their profile 
and account settings more easily

3

Make order status stages to be 
clickable so users can get more details 
about their order.

2



● Mockups

● High-fidelity prototype

● Accessibility

Refining
the design



Mockups

Early designs allowed for two 

menus - bottom and 

hamburger one, 

but after the usability studies, 

I decided to delete 

hamburger, since it was 

rarely used by users and app 

is simple enough to not need 

such a complicated menu.

Before usability study After usability study



Mockups

The second usability study 

revealed frustration with the 

checkout flow. To make it 

more easy for users, I added 

step names to progress bar.

I also corrected texts on 

buttons to be more 

descriptive of the next step

In checkout process.

Before usability study After usability study



Mockups



High-fidelity prototype

The final high-fidelity prototype 

presented cleaner user flows for 

ordering products and checkout. It 

also met user needs for choosing a 

pickup or delivery option and gave 

more order details.

View the Plantroom

high-fidelity prototype

https://www.figma.com/proto/oUMlao7YDevvCfNtqpxaon/Google-UX-Professional-Certificate---Project-1?page-id=254:1734&node-id=254-2685&viewport=3268,-8172,1.35&scaling=scale-down&starting-point-node-id=254:2685


Accessibility considerations

Used icons to help make 
navigation easier.

Used real images of 
products to help all users 

better understand 
the designs.

Provided a lot of negative 
(white) space and used 

large buttons with 
appropriate sizes of mobile 

UI for users to navigate 
easily.

Provided access  
to users who are vision 

impaired through adding alt 
text to images for screen 

readers.
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● Takeaways

● Next stepsGoing forward



Takeaways

Impact: 
We've created the Plantroom app to help people 
easily buy flowers and plants with option of 
choosing between pick up and delivery.
Our product can compete in the market, improve 
sales, and increase customer satisfaction.

What I learned:
While designing the Plantroom app, I learned 
that designing the app is really complex process 
that consist of a lot of steps. I was surprised how 
much usability research and feedback from other 
users influenced each iteration of the application 
designs.



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.

Check designs for any 
inconsistencies in color, 
type, size, rounding etc.
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Let’s connect!

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

E-mail: anna.reklinska@gmail.com


