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The process: wireframes, prototypes, user testing,
hand-off, implementation and A/B testing.
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1.0_Analysis, Initial Flows and Wiretrames

This project started with a small brief from the company boss: “We
need to make the overall onboarding experience better in the apps.”

| started by analyzing the onboarding experience we had at the time -
which was based on an image carousel with all the features right after
opening the app for the first ime. Next, | started taking notes of some
ideas | had about how we could start making a better flow.

| made an initial analysis of the onboarding | started taking notes of my first thoughts of the Separating the onboarding flow in different steps
experience we had before. You can find the onboarding process in a notebook. | still like to was crucial in understanding how a user interacts
complete document on the link posted on the mix pen and paper and digital tools in the initial with the app. From this list we decided which
project page. stages of a project. elements we wanted to introduce first to create

that “Ahal Moment” to the user.



1.0_Analysis, Initial Flows and Wiretrames

My main focus was on making the flow more interactive and less
infrusive. Tooltips were the chosen element to use for the onboarding
flow as they are a subtle element that grabs the user's attention and
educates them without interrupting the overall app experience. We
wanted to infroduce two things for the user to reach the Ahal Moment:
search and AR view. We would also offer a first time promotion with an

extended free trial.

The first rough digital flow | created was a
mix of wireframed screens and screenshots of
parts of the app that would be affected by the

onboarding.

At this stage | already saw different variants and
paths that users could follow depending on their
interaction with the onboarding elements.

Tooltips were the chosen element to create the
onboarding. They are subtle yet informative,
and point the user to a specific direction without
interrupting what they’re doing.



2.0 Inital lterations

The best way | found to communicate my ideas to the people involved
in the project was through prototyping. The prototypes were created

based on the initial wireframes and had really basic linear interactions.

They were really useful to show how a user would go from the initial
screen right until the last tooltip interaction. Every time | shared a
prototype | got useful feedback which led me to create an iteration.

The first prototypes | shared with stakeholders
to show the proposed flows were a mix of
wireframes and screenshots. The profotypes
were created directly on Adobe XD with limited
interactions and rough linear flows.

Some more refined designs were part of
this stage especially on the things that were
completely new to this onboarding such as

the tooltips and some other layouts like the AR
infro. Most of these elements’ designs changed
dramatically throughout the whole process.

For every round of feedback in the inifial stage of
the project | created a modified prototype that
included the latest modifications for both Android
and iOS. Differences between platforms were
small but still required separate prototypes. All of
this was documented in a Confluence page.



3.0_Designs

After many rounds of internal feedback it was time to leave the
wireframe phase behind and start working on the final look of the
onboarding elements. The main things affected would be the initial
onboarding promo screen - which was a brand new addition to the
app - and the tooltips. | also re-worked the sign-up and log-in screens
and some other screens that were a bit outdated.

How certain elements from the onboarding flow
evolved: the promo screen tag graphic started
as a skefch on a piece of paper and went
through a process of refinement until the final
version was added to the promo screen.

Adobe XD is our main design tool. | designed
all onboarding screens before creating the
prototype that we were going fo test on real
users.

Tooltips were never used before as an element
of onboarding in the apps. | fried to make them
consistent but also easy to discard with an “X"
icon. The AR tooltip was more prominent as this
was the one feature we thought would create the
Ahal Moment to the users.



4.0_Hi-Fi Prototype and User Testing

Having the designs ready and the flow defined (with the help of
product map) it was time fo create a high fidelity prototype fo test
on users. The tool | used to create the prototype was Protopie. It is a
powerful software that allowed me to add detailed interactions and
animations. It is also very easy to share online.

We conducted the test using the Usertesting.com platform.

Protopie is our chosen software for creating
high fidelity prototypes. Itis very complete and
allows us to create an almost real experience
that helps in user testing and as a reference for

developers.

The user testing sessions were set up in
collaboration with the user acquisition
department. Creating the questions and the
flows for the users to follow was a key step in the
process.

The prototype was fested on various users and,
based on the results, we came up with a number
of conclusions. Analyzing the videos fully and the

comments of the users is always a great experience.
One of the best parts of testing with real users is to
discover things you never thought of.



5.0_Refining and Event Tracking

The results of the tests showed us many things we had to change.
Mainly related to the initial promo screen and the AR view toolfip
experience. Many things were fixed by changing the words we were
using or by giving more prominence to certain visual elements.

While | worked on the feedback we got from the tests, the development
team and the user acquisition team started working on the event
tracking plan for the project.

On the top image: some user comments
regarding the tooltips. On the bottom: the
iteration based on those comments of the AR
tooltip. We changed the tille wording, the body
copy and made the elements clearer.

The (in)famous onboarding promo. One of the most
changed screens of the whole project. | was not in
favor of presenting this promo right from the start but
in the end we decided it would increase sign-ups
and conversion. We're measuring the results of this
decision through data.

Tracking events throughout the onboarding flow was
crucial for both the user acquisition team and the
product team. This list was created for the developers
to see which events we wanted to track in each
screen.



6.0 Hand-off

When we were satisfied with the designs and applied all the feedback
we got from the user tests, it was time to hand the project over to
developers. We had the full app team working on the project (3 iOS
and 3 Android devs). The main hand-over tools we used were Zeplin
and Confluence. | made sure that the developers found all the relevant
complimentary elements from each screen linked directly to the Zeplin
designs, including links to the prototypes and the animations.

Zeplin is our preferred hand-off tool for
developers. Itis clear, easy to use and has great
compatibility with XD. | use comment bubbles
of different colors to link to different things on
the designs such as animations, prototypes and
specs.

The product map was something developers were very
happy about. This was a clear way for them to see how
the onboarding experience would be like. It accounted
for all possible scenarios and was adapted fo the small

changes between iOS and Android.

All of the documentation of the project was kept in a
Confluence page that had links to all the important
elements. Developers could also come here to
download the relevant animations for the AR tooltip
and for the touch hint.



/.0_Release and Future Steps

Development took around one month to be completed. Both platforms
worked on parallel but Android was quicker to be released. After a
gradual release to some users the apps were released to App Store
and Google Play. It was time to see how this new onboarding would
perform. The next step was to infroduce secondary elements such as an
“offer expired” screen and variations of the promo screen to A/B test.

After the release of the first onboarding iteration
we still had some work to do. VWe wanted to
test different variations of the onboarding promo
screens. We also introduced a screen to let
users know that the promo had expired but still
informed them about the subscription benefits.

Itis always a great satisfaction to see a project of
this importance come to life. Visually and functionally
we achieved something outstanding. There’s still
room for improvement and we'll let the data guide
us. For now, we are already seeing better numbers.

Next steps include infroducing more tooltips for

different parts of the app, measuring the existing

onboarding experience and making necessary
modifications to make it even better.



