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ITERATIVE

• Ideate and diverge on 

ideas and solutions.

CONCEPTING & IDEATION

DISCOVERY THROUGH 
RESEARCH

• Investigate

• Make sense and learn 

about the problem.

• Understand user ’s 

experiences through 

EMPATHY .

    •     Develop ideas into 

tangible products/objects.

PROTOTYPING

    •     Evaluate products/objects 

with their users and 

collect insights for 

improvements.

USABILITY TESTING

MY PROCESS

DEFINING THE PROBLEM

    •     Analyze data collected.

    •     Synthesize and identify 

user ’s wants and needs.  



DISCOVERY THROUGH RESEARCH

I conducted rounds of user testing on the latest 
iteration of the design.

• Users would like an indicator 
to inform that those icons 
can be selected.

• Text size needs to be bigger.

USABILITY TESTING

Although this is a working prototype, 
this design is still premature and would 

require more user testing and 
refinement. 

FUTURE DEVELOPMENT

MUST HAVE 

-Ingredient Input
-Recipe Matching

-Dietary Restrictions 

SHOULD HAVE

-Social Sharing
-Favorites 

WON’T HAVE

-Large Database of 
recipes 

COULD HAVE

-Review or Rating 
System 

 

MoSCoW 

HOW TO HELP ELIMINATE 

FOOD WASTE?

Donate food.

Eat and use
leftovers.

Learn when food
goes bad.

Buy funny-looking 
produce.

Compost food
scraps.

Shop wisely.

- To be addressed

DEFINING THE PROBLEM

DISCOVERY THROUGH 
RESEARCH

USABILITY 
TESTING

PROTOTYPE

DEFINING THE 
PROBLEM

CONCEPTING & 
IDEATION

DID YOU KNOW?

Food waste cost America $165 billion per year. 
( more than $40 billion from household waste. )

The Average American throws away 209 to 254 
pounds of edible food each year. 

Much of household food waste is due to 
spoilage, overcooking, plate waste and over-
purchasing.

Produces 33 million tons of landfill waste. 
( Leading to greenhouse gas emissions. )

CULINARY CATHY

“I usually buy produce that are in 
season and local.”

AGE: 30

OCCUPATION: TYPOGRAPHER

STATUS: MARRIED

LOCATION: NEW YORK CITY

ARCHETYPE: MILLENIAL

Culinary Cathy loves to cook. She finds cooking to be 

theraputic and is an outlet for her creativity. She’s always 

looking to try new recipes.

GOALS

Easy process.

Clear and specific information.

Positive and pleasant web experience
( engaging and not overwhelming. )

Quick results when searching for recipes. 

PAIN POINTS

Gets overwhelmed with too many choices.

Does not have much time. 

Hates wasting food.

TECH SAVVY

Medium

DEVICES

SOLUTION

An App that you can input all your leftover ingredients and then it will tell you which 
recipe uses those particular ingredients. It will save you time and helps you avoid 
wasting food.   

AFFINITY MAPPING

After the User Interviews, I wanted to gather the 
main trends that our participants mentioned. I 
separated the map into four quadrants: Pains, 
pleasure, behaviors, and context. My goal is to 
uncover common trends that our participants 
share.

The main trends that I gathered from infinity 
mapping were that:

USER INTERVIEWS

I wanted to explore user behaviors and habits.  This 
would allowing me to emphasize and form a deeper 
connection and how to solve for that deeper problem. I 
would understand “why” and most importantly, 
“who” we’re solving it for. From the User Interviews, I 
found that a lot of the subjects that were interviewed 
had similar pain points. 

• Users only only cook on the 
weekends because they have more 
time. 

• All users shop at the Food Coop.
• Users eat out only a few times a 

week.

DESIGN CHALLENGE
I was tasked with designing a simple mobile application that helps users 
deal with the common challenges and pain points related to  the grocery 
store experience. 

TEAM

Vincent Lai

ROLE

UX | UI Designer, Content Strategist, User Research, 

Concept Ideation, Visual Designer.

SCOPE
5 Days

SOLUTION

An App that you can input all your leftover ingredients and 

then it will tell you which recipe uses those particular parts. 

