


CoffeeHouse App

Sina Maleki



Project overview

Project duration:

January 2021 to July 2022

The product: 
CoffeeHouse is an international coffee store chain with locations in New 

York, Chicago, San Francisco, Cleveland, London, Nantes, Reykjavik, 

and more. It aims to serve quality coffee with local flair. Their drinks 

range from $3 - $8. The shops are minimalist, clean-lined, and feature a 

variety of freshly brewed house blends from the world’s major coffee 

regions. They offer both ready-to-drink and whole or ground beans by 

the pound. Their specialty drinks are made to order at their counter For 

each of the cities they currently operate in, they have crafted an 

exclusive coffee-based beverage that can only be ordered in its city. This 

has inspired fans to seek out CoffeeHouse shops in other cities in an 

effort to try all of the exclusive creations.



The problem: 

Busy people who are in love with Coffee and 

want to have their Coffee right away,and want 

to customize their order before hand.

Project overview

The goal: 

Design an app for CoffeeHouse that allows 

users to easily order and pick up fresh Coffee.



My role: 

UX designer designing an app for CoffeeHouse 

from conception 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 cook meals. 

This user group confirmed initial assumptions about CoffeeHouse customers, but research 

also revealed that time was not the only factor limiting users from making Coffee at home. 

Other user problems included obligations, interests, or challenges that make it 

difficult to have their Coffee.



User research: pain points

Time

Working adults are 

too busy to spend 

time on queue

Accessibility

Platforms for 

ordering Coffee are 

not equipped with 

assistive 

technologies

IA

Text-heavy menus in 

apps are often 

difficult to read and 

order from
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Persona: Nikki

Problem statement:

Nikki is a university student . she is in the last year of her 

study and

she has to go to hospital as an intern. Her shifts are 

toggling

between night and day. She is on a tight schedule these 

days and

needs to be focused during her internship and studies. 

she ‘d need

to have her own specialized coffee , and she thinks it 

would be a

great idea to make her colleagues and friends happy 

with an iced

coffee sometimes!



User journey map

Persona: Nikki

Goal: having her coffee before getting to work and 

during her work



● 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 a quick 

and easy ordering process

to help users save time. 



Digital wireframes 

As the initial design phase 

continued, I made sure to 

base screen designs on 

feedback and findings from  

the user research.

This button at 

the top of the 

home screen 

makes it fast 

and easy for 

users to order
Menu button 
will take 
customer 
directly to 
menu bar



Digital wireframes 

Easily can go to 
their basket of 
order



Low-fidelity prototype

Screenshot of 
prototype with 
connections or 
prototype GIF



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

The checkout process has too many 

unnecessary steps

1

Round 2 findings

Users want to order Coffee quickly1

Users want more customization options2

Users want a delivery option3



● Mockups

● High-fidelity prototype

● Accessibility

Refining

the design



Mockups

[Your notes about goals 

and thought process]

Before usability study After usability study



Mockups



High-fidelity

prototype

CoffeeHouse Hi-Fi 

prototype

https://www.figma.com/proto/LF4CsHnUqWmIrJXeaIsPML/Untitled?page-id=0:1&node-id=57:931&viewport=540,1533,0.96&scaling=scale-down&starting-point-node-id=57:931


Accessibility considerations

Provided access 

to users who are vision 

impaired through 

adding alt text to 

images for screen 

readers.

Used icons to 

help make 

navigation easier.

Used detailed 

imagery for pizzas and 

toppings to 

help all users 

better understand 

the designs.
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● Takeaways

● Next steps
Going forward



Takeaways

Impact:

The app makes users feel like 

CoffeeHouse really thinks about how to 

meet their needs.

One quote from peer feedback:

“The app made it so easy and fun to build 

my own Coffee! I would definitely use this 

app as a go-to for a fast, and Tasty Coffee 

even in my busiest days!.”

