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FOCUS

Our focus when creating this app was to give visitors a more immersive 

experience of the Andy Warhol Marking Time exhbition, as well as the 

Dorsky museum as a whole. In short, we created an app for the Dorsky 

museum that has Warhol specific features.



CONCEPT / EXHIBIT

We incorporated a selfie feature that can be used hand in hand with 

other social media apps, like Snapchat or Instagram. This feature lets 

the user take selfies with filters inspired by artworks by Andy Warhol. 

Additionally, there is a feature that lets the user scan an artwork in the 

gallery in order to view more information about the piece as well as 

color variations  that Warhol produced.



AUDIENCE

As identified in our Phase 01 research, we designed this app with 

mostly the 18-24 demographic and casual museum goers in mind. 

Through our survey, we found that students rarely go to museums, and 

rarely post to social media while they go. We decided to put a focus 

on the social media aspect of museum going as a way to invite in and 

encourage engagement with the artwork to new goers.



STORY MAP

During this stage, we tried to think of how a user would interact with 

our app in the museum space. This helped us get a general idea of what 

screens we would need as we moved into the wireframing stage.



During this stage, we identified all the features we wanted to include in 

the app and worked as a group to find the appropriate category for each 

of them. From this, we identified the main categories that our menu 

ultimately comprised of. These categories are: about the museum, visit 

the museum, museum map, explore the collection, scan artwork, #selfie, 

and what’s happening. From this stage, we began working on wireframes 

for the paper prototype.

CARD SORTING



CARD SORTING



INFORMATION 
ARCHITECTURE

Using lo-fidelity wireframes, we created a flow cart of the preliminary 

information architecture. This helped us organize the screens into 

the categories, as well as fill in any gaps that we left out of our lo-fi 

wireframes in order to have all the necessary information in the app.
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As we move from flow charts to paper prototypes, we moved from low-

fidelity wireframes to high-fidelity wireframes. Here, we began thinking 

about what our icons would look like, how type would appear on different 

pages, and what role imagery would play in our app.

LO-FI TO HI-FI



All in all, we had 48 screens for paper paper prototyping. During the 

first round of paper prototyping, we identified that the user had issues 

navigating moving backwards in the app because at this point we had a 

hamburger menu icon on every page and intended that the back feature 

would be a right swipe. However, after seeing the issues this caused, we 

decided to add a back button to interior pages, which made the second 

round go smoother. From round one to round two, we also made changes 

to the map and camera interface.

PAPER PROTOTYPING
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INDIVIDUAL DESIGNS
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INDIVIDUAL DESIGNS
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INDIVIDUAL DESIGNS

GRACE



We chose to move forward with Grace’s design, but before we could finish 

designing the rest of the pages, we had to address some of the issues 

with the design. Two main issues included the weight of body copy and 

the fact that there was no way to differentiate between banners that were 

and weren’t links.

VISUAL DEVELOPMENT



VISUAL DEVELOPMENT: 
ADDRESSING ISSUES

Since the typography was too heavy on the initial 

design, we chose to keep the same typeface 

(Montserrat) but use a lighter weight. We also added 

more leading, which makes the content easier 

to digest, especially for the longer passages that 

accompanied exhibition pages and press releases.



VISUAL DEVELOPMENT: 
ADDRESSING ISSUES

In order to distinguish between what yellow-bar 

items are and aren’t links, we decided to make 

the yellow bar of non-link items stretch fully 

across the screen. Bars of items that are links 

stop 55 pixels from the right edge of the word. 

They can be identified as buttons by the user 

because of the rounded edges that reference 

traditional web buttons.



FINAL PROTOTYPE

https://invis.io/JAGTRLEWXK5
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