It will save you time and helps you avoid wasting food. It can 

also inform you what ingredients you are missing to 

complete the recipe.

Due to the data collected, insights 

from our interviews and our personal 

experiences, food waste is the 

problem we would like to solve for.

FEATURE PRIORITIZATION 

I used the MoSCoW method to determined which features we must have based on 
User and Persona needs. We determined that inputing ingredients, recipe 
matching and dietary restriction selection are Must Features.

PROBLEM STORY

“Cathy loves to try out new recipes. When she finishes cooking, most 
times there are some leftover ingredients. She tries to save them but 
doesn’t know what to do or make with them. She does not want to waste 
the extras. She would like an easier and faster way to figure out what to 
make with the extra ingredients. ”

CONCEPTING & IDEATION

• Users only have limited time 
because of their busy schedules. 

• Finding recipes are a pain, take 
too long.

• Purchases are limited to what 
they can carry.

• Make sure to buy just enough 
because they hate wasting food.

PERSONA 

With the data collected from the survey, and 
trends that was synthesized from the user 
research, I was able to build a persona. 
 

PROTOTYPE

Click to view Prototype Walkthrough

http://www.vincentlai.space/#/design-challenge-crisper/


USABILITY TESTING

SITE MAP 

 Synthesizing the data from card sorting led me to 
my site map. I gathered my site map had to have a 

top and secondary level navigation.

CONCEPTING & IDEATION

PROTOTYPE

Click to view Prototype Walkthrough

Industry City is a 6 million sq. ft. converted 
industrial complex devoted to art, design, 
fashion and food. It has a vibrant mix of 
dining, retail and arts. It epitomizes New York 
City’s diverse and inspired culture. By having 
an Eataly Pop-up shop at Industry City, we can 
increase engagement and website visits. 

TEAM

Vincent Lai

ROLE

UX | UI Designer, Content Strategist.

As the sole designer, I was responsible 

for brand research, user research and 

designing a responsive online 

platform.

SCOPE
2 Weeks

OPPORTUNITY
With large retailers like Amazon breathing 
down their neck, smaller retailers have to make 
some changes to keep up! Eataly is looking to 
design a new version of their site.” The 
opportunity is to design a Pop-up shop for the 
company Eataly.

SOLUTION

Since Eataly would like to target a 

younger market, the goal is to create 

an engaging and efficient responsive 

platform that will provide organized 

content while still embodying Eataly’s 

brand values. 

CONCEPTING & 
IDEATION

USABILITY 
TESTING

PROTOTYPE
DISCOVERY THROUGH 

RESEARCH

DEFINING THE 
PROBLEM

DISCOVERY THROUGH RESEARCH

COMPETITIVE ANALYSIS

Competitors that are included in this analysis 

ranges from bigger corporate brands to smaller 

independent shops. There are multiple 

components to this competitive analysis, the 

Business, Branding, Web Features, Web Elements 

and User Flow of the websites were compared.

USER FLOW COMPARISON

User flows allow me to understand the options 
and efficiency of the product discovery to check-
out process is for each competitor website. 

INFORMATION ARCHITECTURE - 
CARD SORTING

Card sorting is a tool that helps inform us on how 
items are organized and where products will live 
on the site. The users arranged and categorize 
items that makes sense to them. This showed me 
how other people organize information.

USER SCENARIO

 “While reading the latest issue of Time Out NY, 
Daria finds out that there’s an Eataly Pop-up shop 
at the Food Hall in Industry City. Since attending 

a Mr. Sunday Dance party there last Summer, 
Daria has been itching to go back. The Eataly Pop-

up is a perfect opportunity to send some gifts to 
her friends since they are huge foodies.”

DEFINING THE PROBLEM

PERSONA 

 My primary persona was Daria, who is a tech 
savvy user that enjoys buying gifts for her friends 
and loves to share the NYC culture.

PERSONA 

 My primary persona was Daria, who is a tech 
savvy user that enjoys buying gifts for her friends 
and loves to share the NYC culture.

SKETCHING & WIREFRAMING

As I move onto sketching wireframes, I kept in 
mind the insights that I pulled from the research 
phase. The competitive analysis led me to focus 
on streamlining the site focusing on quality over 
quantity. 

