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The product: 
A booking app for Beijumi Food Truck in Whitecross 

market. Lets busy city workers order their favourite 

Beijumi for pickup at stall.

Project overview

Project duration:
January to August 2022



The problem: 
Beijumi has become a very popular food truck 

and was struggling to fulfill orders during the 

lunch rush hour. The main issue is the 

collection of orders, which required time-short 

customers to wait, resulting in frustration or 

even lost business to nearby competitors.

Project overview

The goal: 
App design for Beijumi: An Amazonian food 

truck at Whitecross market, London



My role: 
UX Designer

Project overview

Responsibilities: 
● User Research

● Wireframing

● Conducting Usability Studies

● Prototyping (lo and hi-fi)

● Design Iteration



Understanding
the user

● User research

● Personas

● Problem statements

● User journey maps



User research: summary

I conducted first-hand interviews with customers asking both quantitative questions like, rate your experience out of 10, and 

qualitative questions like, what did you dislike about your experience?

 

After surveying the demographics of Beijumi's customer base, I defined their key audience at this time as working professionals on 

their lunch break; a short-on-time segment that is used to leaning on technological solutions to traditionally manual problems.

 

The user groups confirmed the assumption that they hated the long queues and wanted a more efficient method of ordering from 

there. 

 

The research also revealed another category of people who are very nutrition minded who order from there because of the lack of 

other vegan options at the food market but find the lack of nutritional information frustrating



User research: pain points

Pain point

Long queues at lunch 
hours. Can spend as 
much as 20 minutes 

before placing an order

Pain point

Lack of nutritional 
information about the 

food, not clear how 
many calories is one 

meal

Pain point

Key ingredients such as 
tuna or chicken can 

sometimes run out but 
customers don’t know 

this until it’s their turn to 
order

Pain point

Don’t want to look weird 
and waste everybody’s 

time asking about 
nutritional information 
and what ingredients to 

keep or remove
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Persona: Rob

Problem statement:

Rob is a professional working 

in the city who needs an app 

to order his lunch from his 

favourite food truck in 

advance because he doesn’t 

want to waste his time waiting 

in a queue and wants to have 

more time to enjoy his lunch



Persona: Julia

Problem statement:
Julia is young and ambitious 

junior working at a fast 

paced company who needs 

to know the nutritional 

information of her order 

because She lives a healthy 

lifestyle and wants to know 

what goes into her body





● Paper wireframes

● Digital wireframes

● Low-fidelity prototype

● Usability studies

Starting
the design



Paper wireframes 

For the Home Screen, I prioritized an intuitive layout 

that guides the users in the ordering process and to 

compliment the food truck’s simple menu

Stars were used to mark the elements of each sketch 

that would be used in the initial digital wireframes





Digital wireframes 

Following on from the 

paper wireframes, the 

digital wireframes closely 

resemble the original 

designs with a few tweaks 

along the way

During digital 
wireframing I have 
decided to add this 
button to allow the 
user to skip the 
building process and 
order right away To speed up the 

building process, I 
opted for the Grid view 

on the ingredients 
instead of a carousel. 

Less taps = faster 
ordering



Digital wireframes 

Quick ordering process was 

a key user need as well as 

simple navigation to keep 

the app feeling light in 

design and minimizing the 

number of screens a user 

has to jump through to 

place the order

One-Screen ordering 
process. User can 
create their order 
without leaving the 
home screen. The page 
will auto-scroll on user 
interaction

Helpful info for the 
user will enable  them 
to better judge when 

they can plan their 
journey to the food 

truck



Low-fidelity prototype

Using a complete set of digital 

wireframes, I created a low-fidelity 

prototype. The primary user flow I 

connected was building and 

ordering a Beijumi, so that this flow 

could be tested in a usability study.

View the Beijumi App:

Low-Fi Prototype

https://www.figma.com/proto/gZwVO7iJNaKnR2OtQNcPAy/Beijimi-Wireframe?node-id=1%3A3&scaling=scale-down&page-id=0%3A1&starting-point-node-id=1%3A3


Usability study: findings
I conducted two rounds of usability studies. Findings from the first study highlighted some of the 
pitfalls the participants faced and it helped improve designs from wireframes to mockups. The 
second study used a Hi-Fi prototype and revealed what aspects of the mockup needed refining

Round 1 findings

There is no way to get back to the 
completed order screen to see the 
QR code

1

Round 2 findings

Add to favourites is not clear to all 
users

1

Users want more details in the cart2

User’s are confused about the Add 
more Items button

3



● Mockups

● High-fidelity prototype

● Accessibility

Refining
the design



Mockups

The following changes were 

made after Usability Studies:

● Basket screen to now display 

the ingredients

● Favourites button added above 

the created order 

● Renamed the ‘Add more Items’ 

button to Add more Beijumi.

● Place Order button more 

interactive. The user now needs 

to swipe from left to right to 

complete the order

Before After



Mockups



High-fidelity Prototype
For the final Hi-Fi prototype I decided to redesign the home 

screen and make it feel less cluttered. Creating a new Beijumi 

was confusing some users in testing so I have decided to move 

the creating part below the visible parts of the screen and 

instead place a large playful button called Start to begin the 

process of creating a custom order. The home screen also 

features a more prominent typography that’s easier to read

View Beijumi app v1:

Hi-Fi Prototype

https://www.figma.com/proto/gZwVO7iJNaKnR2OtQNcPAy/Beijimi-Wireframe?type=design&node-id=722-429&t=aXsNCD780XQ9EZS5-1&scaling=scale-down&page-id=705%3A19&starting-point-node-id=722%3A429&mode=design


Accessibility considerations

Use icons to help make 
navigation easier

Stick to a colour scheme 
that complies with WCAG 
standards to help people 
with colorblindness see 

the text more clearly 

Support icons and images 
with alt text for screen 

readers to give the 
visually impaired a better 

experience
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● Takeaways

● Next stepsGoing forward



Takeaways

Impact: 
This app makes the user feel like it captured the 

essence of the food truck experience. The ordering 

experience is very familiar.

One quote from peer feedback:

“Wow, where has this app been all this time? I have 

wasted so many hours queuing to place an order and 

now its a 20 second job”

What I learned:
What it means to be a UX designer. This project 

has shown me the ropes and what is required 

to be a successful and well-rounded UX 

designer



Next steps

Improve the animations 
and add new ones to 

make the app feel less 
rigid and more responsive 

to user input

Conduct another round of 
usability studies to 

validate whether the pain 
points users experienced 

have been effectively 
addressed
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Let’s connect!

Thank you for your time reviewing my work on the Beijumi Food Truck app! If you’d like to see more 
or get in touch, my contact information is provided bellow.

rosgaly@yahoo.co.uk uxbyross.com

http://www.uxbyross.com
mailto:rosgaly@yahoo.co.uk
mailto:rosgaly@yahoo.co.uk
http://www.uxbyross.com

