
UX/UI Design
CarMatch Mobile App

Presented by Samuel Larcher



1 DISCOVER
Understanding the Problem space
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To gain clarity and better understanding of 

the business and the project goals I 

created a Scoping Framework which 

outlines project based aspects such as 

Risks, User Benefits as well as Activities & 

Deliverables.
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The next step was to develop a Problem Statement to gain a better understanding of the problem space. 
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Car shoppers who are in the process of buying a car are 
overwhelmed and uncertain about the type of car best suited 

to them and need guidance to find their best match but 
research can be frustrating, misleading and time-consuming 

creating more questions and uncertainties than answers.
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I developed a research plan for the project 

and chose a combination of Competitor 

Analysis / Case Studies, one-on-one 

interviews and online surveys. 



One-on-interviews where chosen to get 

qualitative data where online surveys 

would be used to get quantitative data & 

insights.



Below I listed some market & competitor analysis samples I found during research. I listed positives and negatives  

and summarised my findings in conclusion summaries.
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I interviewed most users using Zoom 

to be able to capture their emotional 

responses to their answers.  

Users where excited and gave positive 

responses to a question asking if they 

would use an app which would guide  

them to relevant vehicle matches.

I promoted the online survey in form of  

Google Form in different social channels 

including Facebook and LinkedIn as well 

as specific groups and forums.



Over 90% of respondents confirmed that 

vehicle research is a time-consuming 

task.

Due to COVID-19 restrictions and lock-

down measures interviews had to be 

held using digital solution (Zoom) - I 

also used  family members to gain 

necessary data in these restricted times.
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1 : 1 Interviews Online Survey

Responses

23
interviewees

4



2 DEFINE
Synthesise our research to generate insights  
to
uncover what problem we are trying to solve
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I summarised and sorted 

information highlights I 

collected trough the research 

state into an Affinity Map 

grouping data to show 

insights.



Groups created highlight  

Pain Points, Research Sources 

as well as some Demographic 

insights.
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The next step was the  

creation of an Empathy Map 

to better understand what  

the users think, see, hear, 

feel, do as well as listing 

Pains & Gains.
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I highlighted some key 

findings from the performed 

research.

For uncertain car buyers researching the (next) car to buy is a time-consuming 

task describing it as an overall negative (frustrating) experience.

Researched vehicle quizzes / assessments are time-consuming, uninspiring 

and the results are mostly too broad and irrelevant.

The majority of respondents and interviewees use(d) their phone and phone 

apps to research their next vehicle; all the interviewees used 

carsales.com.au at some point in their journey.

Interviewees with uncertainty which car to buy showed interest and excitement 

in a system which would guide them to relevant, matching vehicles.

A lack of an application in the Australian market for matching uncertain car 

buyers with vehicles through an assessment / quiz style system.



Based on the information 

synthesized from the research 

as well as considering the  

definition of the problem 

statement I found the  

following persona to be  

an ideal match moving  

forward. 



I highlighted and summarised 

findings in form of goals, 

pain points as well as thoughts.
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I then developed a customer user journey for the present as well 

as the future scenario. The journey map also lists user thoughts at  

different times in their journey as well as a graph showing the 

users emotional state.
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It was especially interesting to me  

to see and compare the projected 

changes of the emotional state of 

the user.



3 DEVELOP
Synthesise our research to generate insights  
to
uncover what problem we are trying to solve
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From the Insights gathered in 

the Define stage I now 

brainstormed some “How might 

we” questions and highlighted 

the one I found most suitable 

and in-line with my problem 

statement.
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How might we able to streamline effectively research and decision-making 

processes for car buyers so that their experience becomes a joyful one worth 

sharing with friends and family?

How might we reduce the steps involved to show car models to car buyers, so 

they don't lose interest and get frustrated but keep the results relevant and 

precise?

How might we incorporate useful features for car buyers, so they keep 

coming back using the solution as a tool rather than treating it as a one-off?



Moving forward and to the Ideation process I used crazy 8’s 

and story boarding to brainstorm ideation solutions. The HMW 

matrix helped to understand feasibility of some of those ideas - 

I put my attention especially on those marked high value and  

easy to apply.

Crazy 8’s

Storyboard

HMW Matrix
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I used card sorting to improve labelling and grouping of the  

information and used it as a base for a more detailed IA (sitemap) 

where I also chose to highlight the path of the user flow (in bold)  

as detailled out under point 3.5 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card sorting

Information Architecture



The User Flow was a helpful exercise to 

understand how the persona (Karen) 

would browse the system and to gain 

clarity where decision points as well 

exit points (end points) could be. The 

User Flow underwent some revision.
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I decided to start the wireframing and prototyping chapter with  

hand-drawn wireframes trying to focus on the essential task without 

disruption of an application and tools. I then digitalised those (already 

as an iteration) into Figma where I kept developing and iterating  

them further. I approached our mentor for feedback and with questions 

several times throughout this chapter which was extremely valuable. 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Digitalised in Figma

hand sketched



I decided to name the brand/product ‘CarMatch’ and 

worked on a simple iconographic brand. The colours 

chosen are contrast rich and the overall design  

direction minimalistic and neutral to follow a “form  

follows function” agenda. 



I also wanted to ensure to stay on track with the  

project framework constraints ensuring a digital  

startup with limited resources and time could deliver 

such solution. 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4 DELIVER
We build and test our solutions
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From the static wireframes in Figma 

I created an interactive prototype 

with the aim for a user to step  

through different scenarios then  

used in user testing.



The most challenging part was to 

ensure good usability and flow  

through the quiz/assessment  

section. I found the use of overlays  

a practical solution for the user to  

access key information at certain  

stages.
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For Usability and Testing of the prototype I  

developed a plan consisting of 4 different 

scenarios the user had to go through and 

some quantitative question at the end of 

each test to gain some additional insights.



A report summarises the findings as well 

the items found appropriate to apply at 

the given phase.
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The sessions helped to gain important 

insights such as: 


the approval of the ’Fine Tuning’ thought 

to be too overwhelming.


all interviewees requested/expected 

5 vehicles as a number of results.

Users Tested

interviewees

5

For the testing of the Hi-fi Prototype I 

interviewed 5 participants. I chose to try 

a software suggested by our mentor 

named Lookback as well as Zoom for 

these sessions. 



I split the sessions in 3 and 2 as I noticed 

the clear need of improvement in certain 

parts such as the assessment/quiz after 

the 3rd session. 





Due to COVID-19 restrictions and lock-down 

measures interviews had to be held using 

digital solutions (Zoom/Lookback) - I also 

used  family members to gain necessary 

data in these restricted times.
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4.4 The Prototype
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Based on the research performed, the lack of direct competing solutions found 

in Australia and the user testing results evaluated I believe the system could 

find a suitable niche market and succeed.

Further, testing and thoughts would need to be addressed on the development 

of the assessment/quiz part to make it as efficient and reliable as possible by 

using adequate questions ensuring a valuable result set.

Monetization is assumed to be gained through advertising though other 

avenues could be possible (and would need to be investigated) such as the 

introduction of free vs premium features.




