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How to complete 
a successful 
User Interface (UI) 
project in 5 steps
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Designing and developing a User Interface 
(UI) that is user-friendly and useful can be 
time-consuming and expensive, but  
it doesn’t have to be. The following five-
step process will give you the basic 
framework to:

• Plan and prototype your idea

• Focus on solving your end-users’ 
problems

• Creating a system you can quickly 
change  or test to get immediate 
feedback.

The process will help you see if your 
software idea is viable, has a use in the 
market or if (despite being a great idea) it 
simply won’t be used, instead of finding 
out after going through the drawn-
out and expensive process of software 
development.
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What is a User  
Interface or UI?
Before we start, let’s quickly make sure we’re all on 
the same page. A user interface or UI is the space 
where humans and computers interact. UI can 
include the actual physical devices involved such 
as a computer or mobile device, the keyboard, 
the screen and the mouse; or it can refer to the 
software systems, websites, and apps that help 
users perform tasks and perform actions with 
computers and devices. In this ‘how to’ guide, 
we’re discussing the latter - the software systems, 
websites, and apps.

Here are your five steps to creating a 
successful user interface:



5

1. Define the problem and goals
The biggest factor in determining the success of a UI project is how well the interface solves a 
problem or a challenge for an end-user. While it’s important that the project delivers outcomes, 
makes money for or solves your company’s problems, an end-user will not use it if it isn’t making 
their life easier or better in some way. The best UI projects are those that successfully deliver a 
win for both the company and the end-user. To do this, we need to start by defining the problem 
and goals for both parties. 

Define your company’s goals
Define your end user’s pain 
points and goals

Start by clearly defining what you want the 

outcomes for this project to be for your company. 

Why are you creating the interface? What do you 

want to achieve from it? What are your goals? For 

example, to create an alternate customer ordering 

process that is streamlined and improves sales, or 

to create a system that improves internal workflow 

and promotes efficiency. 

To identify your end user’s goals, you first 
need to identify who your end users are. To 
do this, you can create a customer persona 
(or profile). Creating customer personas helps 
break down critical information that can 
shape their decision-making process. Use the 

https://www.blackbearcreative.com.au/blog/get-a-step-ahead-of-your-competitors-profile-your-ideal-customers-first
https://www.blackbearcreative.com.au/blog/get-a-step-ahead-of-your-competitors-profile-your-ideal-customers-first
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development of these personas to help you 
identify the end-user’s pain points and how 
your website, software, or application can 
help overcome them. The identified pain 
points and solutions can then be turned 
into the user’s end goals, which is essentially 
the final outcome the end-user wants to 
achieve. For example, easily book a hair 
appointment from their phone and pick 
their preferred stylist, or order a particular 
meal to be ready at a specific time, or order 
a completely custom unique pair of shoes. 

Use these goals and pain points as your 
‘north star’ to guide you with any design or 
process decisions. Always ask the question 
– what is the easiest, fastest, most efficient 
way for the user to achieve these goals? 

Useful tip
It helps to have someone with a tech 
or software engineering background 
involved in the project as they can 
help identify the most practical way to 
develop your proposed solution. 
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2. Plan and sketch

You’ll need writing tools for this step. The good old pen and paper method works well, but for 
those who love their whiteboard, some clean whiteboard space, some markers and something 
to record your work with will do just fine.

Start by mapping out the end-users journey. You 
want to include the entire process from start to 
finish. Keep expanding until you cover all the user 
goals from step one. 

Once you’re done, go back over the process you’ve 
mapped out and note any possible hurdles or 
issues your user may come across during each 
process, for example, what happens when the user 
forgets their login at the start? From here, you can 
start to simplify and streamline processes to make 
sure you give the end-user the easiest or most 
efficient way to achieve their goal.

Map out the journey
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Sketch screens

Next, start sketching the screens they’ll go through. 
Include the layout, buttons, and navigation. It doesn’t 
have to be perfect and don’t worry if you’re bad at 
drawing. The goal of this step is to find out the best way 
to create the navigation functionality and to see how 
the whole process will come together screen by screen. 

Useful tip
For the best results, get more than one person involved. 

