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THE UX APPROACH

Duolingo has amassed a cult of 66 million app users who learn Spanish, French, 
German, Italian and Portuguese for free. However, according to CNET critic Jaymar 

Cabebe, “The app makes you log out and log back in to switch, which is less convenient 
for couples or even families who share a device.”

Intrigued by this problem, 

Lean UX design principles to create a more seamless experience for families.

THE CONCURRENCE The Goal
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http://www.cnet.com/products/duolingo-learn-languages-for-free-android/
http://www.cnet.com/products/duolingo-learn-languages-for-free-android/
http://www.amazon.com/UX-Lean-Startups-Experience-Research/dp/1449334911/ref=pd_sim_b_1?ie=UTF8&refRID=0XHW12GDV99F2W6YWPXF


THE CHANGENGE

Help families and couples switch between accounts without the tedious log-
in/log-back-in process. In other words, create an account switcher that 

reduces friction. It’s called “Click. Click. Awesome.”

App version

There is not a menu

I can’t easy know where 

add more languages
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THE CHANGENGE

Web Version

 Not responsive design

Not a right menu

Not possibly to switch between account
Not for kids system

Not very well singled where to follow

Not analysis of my current account
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Analysis Concurrence
Part 2
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Analysis Concurrence
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Analysis Concurrence
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Analysis Concurrence
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Analysis Concurrence
Display Advertising
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Analysis Concurrence
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Analysis Concurrence
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Analysis Concurrence
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Analogy Study
Part 3
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Analysis
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Similar Websites
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Case Study
Part 4
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THE PROCESS

Ran a design sprint in two weeks where I prototyped and tested account-
switching flows for the iOS tablet app. Below is my two week design 

process.
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1. Understand  Needs

Persona:
Personas put people at the heart of the design process. It’s a powerful 
storytelling technique that informs design strategy.

Meet Ann Karn: Ann is a stay-at-home mom. She’s fascinated by 
languages.
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1. Understand  Needs (Case)

This need can be summed up with a user story statement:
[As a <type of user>, I want <some goal> so that <some reason>]

To put this in perspective for Ann or any similar persona, here’s what a complete user story statement looks like:

As a mom who shares an iPad with the whole family, I want an easy way to switch between accounts so that I don’t 
have to log out and log back in to play Duolingo.
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1. Understand  Needs (Case)

To put this in perspective for Ann or any similar persona, 
here’s what a complete user story statement looks like:
As a mom who shares an iPad with the whole family, I 
want an easy way to switch between accounts so that I 
don’t have to log out and log back in to play Duolingo.

How can I help Ann and her family?
After crafting a persona and user story, I wrote down 
epics and needs. The purpose of the epic and the needs 
is to understand the scope and figure out how to meet 
your users’ needs.
Epic = big, coarse-grained user story*
Needs = small, detailed stories that are clear, feasible 
and testable*

This also helps layout all of the tasks that need to be addressed by 
design and eventually engineering.

1. Started with Epics, which are high-level user stories 
2. Decomposed epics into smaller, detailed stories until they are 

clear, specific and testable.
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TASK FLOW
The flow diagram below depicts how a user travels through the system as they switch accounts. The 

diagram also shows alternate flows and edge cases (unexpected things that happen with the feature) that a 
user may run into while performing an account switch.

Based on the scope 
of this exercise, the 
“password required” 
page will not be 
addressed.
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2. IDEATE

Sketches:
Next, I experimented with as many solutions as possible. I create this on paper to ideate quickly. After I 

sketched, I talked to a few people about the sketches to make sure I wasn’t missing any major part of the 
experience.

A sample set of sketches that I did with graph paper, a sharpie and a highlighter 23
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3. ITERATE

I extracted the top sketches and converted them into wireframes. The wireframes explain the copy, call-to-
actions, and other interface elements, as well as how they all work together.

The scenarios and design considerations acted as anchors. I was able to imagine how Ann’s family 
would move through the account switching feature.
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3. ITERATE With those scenarios we make 

the anchors points
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4 & 5. Create Prototype and Validate with Real Users

Each prototype tested different approaches to switching accounts. The objective here was to figure out 
where the confusion was when users move through the flow. 

There were: 3 rounds of usability tests (groups of 5 users) 15 users tested
In the first two sets of prototypes, users got stuck. A common reaction was: “I don’t get it. I’m confused.” 

Making a simple feature like an account switcher is actually incredibly complicated. (Thank goodness people 
failed! The usability tests informed how I could move forward and iterate.)
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4 & 5. Create Prototype and Validate with Real Users

Tested three interactive prototypes. These are screenshots.
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UI Approach
Part 5
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https://xd.adobe.com/view/561d0ba2-7b92-48ad-ae31-7b59a9f3281b-034e/?fullscreen



UI DESIGN

Tablet App

Structure of the 
app website, 
developed by 
divisions and 
sectors
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UI DESIGN

Mobile App

Structure of the 
Mobile app, 
developed by 
divisions and 
sectors
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Prototype App - Site

https://xd.adobe.com/view/561d0ba2-7b92-48ad-ae31-7b59a9f3281b-034e/?fullscreen

Home Page

Course Practice Acces

Course Levels

Main Menu

Language Course

Level Obtained
Progress and Points

User Menu Access

Competition Progress

XP Daily progress

Social Connect
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Prototype App - Site

https://xd.adobe.com/view/561d0ba2-7b92-48ad-ae31-7b59a9f3281b-034e/?fullscreen

Home Page Feed News Store

Events Dictionary Words
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https://xd.adobe.com/view/561d0ba2-7b92-48ad-ae31-7b59a9f3281b-034e/?fullscreen

Prototype App - Site

User Interface User Settings User Course
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https://xd.adobe.com/view/561d0ba2-7b92-48ad-ae31-7b59a9f3281b-034e/?fullscreen

Prototype Mobiel App

Home Page Feed News Store Events
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Final product
Part 6
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Tablet App Site
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Mobile App Site
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Conclusion:
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The primary goal of any business is to increase its sales and increase the growth of the business. 
UX/UI Design plays an essential role in achieving this goal. The UX/UI Design of the application 
improves the user experience and customer satisfaction that ultimately helps increase the 
number of users of the specific application.With users having lots of choices and alternatives 
for the products and/ or services you are offering them, the span of time you get to grab the 
attention of your users is quite less and you have to hit the bullseye in this short span of time.The 
UI and UX Design help to win the consumers’ confidence and make them use your application 
or website providing them what they are looking for. The number of consumers you are getting 
on your website/application can measure the success of the great UI and UX.For a start-up or 
a small venture, the importance of UI and UX Design becomes even more crucial as the first 
impression lasts long and using UI and UX designing can make or break the brand recognition. 

Key components of UI/UX design:  
• Information Architecture 

• Interaction Design 

• Usability 

• Wireframing 

• Visual Design


