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Vivian George is a Senior Instructor working at the University of Colorado-
Denver. She focuses on the Drawing, Painting, Illustration, and Art Practices of the 
university. Vivian had received her BFA from California College of The Arts and 
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SUBJECT MATTER EXPERTS

Tregg Frank, Product Designer

Tregg Frank is a Lead Product Designer based in Denver who is currently working 
on accessibility tools at Stark. His goal is to make digital products more human. 
With his past works, he had designed a mental health app at Able, helped people 
build confidence with straighter teeth at Candid, and designed products that 
enable financial health at JP Morgan Chase & Co. Frank has had over four years of 
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DESIGN MENTOR EXPERT

Introduction

Going through my college years as a Digital Design 
major, I have always faced that pesky problem of 
creative blocks. Even before college, I’ve experienced 
this. Whether it be designing for school or just trying 
to design or draw something during my free time, 
it’s always there slowly encroaching on my creative 
process. I found this to affect a lot of my classmates, 
friends, or even some of the faculty of our program. 
Funny enough, this thesis study I’m pursuing wasn’t 
even my first choice. Or second. Or third. Originally, I 
wanted to explore the problem of helping individuals 
find their fashion identity through UX/UI design and 
research. But there was something about it that just 
didn’t sit right with me. I didn’t feel passionate about it. 
At the time, I sat down and thought to myself, “why can’t 

I think of a new problem to explore” or “I don’t think I’m 
good enough to find a new problem”. Which led me to 
the problem of creative blocks. This obstacle has been 
so prevalent in my life that focusing my thesis study on 
this topic feels almost like I’m facing the “final boss” of 
my creative journey. 

By using user experience and user interface design, I 
hope to explore and understand what causes creative 
blocks and find potential solutions that can help 
individuals overcome or solve these obstacles.
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To encourage confident visual designers, my 
product will solve the barriers that creative 
blocks impose by giving them a platform that 
enables them to overcome and work through 
creative blocks.

PRODUCT DEFINITION

How might user experience design inform 
the creation of a digital product for visual 
designers that helps them to overcome or 
work through creative blocks?

THESIS QUESTION
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Organizing The Project
GETTING STARTED

Getting Started

Getting started with this thesis, the study was broken down into three different phases: Problem Defining & 
Researching, Ideating & Prototyping, Testing & Synthesizing. Throughout the entire process, these phases are 
nonlinear and there was a lot of going back and forth to design the best solution to the thesis problem. 

Phase 1: Problem Defining & Researching
FEBRUARY 08 - MARCH 04

This portion of the phase focuses on defining and researching the problem and focusing on the users that are 
affected. This phase works to answer the question of: How might user experience design inform the creation of a 
digital product for visual designers that helps them to overcome or work through creative blocks?

TASKS INCLUDES: MOODBOARD, MIND MAPPING, SURVEYING, SYNTHESIZING SURVEY RESPONSES, USER STORY, USER 
FLOW MAP, USER JOURNEY MAP, SITE MAP, & COMPETITIVE ANALYSIS. 

Phase 2: Ideating & Prototyping
MARCH 06 - APRIL 03

This phase aims to develop the best possible solution through wireframing and prototyping. The solutions that are 
presented to users are tested through and go through different phases of being accepted, improved, or rejected 
based on the user’s experience. 

TASKS INCLUDES: LOW FIDELITY WIREFRAME, HIGH FIDELITY WIREFRAMING, & PROTOTYPING

Phase 3: Testing & Synthesizing
FEBRUARY 08 - APRIL 14

With this phase, the data that has been gathered through testing and researching are found throughout the other 
phases. This phase focuses on the data gathered through surveying and testing to re-evaluate and validate the 
designs. 

TASKS INCLUDES:USABILITY TESTING, FINALIZING DESIGNS
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The purpose of the mood board was to gather a collection of aesthetics and style that motivated my design 
intent. Through researching different images, it gave me inspiration on a general focus of my overall design for 
my final product. Using the service, Pinterest, I categorized what I was looking for into three boards to keep things 
organized. 

Mood Board
GETTING STARTED

SCAN ME TO TAKE A LOOK 
AT MY MOOD BOARD

OR VISIT THIS LINK

Mind Map
GETTING STARTED

Utilizing the mind map helps to provide a method of visually organizing a problem space in order to understand 
it. With my mind map, I wanted to visually display my thoughts in approaching the thesis question I came up with. 
From the look and feel to the benefit, I wanted to write down all my thoughts to understand it all. 

