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// PROJECT OVERVIEW

THE PRODUCT

ICA is a fictional mobile app for a fictional stadium, Indiana Central 

Arena, that allows stadium-goers to order food & drink for pick-up or 

delivery to their seats so they don’t have to miss a second of the 

game.

PROJECT DURATION

November 2022 - January 2023
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// PROJECT OVERVIEW

MY ROLE

Lead UX designer designing an app for a major sports stadium from 

conception to delivery. 

RESPONSIBILITIES

Conducting a competitive audit and interviews, paper and digital 

wireframing, low and high-fidelity prototyping, conducting usability 

studies, accounting for accessibility, and iterating on designs. 
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Many users miss crucial parts 

of an important event walking 

around crowded stadiums and 

waiting in long lines for food 

& drinks. 
// INTRODUCTION

// THE PROBLEM



// THE GOAL
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Create an app that eliminates 

these issues for users so they 

can enjoy food and drinks 

without missing out on the 

event. 
// OUR CENTER



CENTER

01

Competitive audit
User research
Personas
Problem statements
User journey maps
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// OUR 

// USER RESEARCH

UNDERSTANDING 
THE USER



2

Difficult navigation, linking to 

websites outside of the app to order, 

overcrowded screens, font size, and 

screens which are not visually 

appealing.  

1

Most major sports stadiums do not 

currently have mobile order apps. 

// COMPETITIVE AUDIT

8

PAIN POINTS



The user research for this project started with creating user 
personas, user stories, and user journey maps. This research brought 
to life the reality of what the user needs while at a game: 

a simple app that allows users to order food & drink quickly to 
their seats with the option to pick-up their order to save on 
delivery fees. 

USER RESEARCH: SUMMARY
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The key user groups for this app are:

● Sports fans, who attend many games each year and are willing to 
pay more to stay in their seats

● users who may have difficulty navigating the stadium due to 
mobility issues, anxiety in crowds, or unfamiliarity with the 
stadium.  

USER RESEARCH: SUMMARY
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Problem statement:

George is a major sports 

fan who needs a way to 

order to his seat because 

he doesn’t want to miss 

out on watching the game.

// PERSONA

// GEORGE
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Problem statement:

Julia is a young single woman 

who needs a way to limit time 

in crowds because she gets 

anxious and she often gets 

lost in large stadiums.

// PERSONA

// JULIA



This is the number of total 
visitors we had last month

When considering 

George’s journey, I 

considered that users 

like him are more 

willing to pay a little 

bit more money for 

convenience. 

// USER JOURNEY MAPS

50,000
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This is the number of total 
visitors we had last month

When considering users 

like Julia, it stood 

out that they are often 

not  as familiar with 

the stadium and how 

crowds are a major pain 

point. 

// USER JOURNEY MAPS

50,000
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LARGE 
STADIUMS

Many game attendees get 
overwhelmed by the 
large crowds and large 
stadiums. Users who go 
to games once in a 
while aren’t familiar 
with the stadiums, thus 
waste more time 
wandering around. 

Most game attendees get 
frustrated waiting in 
long lines for food and 
drinks causing them to 
miss out on watching the 
game. 

PAIN POINTS
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// USER RESEARCH:

Most stadiums don’t have 
apps that house tickets, 
food ordering, maps, etc. 
So game attendees have to 
waste time at the game 
finding their tickets to 
get in, go order food, 
etc. 

LACK OF APPLONG LINES



PAPER WIREFRAMES DIGITAL WIREFRAMES

Testing out layout ideas. Refining ideas for user flow.

LOW-FIDELITY PROTOTYPE USABILITY STUDIES

Creating initial user flow. 
Testing out basic user flow, looking for 
pain points. 

STARTING THE DESIGN
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Experimenting with layouts on paper 

allowed me to quickly explore ideas 

and get feedback before moving to 

digital formatting. 

For each page, I prioritized 

simplicity and accessibility for ease 

of use while at a busy game. 

PAPER 
WIREFRAMES
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With digital wireframes, I was able to 

refine the layouts and add more details to 

the UX, such as menus, search bars, and get 

a better idea of the best size for each 

item. 

DIGITAL 
WIREFRAMES
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Progress bar so 
that users can 
explore the app 
after ordering, 
but still check 
their order 
with ease. 

Vendors shown 
on homepage 
so that users 
can quickly 
and easily 
order food & 
drinks during 
the game. 



Conducting a competitive audit helped me 

determine which features were key for a mobile 

order app, such as updating progress on orders 

and immediately having a review order screen 

after completing purchase. 