Let each person come up with their own solutions. 

Regroup, share your solutions and then pick the best 

out of the bunch. People often have a tendency to get 

fixated by a single solution, so seeing other people’s 

ideas will help expand your thinking and help you to 

find better solutions faster.
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3. Wireframe
Wireframes are the backbone or skeleton of any software process. They are a great way to quickly 
map out a low fidelity (low amount of detail and realism) mockup and change or amend it 
efficiently. PowerPoint is a simple tool you can use to create your mock-up. Alternatively, if you 
have access, try using a designer to create them for you. Don’t worry about images, fonts, colours, 
and any design elements. Just use boxes and shapes to represent your layout. These are the 
placeholders to create the structure of the design. The goal here is to create a layout and start 
thinking about button positions, navigation and what functionality needs to be represented. 
Once you’re done, you can start getting feedback from users (or other people involved in the 
project). Their feedback will help you make changes that help to make sure you are achieving 
your user goals. 

The main navigation – how can the user move between the points of the process? For example, 

how will the user navigate from point A to B, C or any other point in the process at any time 

during the process?

Use lines and dummy text to represent your content sections – this can help you to visualise what 

it will look like and what content you’ll need.

Remember to consider the screen size the software will be built for i.e. will it be on a tablet, iPad, 

mobile or desktop, or a combination? The layout of the content will need to suit the device.

Aa

Useful tip: Focus on the core functions of the software:

https://www.blackbearcreative.com.au/blog/what-are-wireframes-ux-basics
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Always refer back to the end-user goals 

and your company’s goals. Make sure 

the process is solving a problem.

Get feedback from a software engineer 

to see if there may be a better, more 

practical way to implement your 

proposed design solution from a 

development perspective.

Getting a UI designer to help develop 

the prototype for you will ensure 

your prototype is software ready, 

making the transfer process with the 

software engineers a lot easier should 

you choose to go ahead with final 

development.

4.Prototype
With the aid of design software like Adobe 
XD, Sketch, Zeplin – the list goes on – you can 
start creating a more refined, high fidelity 
(higher level of detail and realism) version of 
the wireframes. Unfortunately, if you’re not a 
designer, you may be limited in what you can 
do in this phase, so we highly recommend 
you get a professional to assist you. 

In this step, the goal is to get your design 
to look like the real thing. Add your design 
elements, logo, colours, fonts, and images, 
and start to experiment with the tone of 
voice and language you’re using for buttons 
and actions. The design software listed above 
will allow you to create interactive links so 
you can use the prototype as if you were 
using the final solution. Build it out as much 
as you can. Include all the core functions 
which allow the user to achieve their goals. 
Remember, it doesn’t have to be perfect, it’s 
more important that it works efficiently.

Useful tips
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5.Feedback

Feedback is crucial. Get as much feedback as 
possible. From real people. Use the feedback to 
answer these three questions:

The purpose of the prototype is to allow you 
to test the waters. It allows you to identify if 
your software system has any value, solves 
user problems, and is viable in the market 
without having to invest in an expensive, 
drawn-out software development project. 

A prototype can help you quickly identify if 
this is a viable idea or whether you should 
move on because your users, or you, don’t see 
value in it.

1. Does the prototype solve their 

problems and achieve their goals?

2. Do they have any interest in the 

software product? 

3. How it can be improved?
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Get out there and start!

We hope this guide gives you a clear indication of the 
process involved in building a prototype. 

As you can see, prototyping can save you money, time 
and effort by identifying if your project will succeed 

before you invest. If you’re planning to start a UI 
project, let’s talk and see how we can help you build 

your prototype.



Need some extra help?
Do you need a extra helping hand to build your next UI 

project? Let’s get in touch and see how we can 
collaborate together to get the results you want. 

info@blackbearcreative.com.au
+61 412 916 968

blackbearcreative.com.au

mailto:info%40blackbearcreative.com.au?subject=
https://www.blackbearcreative.com.au/
https://www.facebook.com/Blackbearcreative
https://www.instagram.com/blackbearcreative/
https://www.linkedin.com/company/black-bear-creative