DIGITIAL PRODUCT POSSIBILITY
TARGET AUDIENCE

CREATIVE BLOCKS

LOOK / FEEL

App Website

Inviting

Poppy 
Colors

Warm 
Colors

Helping visual designers overcoming / 
working through creative blocks

creative stimulation

Light 
Interface

Simple

Helpful

Creatives

 Inability to access one's 
internal creativity

iOS
�������

���������
Google 

Materials

BENEFIT

CREATIVITY

use of the imagination or 
original ideas self-expression

How might user 
experience design inform 

the creation of a digital 
product for visual 

designers that helps 
them to overcome or 
work through creative 

blocks?

THESIS QUESTION
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Research

Introduction

Over the centuries, mankind has proven the ability 
to create new ideas, approaches, and solutions. This 
concept, otherwise known as creativity, plays a key role 
in driving civilization forward (Hennessey and Amabile 
570). Creativity can be found to also help with individual 
well-being and serve as a means for self-expression and 
identity. Despite the ability to be creative, individuals 
often find themselves sub-consciously developing a 
creative block. Creative blocks can inhibit a person’s 
creativity or self-expression. Crosson adds that they are 
an integral and unavoidable part of the creative process 
(261). Individuals struggle with creating because of 
creative blocks; however, understanding the factors 

RESEARCH

of creative blocks and working with creative processes 
can help with this by providing a deeper insight into 
the process of creativity. This is essential as it enables 
creative self-expression, individual well-being, and 
boosts creative productivity. 
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What Is Creativity?

Creativity is a word that can easily be recognized 
but hard to define. According to Maley and Bolitho, 
creativity can be seen either as the quality of being 
creative or as the ability to create (434). Many 
researchers of creativity may define the term 
differently, but the definitions all involve the creation 
of a new idea or concept. Rhodes defines creativity as, 
“a noun naming the phenomenon in which a person 

RESEARCH

communicates a new concept” (305). This definition 
also correlates to Hennessy and Amabile’s definition 
which states, “the generation of products or ideas that 
are both novel and appropriate” (570). Creativity drove 
different civilizations forward to invent new things, 
discover the unknown, and investigate the different 
possibilities.

Creativity Applied To The Arts?

Art has played an important role in many individual’s 
lives and became a motivation. From literature, visual, 
and performing arts, different forms of arts can be 
utilized to convey self-expression. According to a study 
conducted by Harrington and Chin-Newman, they 
found twelve motivations that play into a visual artist’s 
participation in creative activities. The twelve factors 
were generalized into three categories which involved 
improvement of skills, self-esteem, and the aspect of 
being one’s true self (446). With the visual artists who 
were part of the study, many reported being motivated 
by seeing their artistic skills improve because their 
observed improvements can be easily seen in their 

RESEARCH

creative products. The visual artists are also shown to 
gravitate towards artistic activities because they fulfilled 
their emotional needs (Harrington and Chin-Newman, 
449). Many artists believe that, on a personal level, 
creativity and art can incite the desire for self-expres-
sion and identity (Collard and Looney, 348). In line 
with the idea of creativity and art enhancing the lives 
of individuals, Stephenson adds that the art-making 
process, “is creative, with the potential to evoke a 
multitude of emotions and memories” (24).
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Creative Blocks

Creativity can encourage self-expression through 
art, literature, performance, or music. While there 
are many factors for an individual to take part in a 
creative activity, there are factors that inhibit creativity. 
According to Crosson, “these factors include insecurity, 
fear of failure or criticism, tensions, hyperactivity, or 
lack of faith in self” (259). Creative blocks can affect 
a creative individual mindset and can be viewed as 
a failure in the creative process. Jankowicz’s study 
shows that creative blocks can reflect an emotional 
problem or an active defensive process (39). Creative 
blocks can affect any creative individual regardless of 
professional background. In Crosson’s study, he found 
that 78 percent of the artists who consider themselves 
professionals reported having creative blocks during 

RESEARCH

their endeavors (261). Perfectionism is another 
factor that plays into a creative block. Overholser and 
Dimaggio state that, “Perfectionism can be viewed as a 
kind of dysfunctional coping, used to deal with the idea 
that others are criticizing or rejecting them” (2020). This 
standard placed on one’s self can become destructive in 
the creative process and place unrealistic standards for 
the outcome or performance. According to Jankowicz, 
creative blocks should not be considered abnormal to 
a creative mind (40). The study of creative blocks often 
raises the question of how to successfully approach the 
block. 