What I learned:

While designing the CoffeeHouse app, I 

learned that the first ideas for the app are 

only the beginning of the process. 

Usability studies and peer feedback 

influenced each iteration of the app’s 

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.
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Let’s connect!

Thank you for your time reviewing my work on the CoffeeHouse app! If you’d like to

see more or get in touch, my contact information is provided below.

Email: malekicina@gmail.com

Website: www.websin.net
Behance : https://www.behance.net/WebSin

http://www.websin.net/


Companion responsive  
website for the Relax 
breathing app

Sina Maleki



The product: 

The companion website for the breathing app will be a web 

platform that provides users with additional resources and support 

to help them practice and improve their breathing techniques. The 

website will serve as an extension of the app, offering users a 

variety of features such as educational resources, progress 

tracking, community engagement, and support forums. 

Project overview

Project duration:

•Research and planning phase: 2 weeks

•Design and development phase: 8 weeks

•Testing and quality assurance phase: 2 weeks

•Launch and post-launch support: Ongoing

Preview of selected 
polished designs.



The problem: 

•To create a web platform that provides users 

with educational resources on breathing 

techniques and their benefits

•To enable users to track their progress and set 

goals for their breathing practices

•To provide users with a supportive community 

for exchanging information, advice, and 

encouragement

•To integrate the website with the breathing app 

to ensure seamless user experience

•To ensure the website is user-friendly, visually 

appealing, and accessible on multiple devices

•To optimize the website for search engines to 

attract and retain users

Project overview

The goal: 

• The goal of the website is to provide users with a 

comprehensive and holistic approach to improving their 

breathing practices.



My role: 

UX designer

Project overview

Responsibilities: 
1.User Research: Conduct user research to understand the needs, preferences, 
and behaviors of the target audience. This will help you design a website that 
meets their needs.
2.Information Architecture: Design an information architecture that organizes 
content in a logical and intuitive manner. This involves determining the 
structure and hierarchy of the website's pages and navigation.
3.Visual Design: Create a visually appealing and consistent design for the 
website. This includes designing the website's layout, color scheme, typography, 
and other visual elements.
4.Interaction Design: Design the website's interactions and user flows to ensure 
that users can easily navigate the website and accomplish their goals.
5.Usability Testing: Conduct usability testing to evaluate the website's usability 
and identify any issues or areas for improvement.
6.Accessibility: Ensure that the website is accessible to all users, including those 
with disabilities.



Understanding

the user

● User research

● Personas

● Problem statements

● Competitive audit

● Ideation



User research: summary

As a UX designer for the companion website for a breathing app, I conducted user research to gain 

insights into the needs, behaviors, and preferences of the target audience. I conducted a combination of 

qualitative and quantitative research methods, including online surveys, in-person interviews, and 

usability testing. Before conducting the research, I assumed that users would primarily use the breathing 

app for stress relief, but after conducting the research, I discovered that users had a broader range of 

motivations for using the app, including relaxation, mindfulness, and improved sleep. I also found that 

users preferred a simple and intuitive interface for the app and the companion website, with easy-to-

follow instructions and clear visual cues. Based on these insights, I designed the website to meet the 

users' needs and expectations, resulting in a better user experience for the website's visitors.



Persona 1: Sarah

Problem statement:

Sarah is looking for a companion website for her 

breathing app that provides her with more information 

about the benefits of deep breathing and offers guidance 

on how to incorporate it into her daily routine. She wants a 

website that is easy to navigate and provides clear, 

concise instructions on how to perform different breathing 

exercises. Sarah is also interested in connecting with 

other users of the app and learning from their 

experiences. She wants a website that offers a community 

forum or other resources that allow her to connect with 

like-minded individuals who are also interested in 

reducing stress and anxiety.



Persona 2: Samantha

Problem statement:

Samantha is looking for a way to incorporate exercise 

and relaxation into her daily routine. She wants to find an 

easy and accessible way to maintain her mental and 

physical health while working from home. However, she 

finds it challenging to motivate herself to exercise or 

meditate on her own. She also wants to improve her 

breathing techniques, as she feels that shallow breathing 

is causing her to feel more anxious and stressed. 