DIGITAL 
WIREFRAMES
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Easy for users 
to quickly and 
immediately 
see where 
their order is 
in the 
delivery 
process. 

Easy for 
users to 
access next 
steps they 
might want to 
take -– such 
as reviewing 
their order 
or ordering 
more. 



//LOW-FIDELITY PROTOTYPE
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The main user flow allows users to choose a vendor, add items to cart, review 

cart, complete payment process, view order progress, view rewards page, account 

page, and navigation menu.  Check it out in Figma. 

https://www.figma.com/proto/stveVWpvM76kBNfxpKqjRX/ICA-Mobile-Order-App?page-id=1%3A3276&node-id=1%3A4168&viewport=701%2C467%2C0.14&scaling=min-zoom&starting-point-node-id=1%3A4168


Round 2 
Findings

Round 1 
Findings

// USABILITY STUDY FINDINGS
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Many users found it unclear what the 
stadium icon represented before 
clicking on it. 

Many users usually order at least drinks 
at games, but not all usually order food. 

The section to choose pick up or delivery 
did not stand out enough to all users.

Some users disliked certain parts of 
the check out process.  

Search and add to cart buttons should be 
bigger. 

All users found the error messages 
successful, but one reported it might be 
helpful if they stood out more. 

Some users found the font too small for 
the body text on the menu & receipt 
screens. 

Users wanted to see photos and to be 
able to customize their order. 



MOCKUPS HIGH-FIDELITY PROTOTYPE
Deciding on typography, colors, icons, 
graphics, etc. Connecting high-fidelity mockups to make 

a prototype that looks and works like 
the real thing. 

ACCESSIBILITY

Ensuring the app is accessible for users 
a different abilities. 

REFINING THE DESIGN
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The second usability study 

revealed that there needed to 

be a quick option to add a 

tip and that the visibility 

of the error message needed 

to be improved.

MOCKUPS
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Before 2nd usability study After 2nd usability study



MOCKUPS
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Before 2nd usability study After 2nd usability study

The user testing also 

revealed that font size of 

titles and body text as well 

as certain buttons should be 

increased and photos of menu 

items should be included. 
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// MOCKUPS



//HIGH-FIDELITY PROTOTYPE
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Access in Figma. 

https://www.figma.com/proto/stveVWpvM76kBNfxpKqjRX/ICA-Mobile-Order-App?page-id=0%3A1&node-id=1%3A1859&viewport=701%2C467%2C0.12&scaling=min-zoom&starting-point-node-id=1%3A1859


IMPAIRED 
VISION

The app utilizes black text on 
a white background to improve 
reading efficiency especially 
in bright light. 

If I were to bring this app to 
market, I would also enable 
text-to-speech functions as 
well as alt-text on all key 
images. 

To support these users, I built 
in the delivery option so users 
don’t need to leave their seats. 

If I were to bring this app to 
market, the map would be fully 
functional and include 
accessibility routes. 
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// ACCESSIBILITY CONSIDERATIONS

Photos and icons were included 
to support persons who struggle 
to read. 

Cannot continue on to next page, 
without including all required 
info. 

Tip is automatically calculated.  

COGNITIVE 
IMPAIRMENTS OR 

NON-NATIVE ENGLISH 
SPEAKERS

MOBILITY



01 TAKEAWAYS

02 NEXT STEPS

GOING FORWARD
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// TAKEAWAYS
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IMPACT
Users were excited with the ease of the ordering 

process and reported they were looking forward 

to using an app like this at a real game! 

User Test Participant feedback: 

“I thought it was super easy, especially with 

the pictures… I just wish this actually existed 

at [local stadium] so I could order beer and 

pizza without getting up!”

● Do not make assumptions about what users 

want. Do multiple and diverse usability 

studies when possible. 

● Not all users have the same preferences. 

● Do wide competitive research early in 

the process. 

WHAT I LEARNED
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Continue building out the 
different menus and 
functions within the 
high-fidelity prototype to 
be a fully-functioning app.

Conduct another competitive 
audit to determine whether 
there are any key features 
which should be added or 
modified to improve the 
efficiency and 
accessibility of the 
design. 
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Conduct another round of 
usability testing to 
confirm whether the pain 
points users experienced 
have been effectively 
addressed. 

// NEXT STEPS
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Thank you for your time reviewing my work on the ICA Mobile Order app! 

If you'd like to see more or get in touch, my contact information is provided 
below.
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// LET’S CONNECT!

Email

Walleraew@gmail.com

LinkedIn

Alison Waller

mailto:Walleraew@gmail.com
http://www.linkedin.com/in/alison-waller-2ab521106