In my digital mock-up, I took design cues from 
the Eataly site. I used the same type face, icons 
and replicated some elements. It was important 
to me to stay true to the Eataly brand.

I conducted rounds of user testing 
on the latest iteration of the design.

USER FLOW

Although this is a working prototype, 
this design is still premature and would 

require more user testing and 
refinement, please click here to read 

about the Next Steps. 

FUTURE DEVELOPMENT

SITE VISIT

I visited the Eataly shop and took note of where 
products were placed and located. It was 
interesting to see how they arranged their 
displays and I discovered why they grouped 
certain items together.

http://www.vincentlai.space/#/case-study-eataly/
https://goo.gl/3fo1va


CONCEPTING & IDEATION

PROTOTYPE

Click to view Prototype Walkthrough

Spotify provides a platform for folks to create 
radio stations or browse through the music 
collections of artists, friends, and celebrities. 
Spotify users can “like” artists’ tracks, follow 
artists, create radio stations and playlists. 
Although users can curate their playlists from 
songs they select, Spotify would like to create a 
feature that allows users to collaborate, DJing 
their select tracks with other users in real 
time.  

TEAM

Vincent Lai 

Michelle Hsu

John Evans

ROLE

UX | UI Designer, Content Strategist, 

Visual Designer. 

As a team, we were responsible for 

brand research, user research and 

designing a new feature for the 

existing Spotify platform

SCOPE
2 Weeks

OPPORTUNITY

A vast majority of music streamers use Spotify 

for their needs. However, more tech-savvy 

audiophiles turn to other platforms due to 

their advanced collaboration and sharing 

features.

SOLUTION

Provide a feature allowing users to 

collaborate on playlists as well as 

listen/comment on others people’s 

playlists.

USABILITY 
TESTING

PROTOTYPE

DISCOVERY 
THROUGH 
RESEARCH

CONCEPTING & 
IDEATION

DEFINING THE 
PROBLEM

DISCOVERY THROUGH RESEARCH

COMPETITIVE ANALYSIS

We studied and compared Spotify’s competitors. 

The analysis that we conducted were to compare 

the Branding & Elements and Marketing 

Positioning of these companies. We also made a 

Feature Comparison between these companies as 

well.

KEY TAKEAWAYS

• Spotify’s main competitors in this field 
pursue a business model more aligned 
to social media and tech savvy users.

• Spotify has a globally recognized brand 
and styling which is a strength  —  our 
feature would not seek to stray from 
this model.

• Spotify’s competitors (bar one) do not 
have comment capabilities. This 
provides an opportunity.

USER RESEARCH

We created and sent out Survey Screeners to 
gather data on people’s behaviors when listening 
to music.

KEY TAKEAWAYS

• Spotify is among the most popular with 
streaming music. 

• Spotify’s sharing capability is not as 
popular as Youtube’s.

• Most people were not interested in DJing 
at all.

USER INTERVIEWS

From the data gathered from our initial survey/
screener, we know what the most popular 

streaming service and how often people listened 
to music. We needed to understand now why they 
felt that way and dive deeper into their behaviors, 

so we selected participants from our screeners to 
interview either in person or over the phone.

DEFINING THE PROBLEM

AFFINITY MAPPING

We separated the map into four quadrants: Pains, 
pleasure, behaviors, and context. User interviews 
gave us some profound answers that uncovered 
some trends we can pursue. Affinity mapping 
made it clear that there are two different user 
groups and they have different needs.

PROBLEM STATEMENT & SOLUTION

From studying our Primary Persona, we came up with a problem and solution. The problem is that 
the vast majority of music streamers use Spotify for their needs. However, more tech-savvy 

audiophiles turn to other platforms due to their advanced collaboration and sharing features. 
Our idea is that Spotify could address this by providing a feature allowing users to collaborate 

on playlists as well as listen/comment on others peoples playlists.

PERSONA 

From the findings of our User Interviews we were 
able to create our personas that reflected our two 

users. Our Primary Persona was Audley.

FEATURE PRIORITIZATION 

 We then did a bit of brainstorming of some features we can offer 
our personas. The features we ultimately focused on were, Easy 
sharing, Joining rooms/ projects, Adding songs to set/projects, 

publish projects and providing feedback/ comments.