Samantha is looking for a companion website for her 

breathing app that offers personalized support and 

guidance to help her stay on track with her fitness goals. 

She wants to be able to track her progress and connect 

with a community of like-minded individuals who can 

provide support and encouragement.



Competitive audit
When conducting a competitive audit for the companion 

website of the breathing app, we considered several factors 

to help us evaluate the competition effectively. We started 

by identifying a list of top meditation and breathing apps that 

offer a companion website. Then we looked at the different 

features offered by each of these apps' websites.

We examined how the websites provide guidance and 

support to users, including personalized recommendations, 

progress tracking, and community features. We also looked 

at the types of sessions and exercises available, including 

meditation, relaxation, and breathing techniques. 

Additionally, we considered the user interface, ease of 

navigation, and overall user experience on each website.

Based on our competitive audit, we concluded that the 

companion website for the breathing app provides a unique 

combination of personalized guidance for breathing 

techniques, meditation and relaxation sessions, and 

community features. We believe that this sets the breathing 

app's website apart from the competition and provides users 

with a comprehensive and personalized experience to 

support their mental and physical health goals.

Image of 
spreadsheet



Ideation
During the ideation process for the companion website 

of the breathing app, our primary goal was to create a 

website that would help users achieve their mental and 

physical health goals through personalized guidance, 

support, and community features.

We started by brainstorming different features and 

functionalities that we felt would be useful to our target 

audience, such as a progress tracker, personalized 

recommendations, meditation and relaxation sessions, 

and community forums.

We then considered how these features could be 

integrated into the website and how they could work 

together to provide a seamless and personalized user 

experience. We also thought about how we could 

differentiate the website from competitors and make it 

stand out in the market.

Overall, our ideation process was guided by a deep 

understanding of our target audience and a 

commitment to providing them with a website that 

would help them achieve their goals and live a 

healthier, more balanced life.

Image of 
ideation 
exercise



● Digital wireframes

● Low-fidelity prototype

● Usability studies

Starting

the design



Digital wireframes Digital wireframes 

[Your notes about goals 

and thought process + how 

you responded to and 

implemented peer 

feedback]

Description of 
the element 
and its benefit 
to the user

Description of 
the element 
and its benefit 
to the user



Low-fidelity prototype

[Links to low-fidelity prototypes of 

different screen variations and 

brief description of the user flow 

+ how you responded to and 

implemented peer feedback]

Screenshot of 
prototype with 
connections or 
prototype GIF



Usability study: parameters

Study type:

Unmoderated usability study

Location:

Australia, remote

Participants:

7 participants 

Length:

30-60 minutes



Usability study: findings

The following are findings from a usability study conducted on the companion website for the 

breathing app, which aimed to evaluate its ease of use, user experience, and effectiveness in 

meeting users' needs..

Participants might find the 

website easy to navigate 

and use, with clear 

instructions and helpful 

visual aids.

Ease of Use User Experience Effectiveness

Participants could potentially 

report positive experiences 

using the website, with 

features such as personalized 

guidance, progress tracking, 

and community support 

enhancing their engagement 

and motivation.

Participants might report 

improvements in their mental 

and physical health after 

using the website, with the 

combination of breathing 

techniques and meditation 

sessions proving beneficial in 

reducing stress and 

improving overall well-being.
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● Mockups

● High-fidelity prototype

● Accessibility

Refining

the design



Mockups

[Your notes about goals 

and thought process + how 

you responded to and 

implemented peer 

feedback]

Mockup 1 
before 

Mockup 1 
after

Before usability study After usability study



Mockups

[Your notes about goals 

and thought process + how 

you responded to and 

implemented peer 

feedback]

Mockup 2 
before 

Mockup 2 
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

[Links to low-fidelity 

prototypes of different 

screen variants and brief 

description of the user flow 

+ how you responded to 

and implemented peer 

feedback]

Screenshot of 
prototype with 
connections or 
prototype GIF



Accessibility considerations

Insert one to two 

sentence summaries 

describing each 

accessibility consideration 

applied in your designs. 

