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The product: 

Social good app for cities to ensure 

everyone has food and shelter.

Project overview

Project duration:

October 2021



The problem: 

How can a city waste so much food when 

people living in this very same city are hungry 

or food insecure? How can people live on the 

streets when there are so many unused empty 

spaces? Com.unity was born to help cities 

better organize help to make sure everyone 

has food and shelter.

Project overview

The goal: 

Organize help in a city by making it easy to ask 

for help or to help the community.



My role: 

UX designer leading the app design on mobile, 

tablet and desktop

Project overview

Responsibilities: 

Conducting interviews, paper and digital 

wireframing, low- and high-fidelity prototyping, 

conducting usability studies, accounting for 

accessibility, iterating on designs and 

responsive design.



Understanding
the user

● User research

● Personas

● Problem statements

● Competitive audit

● Ideation



User research: summary

I conducted user interviews and created user journey maps to better understand the target user, 
their needs and their pain points.

I discovered that it's sometimes difficult to ask for help so the need of being able to use an app 
anonymously and get the help one needs is very important.

I also discovered that users want to help in very different ways and the more ways an app can 
accommodate the better for the community.



Persona 1: Paolo

Problem statement:

Paolo is an altruist 

person with some free 

time and resources who 

needs to know what 

people in their 

community need, when 

and where because they 

want to help people in 

need during their free 

time.



Persona 2: Karen
Problem statement:

Karen is a business 

owner who hates 

wasting food who needs 

to know whether some 

people from their 

community need free 

food because they want 

to give away unsold food 

to people in need 

instead of throwing it 

away.



Competitive audit

An audit was conducted on 

3 direct competitors in 

order to analyze their 

strengths, their weaknesses 

and to identify 

opportunities.
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Ideation

The Crazy 8 method 

allowed me to have a lot of 

ideas flowing. The more 

ideas the better. Then I 

reflected on which ones 

were good and which ones 

could be improved and 

how.

Image of 
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● Digital wireframes

● Low-fidelity prototype

● Usability studies

Starting
the design

 



Digital wireframes Digital wireframes 

Insert first wireframe 
example that 

demonstrates design 
thinking aligned with 

user research 

After ideating and drafting 

some paper wireframes, I 

created a first version of the 

digital wireframes in Adobe 

XD.

The wireframes focused on 

the 2 use cases: I need help 

and I can help.

The user can 
scroll on their 
listings and 
click on a listing 
to view its 
details

Tabs allow the 
user to easily 
navigate 
between 
categories of 
listings

Navigation bar 
at the bottom 
allows for an 
easy navigation



Digital wireframes Digital wireframes 

One of the challenges was 

to make it easy for the user 

to help. The search for 

missions is critical and must 

be easy to use.

Users can 
search for 
missions 
around them

And filter on 
relevant 
categories



Low-fidelity prototype

I created a low-fidelity prototype 

that connected the user flow of 

searching for help, creating a 

listing and accepting a mission of 

food delivery.

View Com.unity's low-fidelity 

prototype

Screenshot of 
prototype with 
connections or 
prototype GIF

https://xd.adobe.com/view/fcd1628f-b871-442f-a54c-421e006be835-a982/
https://xd.adobe.com/view/fcd1628f-b871-442f-a54c-421e006be835-a982/


Usability study: parameters

Study type:

Unmoderated usability study

Location:

USA, remote

Participants:

4 participants 

Length:

15 minutes



Usability study: findings

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

Floating action buttons 
(FAB) were confusing to 

users: either their 
placement on the screen 

or their meaning confused 
most of users

Forum Search filters

Most of users were 
frustrated to have to 

create an account in order 
to access the forum in 

read-only

The label of some search 
results filters were 

confusing

1 2 3

Floating buttons Favorites

Users had trouble adding 
a place to their favorites.
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● Mockups

● High-fidelity prototype

● Accessibility

Refining
the design



Mockups

Based on the insights from 

the first usability study, I 

proceeded to solve users' 

pain points.

I replaced Floating Action 

Buttons with an action area 

at center stage, way more 

meaningful.

Mockup 1 
before 

Mockup 1 
after

Before usability study After usability study



Mockups

The forum is now accessible 

in read-only to all users. The 

app asks the user to sign in 

or up only when they want 

to post a message or 

comment.

Mockup 1 
before 

Mockup 1 
after

Before usability study After usability study



Mockups

The labels of the filtering 

options are more 

meaningful.

Mockup 1 
before 

Mockup 1 
after

Before usability study After usability study



Mockups

The actions that a user can 

do are clearly identified 

with buttons.

Mockup 1 
before 

Mockup 1 
after

Before usability study After usability study



Mockups

Main 
mockup 

screen for 
display

Main 
mockup 

screen for 
display

Main 
mockup 

screen for 
display

Main 
mockup 

screen for 
display



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 Com.unity's high-fidelity 

prototype

https://xd.adobe.com/view/c8f3ef07-f137-4bb1-8d14-eefc9c43f485-9da0/
https://xd.adobe.com/view/c8f3ef07-f137-4bb1-8d14-eefc9c43f485-9da0/


Accessibility considerations

I checked color contrast 
using WebAIM online 

checker

Clear labels and 
conventional icons

1 2

https://webaim.org/resources/contrastchecker/
https://webaim.org/resources/contrastchecker/


● Information architecture

● Responsive designResponsive Design



Sitemap

The homepage is there to present the 

app and to let the users know how to 

download and use it. The users can also 

donate very easily through a 

call-to-action button in the header and in 

the footer.

The I need help page and Sign in/up page 

are the entry points to the web app.

Image of 
sitemap/IA



Responsive designs

The app was designed for 

multiple screen sizes 

(mobile, desktop and 

tablet). Elements were 

reorganized or replaced 

depending on what's best 

for the users on a specific 

device.

Images of each 
screen size 
variation



● Takeaways

● Next stepsGoing forward



Takeaways

Impact: 

Users found the features in the app very useful 

and would love to be able to use this app in 

real life and make a positive impact on their 

community and city.

What I learned:

Low-fidelity prototypes are great to test the 

user flow and detect early any problems in the 

flow.

I also learned the importance of designing first 

for the device the users will use the most and 

then adapting the design to other devices.



Next steps

Conduct another round of 
usability studies to make 
sure the pain points have 

been eliminated and 
validate that the current 
design has not created 

new ones.

Identify any additional 
areas of need and ideate 

on new features

1 2



Let’s connect!

Thank you so much for taking the time to review my work! Any feedback is always valuable so if 
you'd like to share your thoughts with me or just get in touch, contact me:

Email: sylvie.uxe@gmail.com
Website: https://sylvie.dev

LinkedIn: https://www.linkedin.com/in/sylvie-donatien

mailto:sylvie.uxe@gmail.com
https://sylvie.dev
https://www.linkedin.com/in/sylvie-donatien