Why Design for Web?

According to Sánchez, 90% of Americans use multiple 
devices throughout the day; smartphones are being 
used for starting online activities and PCs are used for 
more complex activities (Sánchez, “INFOGRAPHIC: The 
Rise of Multi-Screen Content Consumption”). With the 
ownership of technology on the rise, user experience 
(UX) and user interface (UI) design play an important 
role in the usage of digital products. Creative individuals 
who are working through creative blocks are typically 
portraying art visually. UX design focuses on how the 
product may feel to the user and logically flow from one 
step to the next (Ming, Lo Min. “UI, UX: Who Does What? 
A Designer’s Guide to The Tech Industry”). UI design on 
the other hand is how the digital product’s content is 
laid out to ensure it is clearly communicating visually for 

RESEARCH

the user. With these two design concepts hand-in-hand, 
it allows for a digital product to solve the user’s problem 
and enhance the user’s experience. In turn, UX/UI can 
be used to solve the barriers and overcome creative 
blocks individuals suffer from.
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Competitive Analysis

Pinterest
https://www.pinterest.com/

Pinterest is an American image sharing and social 
media service designed to enable saving and discovery 
of information on the internet using images and, on a 
smaller scale, animated GIFs and videos, in the form of 
pinboards.

Pinterest is an amazing source many designers or 
non-designers go to find inspiration. From images to 
videos to gifs, users are able to save their inspiration 
in pinboards for future references. It gets the job done 
and provides options to easily manage pins that users 
may save for their personal or public boards. Public 
boards offer a look into what other people may be 
thinking that might be similar to what you are looking 
for. 

Its primary shortcoming is that oftentimes, the 
homepage is overwhelmed with many images or 
different forms of media that relate to the one thing 
a user has searched for. Images you select and go 
through go down a rabbit hole of similar images and 
can get hectic. It offers inspiration but no ways to get 
through creative blocks. 

Behance
https://www.behance.net/

Behance is a social media platform owned by Adobe “to 
showcase and discover creative work”

Behance is a platform owned by Adobe that offers 
designers or artists to showcase and discover creative 
work. This is another platform that can give users 
inspiration for their future or current works. What 
makes Behance different is that it offers the option for 
users to look for job opportunities within their desired 
field. Behance also offers Livestreams of designers/
creatives working on designs live or tutorials of Adobe 
software. 

RESEARCH

Dribbble
https://dribbble.com/

Dribbble is a self-promotion and social networking 
platform for digital designers and creatives. It serves as 
a design portfolio platform, jobs, and recruiting site and 
is one of the largest platforms for designers to share 
their work online.

The platform, Dribbble, is similar to Behance but offers 
more ways to find inspiration by finding up-and-coming 
designers to weekly warmups to flex design skills. 
Dribbble also offers an option for clients to hire 
designers through the website on top of designers 
finding job opportunities. While it does have more 
things to offer, Dribbble still serves as a platform for 
designers and creatives to find inspiration from popular 
designs.

ArtStation
https://www.artstation.com/

ArtStation is the leading showcase platform for games, 
film, media & entertainment artists.

ArtStation is a showcase platform specifically for games, 
film, media & entertainment artists. Similar to Behance 
and Dribbble, ArtStation allows users to post their 
work as a way to showcase their portfolio. Artstation is 
primarily a network-building platform that also gives 
users a chance to also sell their product. 
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Survey Overview

After researching countless articles and research 
papers on the topic of creative blocks, I wanted to 
further my research and reach out to creatives with a 
survey to gather quantitative and qualitative data. The 
intent of the survey was to gather personal experiences 
and perspectives I would not find in academic 
research. My participants who took the survey all had 
a background in the creative/artistic field, ages ranging 
from 18 to 39.

With the guidance from an experienced Product 
Designer, we were able to produce 11 questions that 
would foster quantitative and qualitative results of 
different personal experiences. Having a total of 29 
responses, I was able to understand the different 
experiences visual designers and creatives had 
with creative blocks. This survey provided me the 
opportunity to understand how long creative blocks can 
last for, what factors play into getting creative blocks, 
and what people typically do to try and alleviate their 
creative blocks. 