Insert one to two 

sentence summaries 

describing each 

accessibility consideration 

applied in your designs.

Insert one to two 

sentence summaries 

describing each 

accessibility consideration 

applied in your designs. 
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● Information architecture

● Responsive design
Responsive Design



Sitemap



Responsive designs

[Your notes about goals 

and thought process]

Images of each 
screen size 
variation



● Takeaways

● Next steps
Going forward



Takeaways

Impact: 

Although we don't have any data on downloads or sign-ups, the positive 

feedback from usability study participants suggests that the companion 

website for the breathing app has the potential to impact users' mental 

and physical health in a positive way. As one study participant noted, 

"Using the website has been a game-changer for my stress levels and 

overall well-being. The personalized guidance and community support 

make it easy to maintain healthy habits and stay motivated."

Throughout this project, I learned about the importance of 

user-centered design and usability testing in creating 

effective and engaging digital products. By incorporating 

user feedback and making iterative improvements, we 

were able to create a companion website for the breathing 

app that is easy to use, offers personalized guidance and 

support, and has the potential to positively impact users' 

mental and physical health. I also learned the value of 

collaboration and communication in a design team, and 

how each team member's skills and expertise can 

contribute to a successful outcome.



Next steps

Address areas for 

improvement: Incorporate 

the feedback from study 

participants to improve the 

user interface, add new 

features, or make other 

changes that better meet 

user needs.

Conduct further testing: 

Continue to conduct 

usability testing to evaluate 

the effectiveness and user 

experience of the website, 

and make ongoing 

improvements based on 

user feedback.

Expand user base: 

Increase awareness of the 

website and its benefits 

through marketing and 

outreach efforts, potentially 

expanding the user base 

and impact
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Let’s connect!

If you have any questions or would like to review more of my work, please feel free to contact me 

through following platforms. 

Email: malekicina@gmail.com

Website : www.websin.net

mailto:malekicina@gmail.com
http://www.websin.net/


Food Saver App and 
Responsive Website

Sina Maleki



The product: 

Food Saver is a Charleston-based organization 

focused on food sustainability. The organization 

needs a tool that helps people learn about and 

manage their food waste. Food Savers’ primary target 

users include college students and adults who are 

concerned with the amount of food they waste and 

would like to learn more about what they can do to 

reduce waste. 

Project overview

Project duration:

July 2021 to December 2021



The problem: 

30% of food goes to waste per year in the 

United States. The strategy team at Food Saver 

has identified a lack of general knowledge 

about food waste and limited understanding 

about personal impact as crucial drivers for 

continued food waste. 

Project overview

The goal: 

Design an app that will improve education on 

the topic of food waste and help people 

manage their own food waste.  



My role: 

UX designer leading the app and responsive 

website design from conception to delivery

Project overview

Responsibilities: 

Conducting interviews, paper and digital 

wireframing, low and high-fidelity prototyping, 

conducting usability studies, accounting for 

accessibility, iterating on designs, determining 

information architecture, and responsive 

design.



Understanding

the user

● User research

● Personas

● Problem statements

● Competitive audit

● Ideation



User research: summary

I used Food Saver’s data on food waste to develop interview questions, which were then used to 

conduct user interviews. Most interview participants reported feeling badly about food waste, but 

they didn’t actively try to reduce their own food waste. The feedback received through research 

made it very clear that users would be open and willing to work towards eliminating food waste if 

they had access to an easy-to-use tool to help guide them. 



Persona 1: Thierry

Problem statement:

Thierry is a working 

student who needs 

reminders, suggestions, 

and coaching to cook 

more often with fresh 

ingredients because they 

like to cook and want to 

make it a part of their 

routine.



