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Project Goals

TARGET 1

A 2D digital interface that is 
concise and easy to navigate 
for a new user. 

TARGET 2

TARGET 3
A clear projection that is 
works with the 2D interface 
and assist the user.

Discover the core behavior 
for users who are new to this 
type of environment. 



What Are We 
Designing?



Research Findings

Many people 
are too shy to 
ask workers 
for help 
regarding 
specific store 
items or 
merchandise. 

A new person 
will be more 
obligated to 
revisit a store 
if their first 
interaction 
was pleasant.

When in a 
new 
environment 
people tend 
to follow 
others more 
and be more 
observant.

People in new 
spaces tend to 
stop at the front 
and look 
around because 
they don’t know 
where to go 
next.



Who We Are Designing For

When? 
Travels to store on 

Tuesday at 5:30 
after work and 

during rush hour. 

Who? 

Willow, Age 24
Single young adult

Where?

A store called 
Witch Way.

About?  

New to the store 
and to being a 

witch.  

Main Goal

To further learn 
about being a 

witch and to find 
the correct 

items.

Concerns

Unsure how to 
start and not sure 
if she will be able 

to find items. 



User Flow and Sitemap



Final Outcome: 2D



Final Outcome: 2D



Final Outcome: Projection

http://www.youtube.com/watch?v=yNdDT41CK1o
http://www.youtube.com/watch?v=yNdDT41CK1o
https://docs.google.com/file/d/1S8bguNHvVwtAZshWHAj05GuLJClenYTz/preview
https://docs.google.com/file/d/1S8bguNHvVwtAZshWHAj05GuLJClenYTz/preview
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Thank 
You