RESEARCH

From this survey, I was able to discover and pinpoint 
the following topics:  

• The time frame of creative blocks experienced 
from the participants. 41% of participants have 
experienced creative blocks that lasted from 
weeks to months at a time. While 31% of the 
participants had creative blocks that lasted 
over a year.

• Different methods participants do to find 
inspiration to design or create; They broadly 
range from social interaction, media, and 
expanding knowledge.

• A participant’s awareness of factors that cause 
their creative blocks and methods used for 
alleviating creative blocks. 

Survey Questions

1. How many years have you practiced art?

2. What is your artistic focus/ discipline? Choose any that apply.

3.  (If answered other) If your artistic focus/ discipline is not indicated, please indicate it here:

4. Where do you typically find inspiration to create/design?

5. Have you experienced a creative block?

6.  (If answered no) Why is that?

7. Tell me about a time when you experienced creative block. How long did it last?

8. Were you aware of the factors causing your creative block? If so, what were they?

9. If applicable, did you overcome your creative block? If so, how?

10. Please describe any formal education or training you have in your creative fields. If none, how did you learn 

what you know?

11. How old are you?

RESEARCH
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100%
FROM THE 29 PARTICIPANTS I SURVEYED, 

OF THE 
PARTICIPANTS 
EXPERIENCED 
CREATIVE BLOCKS 
THROUGHOUT 
THEIR CAREER AS A 
CREATIVE.
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A DAY 2 DAYS FEW 
WEEKS

COUPLE 
OF WEEKS

OVER A 
WEEK

2-3 
MONTHS

FEW 
MONTHS

2 
MONTHS

MONTHS 
OR WEEKS

WEEKS TO 
MONTHS

FEW DAYS

1-2 DAYS

AT
 LEAST A 

DAY

How Long Did Your Creative Blocks Last?
RESEARCH

SHORT TERM

2-3 
YEARS

2
YEARS

2
YEARS

3
YEARS

ALMOST A 
YEAR

SINCE 
PANDEMIC

DURING 
PANDEMIC

ALL 2020

4-6 
MONTHS

9 
MONTHS

4 
MONTHS MONTHS

LONG TERM
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Key Experiences
RESEARCH

“I didn’t feel motivated or inspired about things that I wasn’t passionate about. Some factors that contributed 
to this feeling were feeling stuck in a confined space, not being attentive of my surroundings, NOT 
EXPLORING ENOUGH THINGS TO WIDEN MY PERSPECTIVE, feeling too comfortable with what I already 
knew (Art forms and other aspects in life), and GETTING CAUGHT UP IN THE SAME BORING ROUTINE.”

“I feel like I’ve been creatively blocked for my drawing since I was in high school. I’M VERY VERY HARD 
ON MYSELF TO IMPROVE AND I’VE FELT LIKE I HAVEN’T IMPROVED, SO I STOPPED TRYING TO 
IMPROVE. Obviously that’s a downward spiral.”

“Partially being UNINSPIRED BY THE DESIGN PROBLEM I WAS WORKING ON and partially because I 
DIDN’T LIKE WHAT I WAS OUTPUTTING.”

“After graduating with a degree in art, I HAVE NOT HAD THE MOTIVATION TO CREATE AND WHEN I DO 
HAVE MOTIVATION TO CREATE I AM UNABLE TO THINK OF WHAT TO DO. Ongoing since 2019”

- A SURVEY PARTICIPANT DESCRIBING FACTORS THAT CONTRIBUTED TO HAVING CREATIVE BLOCKS

- A SURVEY PARTICIPANT DESCRIBING FACTORS THAT CONTRIBUTED TO HAVING CREATIVE BLOCKS IN REGARDS 
TO DRAWING

- A SURVEY PARTICIPANT DESCRIBING A FACTOR THAT CAUSED THEIR CREATIVE BLOCK

- A SURVEY PARTICIPANT DESCRIBING WHEN THEY EXPERIENCED A CREATIVE BLOCK

Synthesizing Responses 
RESEARCH

Moving forward with my thesis, I found that through 
surveying, I wanted to narrow the demographic to 
visual designers who have several years of experience 
in designing whether it be professionally or non-
professionally. With people who had several years 
of experience, they have shown to be more prone to 
experiencing creative blocks that lasted over weeks to 
months at a time. 