USER SCENARIO / STORYBOARD

 Our team then came up with a scenario and created a storyboard to give our 

feature addition a bit of context.

SKETCHING & WIREFRAMING

Our user research led us to sketch wireframes and 
working out the design elements. We knew this 

was not a re-design of Spotify. This was just an 
addition to the current App. and this feature 

would work seamlessly, and breath like 
Spotify and therefore, Spoti Blendr was born.

USER FLOW

We conducted rounds of user testing 
on the latest iteration of the design.

USABILITY TESTING

FEATURE: SPOTI BLENDR

 A blend is a combination or a mixture that the constituent parts 
are indistinguishable from one another. 

Spoti Blendr combines songs together seamlessly with a flip of a 
toggle. It’s a easy, quick and painless way of making mashups 

that any music lover can enjoy.

Although this is a working prototype, 
this design is still premature and would 

require more user testing and 
refinement, please click here to read 

about the Next Steps. 

FUTURE DEVELOPMENT

http://www.vincentlai.space/#/case-study-spotify/
https://goo.gl/hFjAu2


DISCOVERY THROUGH RESEARCH

PROBLEM STATEMENT & SOLUTION

“As a GA student, I want to feel more connected to the entire General Assembly 
community. I would love a safe space to share and discuss projects, view relevant course 

information, and keep me connected after my course is over.”

Currently, General Assembly doesn’t have an easy way to see projects that other 
students in different cities, cohorts, or classes are working on. The main App feature 

would be project sharing, but could expand to be a full featured all-in-one GA education 
management experience… Schedule, group communication, discipline cross-

pollination, & even an alumni support network.

General Assembly is a pioneer in education 
and career transformation, they specialize in 
today’s most in-demand skills. The leading 
source for training, staffing, and career 
transitions, they foster a flourishing 
community of professionals pursuing careers 
they love.

TEAM

Vincent Lai 

David Plakon

Elizabeth Kulikova

ROLE

UX | UI Designer, User Research, 

Content Strategist, Concept Ideation. 

SCOPE
2 Weeks

OPPORTUNITY

General Assembly leverages the latest 

technological tools to provide their students 

with an engaging, blended online and offline 

learning experiences, yet they do not have a 

Mobile App. This is truly a missed 

opportunity. The General Assembly App can 

foster the great community that it has by 

offering the same kind of positive experience 

it does in classrooms.

SOLUTION

Currently, General Assembly doesn’t 

have an easy way to view projects that 

other students in different cities, 

cohorts, or courses are working on. 

The main App feature would be 

project sharing, but could expand to 

be a full featured all-in-one GA 

education management experience… 

Schedule, group communication, 

discipline cross-pollination, & even 

an alumni support network.

PROCESS
DEFINING THE 

PROBLEM
CONCEPTING & 

IDEATION

DISCOVERY THROUGH 
RESEARCH

USABILITY 
TESTING PROTOTYPE

COMPETITIVE ANALYSIS

We studied and compared General Assembly’s 

competitors. ( Note: we only analyzed 

competitors that have Immersive courses.) 

The analysis that we conducted were to 

compare the Branding & Elements and 

Marketing Positioning of these companies. We 

also made a Feature Comparison between 

these companies as well.

USER RESEARCH

We wanted to take a closer look at user behaviors 
and habits. This would provide us with a personal 
element in the equation, allowing us to 
emphasize and form a deeper connection and how 
to solve for that deeper problem. We would 
understand “why” and “who” we’re solving it 
for. We sent out a survey screener to compile 
data by asking questions geared towards our 
audiences’ views. This screener showed us 
general demographics, preferred mobile 
device, and insight on roles and disciplines.

USER INTERVIEWS

From our User Interviews, we found that a lot of the subjects that were interviewed 
had similar pain points about General Assembly. All Alumni and even a teacher were 

concerned about finding a job after graduation from the course. Other trends 
surfaced were that many are willing and able to give and receive feedback on their 
work. Almost all participants want to meet other people and learn about the cool 
projects that people are working on. Overwhelmingly positive feelings towards 

the community at General Assembly.

