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The product: 

A booking app intended for companies or people 

looking to book musicians to perform at events, and 

parallely a platform for musicians to advertise their 

services and talent.

Project overview

Project duration:

June 2022 - Present



The problem: 

• Lengthy booking process.

• Difficulty in discovering and scheduling 

performers.

• Finding the right musician for the occasion.

• Having a platform exclusively for gaining 

publicity as a musician for hire.

Project overview

The goal: 

To simplify the jobs of musicians and event 

planners alike in finding each other, while 

making the booking and discovery process 

seamless and reliable. It serves as a way for 

musicians to be able to put their talents on 

display by uploading clips or links to their 

profile.



My role: 

UX Designer/Researcher

Project overview

Responsibilities: 

Conducting Interviews, paper and digital 

wireframing, low and high-fidelity prototyping,

Conducting usability studies, and iterating on 

designs.



Understanding

the user

● User research

● Personas

● Problem statements

● User journey maps



User research: summary

I conducted interviews, made a user journey map and affinity diagrams to understand the users 

that I’m designing for and their needs. The main user groups identified were musicians that need 

to find gigs to perform at, and promoters who are looking for musicians to perform at their venue.

The user group confirmed the initial hypothesis about Gigl’s users needs, though research helped 

identify ways to further improve the user experience and also introduce features that could be 

helpful to them. 



User research: pain points

Finding gigs

Artists would like an 

easier way to discover 

gigs nearby, and 

promoters would like to 

discover artists.

Booking and 

Scheduling

Both promoters and 

artists would find it 

useful to manage their 

calendar and schedule in 

one place.

Payment

Artists struggle with 

receiving timely payments 

and reliable organizers.
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Persona: Dave



Persona: Aisha



User journey map 1



User journey map 2



● Paper wireframes

● Digital wireframes

● Low-fidelity prototype

● Usability studies

Starting

the design



Paper wireframes 

Taking the time to draft 

paper screens ensured that 

the elements that made it 

to the digital wireframes 

would be well suited to 

address user pain points.

Image of paper 
wireframes including 

five different 
versions of the same 

screen and one 
image of the new, 

refined version



Digital wireframes 

As the initial phase 

continued, I made sure the 

designs reflected the 

feedback and findings from 

user research

A nav bar that 
is easy to spot

The most basic 
details that any 
artist would 
like to know 
about a gig.



Digital wireframes 

As the initial phase 

continued, I made sure the 

designs reflected the 

feedback and findings from 

user research
Easy access to 

navigation that’s 

Screen friendly



Low-fidelity prototype



Usability study: findings

I conducted two rounds of usability studies. The first was one was done using the low-fidelity 

prototype, which helped me develop and refine the design for a high-fidelity prototype. 

Round 1 findings

Insert finding1

Insert finding2

Round 2 findings

Insert finding3

Users want to view and post reviews.1

Users want a feedback/reporting 

system.

2

Users found some issues in UI 

element placement.
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● Mockups

● High-fidelity prototype

● Accessibility

Refining

the design



Mockups

The study helped me 

establish a minimalistic and 

clean look for the discover 

page, while retaining the 

original structure for it.

Image of 
selected 

screen before 
usability study

Before usability studies After usability studies

Image of 
selected 

screen after 
usability study



Mockups

After gaining feedback and 

insights, I added more 

detail and features to the 

profile, such as reviews and 

reels. The design was also 

refined after doing more 

research on other apps.

Before usability study After usability study

Image of 
selected 

screen before 
usability study



Mockups

Main 
mockup 

screen for 
display

Main 
mockup 

screen for 
display

Main 
mockup 

screen for 
display



High-fidelity

prototype

The final high-fidelity 

prototyped presented a 

cleaner user flow with refined 

designs and a more intuitive 

flow into booking an artist.

View the Gigl high fidelity 

prototype.

Screenshot of 
prototype with 
connections or 
prototype GIF

https://www.figma.com/file/PniGkEWG5WJGgs0pUwliip/Gigl-Wireframes?node-id=3%3A113


Accessibility considerations

Provided speech to text 

feature for people with 

physical disability.

Used icons to help make

navigation faster.

Used accessibility friendly 

colors and contrasting 

shades for the UI.
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● Takeaways

● Next steps
Going forward



Takeaways

Impact: 

The app makes users feel like they can do 

everything they need to do to get a gig, while 

having a reliable platform that will take care of 

all the important interactions.

One quote from peer feedback:

“ This app seems super useful and easy to use, 

it should definitely be a thing! I could see 

myself using it if it actuall does carry out the 

functions from the prototype.”

What I learned:

While designing gigl I learned that a lot can 

change with each iteration, and with constant 

user research and competitor analysis it will 

keep getting better. There is always something 

to takeaway from each iteration’s user 

feedback.



Next steps

Conduct more user 

research to to determin 

any new areas of need

Keep iterating and 

improving the design and 

screens.

Conduct another round of 

usability studies to 

validate whether the pain 

points have been 

completely addressed.
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Let’s connect!

Thank you for your time for reviewing my work on Gigl! If you’d like to see more or get any more 

information, then feel free to contact me using the details below:

rishi275@gmail.com



Thank you!