Through methods of surveying and investigating 
traditional academic sources, I found that the best way 
to tackle my design problem was through designing 
a website platform that allows users to work from 
their desktop. My decision to design for a desktop as 
opposed to designing an app was based on research 
that found that users use desktops for complex 
activities. Creative blocks are a complex problem that 
often hinders creatives from designing work or pieces. 
From surveying, 55% of the participants typically 
found inspiration online using platforms like Dribbble, 
Behance, or Pinterest. 

SCAN ME TO TAKE A LOOK 
AT MY SYNTHESIS

OR VISIT THIS LINK
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UX Design

The Birth Of unblock.me
UX DESIGN

Unblock.me is the product from the data collected and 
research conducted. Through the encouragement of 
feedback, users can find themselves working together 
as a community to overcome creative blocks. With 
unblock.me, it serves as an online platform that can 
be implemented in a user’s creative workflow and can 
inform the user of factors and workarounds revolving 
around the topic of creative blocks. From surveying 
the participants, I found that inspiration was most 
often found through interaction with others, exploring 
different entertainment media, or learning new things. 
This finding pushed for the focus of this product. Some 
other features that unblock.me offers also includes 
enabling the user to learn about different famous 
artists, challenges users to weekly challenges, warms 
up the user before creating or designing, and keeps a 
log of when the user is being creative. 

SCAN ME TO TAKE A LOOK 
AT MY UX PROCESSES

OR VISIT THIS LINK
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User Stories
UX DESIGN

“As a visual designer, I can upload and show other designers my progress and 
gather suggestions/feedback, so that I am able to gain a new perspective for my 
work.”

“As a visual designer, I can keep track of when I am creating/designing work 
overtime so that I can be made aware of when I am creating the most.”

“As a visual designer, I want to broaden my knowledge of other designers and 
their works that I am unaware of so that I can discover new things to apply to my 
own work.”

“As a visual designer, I can learn ways to free up mental and ego burdens I 
experience when I have creative blocks so that I am able to feel mentally prepared 
when I am going through a creative block.”

User Journey Overview
UX DESIGN

Using the same method of having “actors”, I wanted to 
map out the user’s journey. Mapping out this process 
allowed me to visualize an individual’s relationship and 
emotion with my product. 

With mapping out the journey, I used my four different 
user stories for my product. Being able to do this was 
crucial as it informed me of the experience the user 
would go through to accomplish a goal. 

With this step in the user experience process, writing out user stories allowed me to write out features in my 
product to flesh out the functionality and work in an agile approach. I was able to define what benefits my product 
will bring to my target audience. In this case, I depicted my target audience, otherwise known as “Actors”, as Visual 
Designers. These descriptions I wrote follow a template of my actor, an action, and the benefit or value they will 
receive. 

SCAN ME TO TAKE A LOOK AT 
IN-DEPTH USER JOURNEY

OR VISIT THIS LINK
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They are feeling stuck on 
a current design they are 
working on and need feedback 
or suggestions from other 
designers that probably sees 
something they can’t see. They 
want a way to get feedback to 
see what they can do differently.

User signs up for an account 
to have access to have social 
interaction with other designers.

Identifies need to find other 
ways of free up mental burden 
from creative blocks they suffer 
from. 

User signs up for an account to 
have access to learn more about 
ways to free up mental burden.

decides to visit website to 
find ways to get through 
creative blocks

They want a way to keep track 
of when they are creating/
designing work overtime to 
visualize a creative work pattern.

User signs up to make an 
account and goes over to input 
data to keep track of when they 
are creating design work/pieces.

Identifies a need for wanting to 
find new inspiration and expand 
knowledge on new artist’s/
designer’s work

User signs up to make an 
account in hopes to broaden 
knowledge and find new 
inspiration

User Journey Map
UX DESIGN

ACTORS WHO ARE A COUPLE 
OF WEEKS INTO THEIR 
CREATIVE BLOCKS

DISCOVER BEFORE ENGAGEMENT

Confident getting responses 
from other users

Feel like they can move forward 
with the new ideas that they 
have

Gain a new perspective from 
what other people are seeing

User browses around and finds page to view 
other creative’s posts who are stuck with a 
creative blocks User gets interaction with other 

designers, finds suggestions being 
made

User uses newfound techniques to 
overcome stress

User finds they are most creative 
during certain time

User looks over the creative 
challenge and decides to 
participate

User browses website and finds page that 
centers around creatives block

User goes to profile and finds area to find a 
calendar

User finds an inspiration page

Stumbles upon a post indicating that they 
aren’t sure where to go forward

While viewing suggestions, learns 
of different ways to go about work

User feels better about creative 
blocks

User starts to focus on working 
during that time

User is prompted to make 
something they’ve never done 
before
User post work and views what 
others have done for the week.