DEFINING THE PROBLEM

PERSONA 

With the data collected from the survey, and trends we 
synthesized from our user research, we were able to 

build some personas to humanize our project. Our 
Primary Persona was Teachable Terrance.

 

USER NEEDS VS. BUSINESS NEEDS

USER NEEDS
Job Placement

Course Options

Convenience 

Quality & Quantity of Work

Community

Staying Informed 

BUSINESS NEEDS
Customer Satisfaction

Quality & Quantity of Customers

Sell More ( Classes )

Positive Reputation ( Reviews )

Job Placement ( Outcomes )

FEATURES
Work Sharing

Feedback

Job Placement

Announcements

Supportive Community

Features that address both needs:

-Work sharing and Feedback
-Announcements

-Fostering a Supportive Community
-Job Placement

FEATURE PRIORITIZATION 

We determined which features we must have based on User and Persona needs. We 
determined that Sharing work, receiving/ giving feedback, Announcement are Must 

Features. Since students don’t have much time, checking announcements quickly 
will allow them to engage the app and allows them to stay in the app. They can then 

engage the community by viewing and sharing work, give feedback which 
strengthens the community of General Assembly.

USER SCENARIO / STORYBOARD

“ Teachable Terrance walks to the bus stop in the morning. He waits 

patiently for the bus and checks his GA App for his daily announcements. 

Since the bus hasn’t arrived yet, he also takes this opportunity to check up 

on what cool projects his fellow General Assembly students are working on. 

He loves the supportive community at General Assembly.”

8:00 AM At the bus stop waiting.

Checks the GA App for 
announcements.

Checks to see the latest projects and 
offers some feedback.

1 2

3 4

CONCEPTING & IDEATION

TECH SPECIFICATIONS

The General Assembly application will be constructed as a native iOS & 
Android application. The App is intended to be very gestural making use of 

multitouch & swiping which are much easier to construct natively. Also, 
having access to the device’s functionality could prove to be useful for 

possible future features (Apple Pay, Camera for documentation, etc.)
The limitations are obviously that it will be restricted to mobile and not 
available to be accessed on desktop. This could be limiting to some users 
who do not user iOS or Android, although our research shows that nearly 

98% of GA students are on either iOS or Android.

SKETCHING & WIREFRAMING

Our user research led us to sketching wireframes 
and exploring design elements. 

We conducted rounds of user testing on the latest 
iteration of the design.

USABILITY TESTING

PROTOTYPE

Click to view Prototype Walkthrough

AFFINITY MAPPING

After our User Interviews, we wanted to gather 
the main trends that our participants mentioned. 
We separated the map into four quadrants: Pains, 
pleasure, behaviors, and context. Our goal is to 
uncover common patterns that our participants 
share.

The main trends that we gathered from infinity 
mapping were: 

• Students felt disconnected with one 
another. 

• Community not accessible because 
of time and workload. 

• Feel abandoned by General 
Assembly after graduation. 

• Communication from the 
Administration is inconsistent.

Although this is a working prototype, 
this design is still premature and would 

require more user testing and 
refinement, please click here to read 

about the Next Steps. 

FUTURE DEVELOPMENT

http://www.vincentlai.space/#/case-study-general-assembly/
https://goo.gl/2Dxypp


DISCOVERY THROUGH RESEARCH

Grantpa's goal is to help an artist find the 
right grant match for their respective 
discipline. Grantpa is looking to develop a 
responsive web design to make the process 
simple, easy and fruitful for artists.

TEAM
Vincent Lai 
Justin Lam
Priya Lakshmi

ROLE

UX | UI Designer, Content 
Strategist, User Research, Concept 
Ideation, Visual Designer. 

SCOPE
3 Weeks

OPPORTUNITY & SOLUTION

Our process is to do user research and 
synthesize the data we collected to find 
solutions to address the artists needs. Our 
goal is to make the search and applying for 
grants a very precise and quick process. 
We will address the centralized application 
system where artists can have their 
personal profile, which can be used when 
converted into a community in future. 
Grantpa can then match you with grants 
that fits within your personal parameters. 
Guiding the artists through proposal 
writing can also help increase the 
percentage of artists applying for grants.

