
My role: UX/UI Designer Duration: April 2023

no designs yet... no information architecture... not even a mockup or a wireframe



just the image of this neoclassical sculpture captured my imagination

long enough to pursue the idea of designing a website about art



the UX thinking followed immediately

Conceptual Case Study: Art History Educational Website

It all started with an IDEA



I didn’t set out to follow any of the established streamlined 
design processes in the industry, but now that I think about it, 
the way I went about it ended up being a mix of Design 
Thinking and Google's Design Sprint.



Almost automatically I started thinking of personas — nothing 
too formal�

� Art Enthusiast Emma 
Emma is a 25-year-old art enthusiast with a degree in fine 
arts. She loves exploring art history, visiting museums, and 
attending exhibitions. Emma seeks a user-friendly website 
that provides comprehensive information and inspires her 
creativity�

� Novice Learner Alex 
Alex is a 40-year-old professional developing an interest in 
art history. They want a beginner-friendly website that 
offers a structured learning path, clear explanations, visual 
aids, and interactive elements to simplify complex 
concepts.



Things were moving.



I knew what my personas needed to be on the website, what 
they wanted to be on it, and what they did not want to be on it.



I have to jot this all down... wireframes.

Process // UX

Much better. But wait. How do 
they go from search to search 
results page. How many pages 
total are there in the first 
place?



The humble sitemap you see 
here was all the IA I needed to 
answer those questions and 
move on to the fun stuff...

Process



Design Challenges // UI

GIF

I admit it. Designing this big list of art periods and artists, on 
both mobile and desktop, was fun. And fun was the driving 
force behind why I did it this way. But not my fun, though, but 
rather the "fun" good mood that the visitors are in when they 
visit a website to learn about art.



When you're that intentional, my reasoning was that you don't 
need UX to guide you or reduce friction, but rather entice 
(delight?) you on a first visit and give that sense of familiarity 
on repeat visits.



Of course, in a real-world project, this idea would require 
testing and evaluation based on feedback. In a conceptual case 
study, all I could do was be reminded of the importance of 
making any decision, no matter how big or small, throughout 
the whole design process.

Challenge: Decisions Solution: Design Thinking

The most important one for sure. No easy way out of this. I 
decided to keep it simple and tried to get the basics right�

� line length: less than 80 character�
� contrast ratio: AAA for important tex�
� font choice: good old Verdan�
� line height: customized line heights for each font size made 

a bigger difference than just sticking to the 4px base grid to 
create vertical rhythm

Is this Agile UX? I don’t know, I wasn’t collaborating with 
other designers, or getting feedback from users, but I was 
iterating every step of the way! From low to high fidelity 
prototypes, to even “final” designs. I know it’s cliche, but truly 
there is no final design. Every layer added in figma seems to be 
an invitation for the mind to think how it can be improved.



One such case where I’m happy with the result of this 
refactoring process is the “single work of art” view above. I 
went from listing the information like it would be stored in a 
database record, to a much more human friendly layout.



Other cases of this iterative approach are too much to count but 
you can get an idea from this screenshot here.

What wasn’t that much fun was dealing with every designer’s 
favorite kind of website: a content-heavy one. You may not 
think about it at first, but as it turns out, an educational 
website about ART is predominantly made up of TEXT.



There are a set of challenges that come with that, but I focused 
mainly on two: readability and visual engagement.

To be honest, I'm not a big fan of full-height background hero 
sections. But in this case it created such a remarkable 
contrasting effect with the content-heavy section that 
immediately follows it that I couldn't ignore the trend any 
longer and decided to join it.

Readability

Visual Engagement

Challenge: Content-heavy site Solution: Back to Basics

Challenge: Iteration Solution: More Iteration

Design



Result // Deliverables





Conclusion

If we were to paint the whole UX process with very broad 
brushes as just Discover, Design, and Test, this project would 
roughly fall within the area illustrated above.



The assumption here is that the business decision has already 
been made, and the result, whether informed more by business 
strategy, pure UX research, competitive analysis, or all of the 
above and more, is in: we must build an educational website 
about art.



The challenge tackled here then was product design through 
and through: how do we best build that website?



My process could be simply summarized as: empathize with 
the user, prototype/design, iterate.



My biggest personal takeaway I would say was immersing 
myself in theory to gain a deeper understanding of visual 
design principles.



As for a future roadmap, any plans would have to start with 
usability testing before thinking of any potential features. Once 
confirmed by the user tests, with an industry as big as 
education, and the web as a time-proven medium, the 
possibilities are endless.

HERE

Discover Design

// Subtitle

HERE

Test

Conclusion