Stumbles upon a tips & tricks page of ways to 
overcome creative blocks

User inputs data that they can recall that 
indicates when they last did any creative work

User looks at the artist/designer of the day 
and views their work and reads about who 
they are; gaining knowledge

Leaves a comment to suggest what things 
they can look into or possibly change

Finds warm ups to help create something

Overtime, user can find an analysis of when 
they are most creative

User finds a weekly challenge page that 
encourages designers/artist to participate in.

User post work online in hopes to also get 
suggestions on their work they’ve been stuck 
on

User reads about techniques to not feel so 
overwhelmed

Found different ways to 
de-stress

Confident in applying new found 
tips & tricks in future blocks 
during creative endeavors.

Found creative processes that 
can help manage and overcome 
creative blocks

Can identify steps to take in 
order to destress

Can keep track of when they are 
being creative

Informed of when they are most 
able to design

Can see what work is out there 
that hasn’t been discovered by 
them before

Confident in learning new things

ENGAGEMENT AFTER ENGAGEMENT
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Site Map
UX DESIGN

Designing the site map allowed me to look at my 
product and understand what my website needed 
in order to be navigable and lay out what is needed. 
Visually laying out the pages and subpages helped 
me understand what to design before designing the 
wireframes. Essentially it was the roadmap to my 
product.

HOMEPAGE

DASHBOARD

CREATIVITY TRACKER BLOCKS FEED ARCHIVED FEED PERFECTIONISM

SELF-CARE

CREATIVE TECHNIQUES

STRESS

SELF-DISCIPLINECHALLENGE

POSTED WORK

ARTIST OF DAY

WARM-UPS

EXPLORE

ARCHIVED

EXPLORE BLOCKS ARCHIVED BLOCKS LEARN
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User Flow
UX DESIGN

After going through the user stories and user journeys, 
I was able to lay out the user flow, which allows me to 
understand the user’s steps and interactions of going 
through the product. I laid out the flows in task-form in 
order to focus on how the user navigated through the 
website. 

LANDS ON 
HOMEPAGE

USER LOGS IN WITH 
LOGIN CREDENTIALS

USER REGISTERS 
ACCOUNTNO

YES

LOG IN/SIGN UP 
PAGE

DOES THE 
USER HAVE 

AN EXISTING 
ACCOUNT?

USER IS IN NEED OF WAY TO 
OVERCOME CREATIVE BLOCK 

AND VISITS WEBSITE

“WHEN WAS THE LAST TIME 
YOU CAN RECALL YOU 

CREATED A CREATIVE PIECE?”

“THANK YOU FOR YOUR INPUT, 
THIS IS ONLY FOR YOUR OWN 

PERSONAL PURPOSES!”

“WE’RE SORRY TO HEAR :( WHAT 
DIDN’T YOU LIKE ABOUT IT? WE 

WOULD ALSO RECOMMEND 
CHECKING OUR INSPIRATION PAGE 

OR CREATIVE BLOCK PAGE FOR 
MORE INSPIRATION!”

USER IS ON 
DASHBOARD

NO

NO

NO

YES

YES

YES

DOES THE USER GO 
TO THE CALENDAR 

FEATURE?

DOES THE USER 
INPUT THE LAST TIME 
THEY HAVE CREATED 

A PIECE?

DOES THE USER 
INPUT THEIR 
THOUGHTS?

USER LANDS ON CALENDAR 
PAGE AND CAN INPUT MORE 

RECORDS OF WHEN THEY 
LAST CREATED WORK
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LANDS ON 
HOMEPAGE

USER LOGS IN WITH 
LOGIN CREDENTIALS

USER REGISTERS 
ACCOUNTNO

YES

LOG IN/SIGN UP 
PAGE

DOES THE 
USER HAVE 

AN EXISTING 
ACCOUNT?