PROBLEM STATEMENT

“ The process of searching and finding the appropriate grant 
has become confusing and intimidating. Users need a way to 
effortlessly and precisely find grants that pertain to them.”

PROTOTYPE

Click to view Prototype Walkthrough

DEFINING THE 

PROBLEM
DISCOVERY THROUGH 

RESEARCH

USABILITY 
TESTING PROTOTYPE

CONCEPTING & 

IDEATION

COMPETITIVE ANALYSIS

We studied and compared a sampling of 

Grantpa’s indirect competitors .

The analysis that we conducted were to 

compare the Branding & Elements, Marketing 

Positioning, and Feature Comparison of these 

companies.

USER RESEARCH

As a team, we set parameters of who we want to reach out to. In this 
case we wanted to interview potential users and current users for 

Grantpa which were professional artists . We reached out via, General 
Assembly Slack channels, Social Media and through personal 

connections. This screener showed us general demographics, gender 
and insight on roles and disciplines.

USER INTERVIEWS

From our screener and other contacts, we were able to select our user 
interview participants. We conducted 7 user interviews from people of a 
variety of different disciplines. By interviewing individuals of different 
disciplines, we are able to get a variety of responses and insights. We 
engaged users who were professional artists and is familiar with the 
grant process. As a team, we conducted face- to- face interviews or 
phone interviews.

DEFINING THE PROBLEM

AFFINITY MAPPING

After all of our interviews we decided to 
put together and synthesize all of our 
data. We wrote down all the quotes and 
information and started to affinity map. 
We separated everything into four 
quadrants: Pain points, Pleasures, 
Behaviors, & Context. Our goal was to 
uncover similar trends to help develop our 
personas and problem statements.

The main trends that we gathered from 
infinity mapping were: 

• Many users needed a quicker and 
easier on boarding process.

• Users need some guidance or aid 
when applying for grants.

• Many users were unfamiliar with 
deadlines and other criteria 
when applying and searching.

LAYOUT STUDY

We conducted a layout study of the 
website Hired. Hired has a similar 
function to Grantpa, but for the job 
market. It would be helpful for our 
process to study their on boarding, take 
notes and discern what works and what 
could be better.

HEURISTIC ANALYSIS

We conducted a Heuristic Analysis of the websites Hired and Arts 
Council of England and New York Foundation for the Arts . We chose 
these three companies because we believe a closer look at them will help 
our process. Doing so will allow us to learn what the flaws and 
frustrations of a design might be, the outcome is a determination of 
whether the UI complies with our set of heuristics. (guidelines) 
It is more of an inspection.

PERSONA 

With the data collected from the survey, and 
trends we synthesized from our user research, 

we were able to build some personas to 
humanize our project. Our Primary Persona 

was Ambitious Adam. 

SKETCHING & WIREFRAMING

Our user research led us to 
sketching wireframes and 
exploring design elements. 

CONCEPTING & IDEATION

USABILITY TESTING

USER TESTING 2

We conducted 2 rounds of User Testing for our 

High Fidelity prototype on usertesting.com. It 

was important to us to have people unfamiliar 

with Grantpa to test our latest Prototype.. 

Although this is a working prototype, 
this design is still premature and would 

require more user testing and 
refinement, please click here to read 

about the Next Steps. 

FUTURE DEVELOPMENT

USER SCENARIO / STORYBOARD

“Adam is a very ambitious artist and a painter. He has always had a 
dream to have his exhibition at an art gallery. Being a mid-carrier 
artist, finding fund is always a difficult task for him. As an artist, 

Adam is looking for opportunities / Grants to pursue his dream. He 
finds Grantpa online and is able to find and apply for the perfect grant 

for him. He gets it is able to pursue his dream. ”

RESPONSIVE MOBILE

FEATURE PRIORITIZATION 

The features we decided to focus on based on lower effort and cost as well as 
how essential it is to have. ( within this current scope )

• Deadlines & Reminders
• Social Sharing
• Artist Profile
• Filters

We conducted rounds of user testing 

on the latest iteration of the design.

USER FLOW

http://www.vincentlai.space/#/grantpa/
https://goo.gl/fHYTL2