Persona 2: Cam

Problem statement:

Cam is a working 

caregiver who needs 

exciting new GF recipes 

that make tasty, easily 

reheated leftovers, 

because most of the 

food they’re throwing 

out is old food that they 

lost track of.



Competitive audit

An audit of a few 

competitor’s 

products provided 

direction on gaps 

and opportunities 

to address with the 

Food Saver app. 

Click to view the full competitive audit and audit report



Ideation

I 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 waste 

tracking and simple 

recipe features.



● Digital wireframes

● Low-fidelity prototype

● Usability studies

Starting

the design



Digital wireframes 

After ideating and drafting 

some paper wireframes, I 

created the initial designs 

for the Food Saver app. 

These designs focused on 

delivering personalized 

guidance to users to help 

manage their food. 

Top half of home 
screen acts like a 
food coach by 
providing 
personalized 
recommendations 
for users

Easy access to 
app features 
from global 
navigation



Low-fidelity prototype

To prepare for usability testing, I 

created a low-fidelity prototype 

that connected the user flow of 

viewing an item about to expire 

and using it in a recipe.

View Food Saver's low-fidelity 

prototype

https://www.figma.com/proto/UgJGKhRFhscniMmbOSEdg1/Food-Saver?node-id=580:1&scaling=scale-down&page-id=580:0


Usability study: parameters

Study type:

Unmoderated usability study

Location:

Australia, remote

Participants:

7 participants 

Length:

30-60 minutes



Usability study: findings

These were the main findings uncovered by the usability study: 

People want easy access 

to recipes that specifically 

use the food they already 

own.

Recipes Add food

People had difficulty 

adding new food items to 

the app.

Expiration dates

People preferred clear 

indications of when food 

items would expire.
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● Mockups

● High-fidelity prototype

● Accessibility

Refining

the design



Mockups

Based on the insights from 

the usability studies, I 

applied design changes like 

providing a clear section 

from the home screen to 

browse recipes that 

specifically use items 

available in “My Food”.

Mockup 1 
before 

Mockup 1 
after

Before usability study After usability study



Mockups

Additional design changes 

included adding an option 

to “Add new item” to the 

“My Food” page, and 

providing a clearer 

indication of how many 

days were left before an 

item expired.

Mockup 2 
before 

Mockup 2 
after

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 the Food Saver high-fidelity 

prototype



Accessibility considerations

1

Clear labels for interactive 

elements that can be read 

by screen readers.

2

Initial focus of the home 

screen on personalized 

recommendations help 

define the primary task or 

action for the user.



● Information architecture

● Responsive design
Responsive Design



Sitemap

With the app designs 

completed, I started work 

on designing the responsive 

website. I used the Food 

Saver 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, tablet, and 

desktop. I optimized 

the designs to fit 

specific user needs of 

each device and 

screen size.

Mobile website Tablet Desktop 



● Takeaways

● Next steps
Going forward



Takeaways

Impact: 

Users shared that the app made food waste 

seem like something they could actually help 

reduce. One quote from peer feedback was 

that “the Food Saver app helps bring caring 

about the environment to a personal level in a 

way that’s easy and engaging.”

What I learned:

I learned that even though the problem I was 

trying to solve was a big one, diligently going 

through each step of the design process and 

aligning with specific user needs helped me 

come up with solutions that were both feasible 

and useful. 



Next steps

1

Conduct research on how 

successful the app is in 

reaching the goal to 

reduce food waste.

2

Add more educational 

resources for users to 

learn about food waste.

3

Provide incentives and 

rewards to users for 

successfully reducing 

their food waste.



Let’s connect!

Thank you for your time reviewing my work. If you’d like to

see more or get in touch, my contact information is provided below.

Email: malekicina@gmail.com

Website: www.websin.net
Behance : https://www.behance.net/WebSin

http://www.websin.net/