USER IS IN NEED OF WAY TO 
OVERCOME CREATIVE BLOCK 

AND VISITS WEBSITE
USER IS ON 

DASHBOARD

VIEWS POSTS MADE 
FROM OTHERS

NO

NO

POST THEIR OWN 
WORK FOR HELP

YES

YES

DOES THE USER 
EXPLORE THE 

CREATIVE BLOCKS 
PAGE?

DOES THE USER 
VIEW OTHER POSTS 

OR POST THEIR 
OWN CREATIVE 

BLOCKS?

DOES THE USER 
COMMENT ON 

OTHER POST TO 
GIVE SUGGESTIONS 

OR TIPS

“WELCOME TO THE CREATIVE 
BLOCKS PAGE WHERE YOU CAN 

POST YOUR PROGRESS FOR HELP 
OR VIEW OTHER WORKS AND HELP 

OTHERS OUT!”
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Conceptualizing

Wireframes
CONCEPTUALIZING

From drawing out low-fidelity wireframes to 
designing high-fidelity wireframes online, I was able 
to design a prototype for user testing. Using what I 
learned through researching, I was able to get the 
pages and navigation out visually so that the user can 
focus on the structure of the website. 

Jumping from low fidelity to high-fidelity, it allowed me 
to look at the structure of the pages and still have users 
get a sense of the colors and images they are expected 
to see.
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Creative Block & Archived Works Page (Pre-User Testing Design)
CONCEPTUALIZING
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User Testing Synthesis Refining Archived Blocks
CONCEPTUALIZING CONCEPTUALIZING

Everything that had been previously done led up to 
this crucial and essential part of the UX design process. 
User Testing. The goal of user testing is to evaluate my 
product to have a deep understanding about my user’ 
behavior, opinions, understanding, and acceptance of 
unblock.me. 

The participants I intentionally had to user test were 
participants that came from my initial survey. I targeted 
people who were not only finishing school, but people 
who either have a career in the creative field or people 
who are creative as a hobby. 

With my user testing, I used Figma and Zoom to 
facilitate the conversation and view what the user was 
seeing. Each set of questions aimed not only to pinpoint 
the usability of my product but to assess the value each 

Previously known as “Archived Works”, I decided to 
rename the page to keep it consistent with “Creative 
Blocks”. What was missing on this page was the lack of 
a description that a user would typically see on pages 
they are visiting. To keep users from guessing what 
page they are on and the purpose of the page, I added 
a straightforward description of what is to be expected 
for the user. 

feature had from the user’s perspective. I had each user 
describe the purpose of each feature and to walk me 
through each task. 

The user testing sessions were remote and recorded 
to go back and watch what users had struggled with 
or had key thoughts on. These sessions led to revising 
many features that users could not explain to me or 
navigate through. 

A key thing that everyone had struggled with was 
the intentions of the “Archived Blocks” page. It was 
confusing to my testing participants seeing that they 
either thought it was a page of previously liked works or 
saved works to revisit later.  
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SCAN ME TO TAKE A LOOK 
AT MY PROTOTYPE

OR VISIT THIS LINK
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Final Thoughts

Retrospectives & Next Steps 
FINAL THOUGHTS

Looking back at this thesis case study, I found it 
amazing to work through a problem that not only 
affected so many people in the creative industry but 
was something I related to heavily. This project has 
pushed me to think outside the box and work through 
and re-learn creative processes. Along the way I was 
able to work on my skills as a Product Designer to 
make informed and decisive product decisions based 
on research that I’ve conducted and data that I’ve 
collected. 

From the beginning of the project and to the end, I 
found myself getting confident with making decisions 
of how I want to take my product and shape it into a 
unique solution of overcoming creative blocks. I found 
myself really enjoying the aspect of data collecting and 
making it meaningful for users. 

Moving forward with this project, I would have loved to 
explore this idea and shape it into a product that also 
can be implemented in a professional and agile setting 

with team functionalities. Being able to work with 
other team members and overcome the creative block 
together could be meaningful to the user and provide 
more feedback to accomplish a goal.

In the event of this product were to be developed, some 
ways to measure the success of the platform would 
have to be: 

• How often users are communicating with one 
another on a post

• How often users are returning with different 
problems to post

• How many archived blocks are resolved as 
opposed to being abandoned.

This project has been eye-opening, and I am confident 
to say that this is something I am proud of and pushed 
my love to continue to improve my skills in product 
design. 
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