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The product: 

Onari’s kitchen is an african restaurant located in 

Waterloo, canada. Onari’s kitchen strives to deliver 

healthy, delicious and customized meals and side 

dishes to consumers. They offer very competitive 

pricing and target customers who do not have the time 

to prepare meals for themselves or their families.

Project overview

Project duration:

December 2022 to March 2023 

Preview of selected 
polished designs.



The problem: 

Busy workers and parents lack the time to 

prepare a meal for themselves and/or families.

Project overview

The goal: 

Design an app for Onari’s kitchen that allows 

users to easily order and either pick up or have 

delivered fresh healthy dishes customized to 

their health requirements, if any.



My role: 

UX designer designing an app for Onari’s 

Kitchen from conception to delivery. 

Project overview

Responsibilities: 

Paper and digital wireframing, user research, 

Conducting interviews and usability studies, 

low and high-fidelity prototyping, accounting 

for assesibility, and iterating on designs. 



Understanding

the user

● User research

● Personas

● Problem statements

● User journey maps



User research: summary

I conducted interviews and created empathy maps to understand the users I’m designing for and 

their needs. A primary user group identified through research was working adults who don’t have 

the time to cook meals.

This user group confirmed initial assumptions about Onari’s Kitchen customers, but research also 

showed that time was not the only factor limiting users from cooking at home. Other user 

problems included obligations, interests, or challenges that make it difficult to get groceries for 

cooking or go to restaurants in–person.



User research: pain points

Time

Working adults are too 

busy to spend time 

preparing a meal

Customization

Food ordering platforms 

do not contain options 

for menu customization

Accesibility

Platforms for ordering 

food are not equipped 

with assistive 

technologies

IA

Text-heavy menus in 

apps are often difficult 

to read and order from
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Persona: Katheryn

Problem statement:

Katheryn is a busy working 

adult who needs access to 

delicious and healthy food 

ordering options because 

she has no time to cook.



User journey map

Mapping Katheryn’s user 

journey revealed how helpful it 

would be for users to have 

access to a dedicated Onari’s 

Kitchen app.



● Paper wireframes

● Digital wireframes

● Low-fidelity prototype

● Usability studies

Starting

the design



Paper wireframes 

By creating multiple versions of 

each screen of the app on paper 

beforehand, I ensured that the 

digital wireframes would effectively 

address user pain points. The home 

screen was given special attention, 

with a focus on providing users with 

a simple and efficient way to view 

the food menu and place orders, 

ultimately saving their time.

Stars were used to mark the elements of each sketch that 
would be used in the initial digital wireframes.



Digital wireframes 

As the initial design phase

continued, I made sure to

base screen designs on

feedback and findings from

the user research.

This button
provides an
easy option for
users to 
customize 
their meal.

This button 
makes it fast and 
easy for users to 
order.

This buttons 
adds a meal 
navigation 
alternative to 
slide-through.



Digital wireframes Easy access to 
navigation that 
is screen reader 
friendly

Easy navigation was a key

user need to address in the

designs in addition to

equipping the app to work

with assistive technologies.



Digital wireframes 

This button
provides an
easy option for
users to add 
more to their 
orders from 
checkout

Based on findings from

the user research, further 

iterations on the base 

design were made.



Low-fidelity prototype

The low-fidelity prototype 

connected the primary user flow 

of ordering and customizing a 

meal, so the prototype could be 

used in a usability study with 

users.

View the Onari’s Kitchen

Low-fidelity prototype

https://www.figma.com/proto/1Uzes1C4ZXqwsQ20fHdId3/African-Food-Menu-Customization-App?node-id=918-4722&scaling=scale-down&page-id=918%3A3958&starting-point-node-id=918%3A4722


Usability study: findings

Write a short introduction to the usability studies you conducted and your findings.

Round 1 findings

Users want to track orders1

Users want option to add notes to 

orders
2

Round 2 findings

Users want a pickup option3

Users want to order meals quickly1

Users want easy customization 

options
2

Users want to edit/customize orders 

before checkout
3



● Mockups

● High-fidelity prototype

● Accessibility

Refining

the design



Mockups

Although initial designs 

included some level of 

customization, feedback from 

usability studies prompted 

me to incorporate additional 

features that enable users to 

modify orders prior to 

checkout. Furthermore, I 

revised the design so that 

users can review 

customization details before 

proceeding to checkout.

Before usability study After usability study

Image of 
selected 

screen after 
usability study



Mockups

The second usability study 

revealed a need to track 

successfully placed orders. To 

meet this need, I added a 

track order button to the 

order confirmation page. This 

button leads to a screen 

where users can check the 

status of their orders from 

preparation to delivery/ready 

for pickup.

Before usability study 2 After usability study 2



Mockups

Main 
mockup 

screen for 
display

Main 
mockup 

screen for 
display

Main 
mockup 

screen for 
display



High-fidelity prototype

The final high-fidelity prototype 

presented cleaner user flows for 

ordering a meal and checkout. 

Furthermore, it also met user needs 

for increased customization and 

order-tracking.

View the Onari's Kitchen

high-fidelity prototype

https://www.figma.com/proto/1Uzes1C4ZXqwsQ20fHdId3/African-Food-Menu-Customization-App?node-id=703-4198&scaling=scale-down&page-id=386%3A1003&starting-point-node-id=703%3A3948


Accessibility considerations

Used icons to help make 

navigation easier.

Implemented accessibility 

features such as 

incorporating colour 

contrast, font sizes, and 

text styles that are easily 

legible for users with 

visual impairments or 

colour blindness.

Provided access to users 

who are vision impaired 

through adding alt text to 

images for screen 

readers.
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● Takeaways

● Next steps
Going forward



Takeaways

Impact: 

The app makes suers feel like Onari’s Kitchen 

really thinks about how to meet their needs.

One quote from research participants:

“I would certainly make this app my top choice for 

a quick, delicious, and healthy meal. It’s so easy to 

order and customize a meal!”

What I learned:

During the design process of the Onari's 

Kitchen app, I came to realize that the initial 

ideas were merely the starting point, and that 

usability studies and feedback from peers 

played a significant role in shaping each 

subsequent iteration of the app's design.



Next steps

Conduct additional 

usability studies to 

confirm whether user 

pain points have been 

effectively addressed.

Conduct more user 

research to determine 

new areas of need

1 2



Let’s connect!

Thank you for your time reviewing my work on the Onari’s Kitchen app! If you’d like to see more or 

get in touch, please use the following:

LinkedIn: JoshuaOkojie

Website: joshuaokojie.com

https://www.linkedin.com/in/abayomiokojie/
https://www.joshuaokojie.com/
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