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About Me

– Empathy maps, personas, user stories, and user journey maps

– Defining user pain points

– Crazy Eights, How Might We, and competitive audits

– Wireframes, prototypes on paper and digitally

– Mockups with visual design elements and principles

– Interviews and usability studies

– Considering accessibility
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UI/UX Design Skills

Software Figma, Adobe XD, Adobe Illustrator, Adobe Photoshop

Technical Skills HTML, CSS, JavaScript

About Me
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Curriculum Vitae (CV)

UI/UX Designer • PT Murni Solusindo Nusantara
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Experience Education

Jun 2021 - Dec 2021

Jakarta, Indonesia

Front-end Web Developer Intern • PT Finnet Indonesia
Jun 2019 - Aug 2019

Jakarta, Indonesia

Bachelor of Computer Science • Telkom University 
Aug 2016 - Sep 2020

Bandung, Indonesia

Certification

Google UX Design • Coursera
Jul 2021 - Sep 2022

CV
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Case Studies

Fastsaji: Fast food menu and   
mobile-ordering app
Google UX Design Professional 
Certificate Project

PET.id: Pet care app for pet 
owner
Personal Case Study Project

Casetom: Custom phone case 
responsive website
Google UX Design Professional 
Certificate Project

Case Studies
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Fastsaji

Fastsaji is a food delivery app that connects users with various large fast-food restaurants 

chains around them. Fastsaji targets customers such as workers and students who lack the 

time or ability to prepare meals.
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Product

Project Duration

July 2021 to July 2022.

Goal

Design Fastsaji app that allows users to easily order from various large fast-food chains, 

with an easy process of customizing the menu in large quantities.

Google UX Design Project

Responsibilities

Conducting interviews, paper and digital wireframing, low and high-fidelity prototyping, 

conducting usability studies, accounting for accessibility, and iterating on designs.

Project 1 - Fastsaji
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Design Thinking

Empathize
personas, user stories, and user journey maps

Define
problem statements

Ideate
competitive audits

Prototype
paper and digital wireframes, low-fidelity and 
high-fidelity prototypes

Test
conducting interviews and usability studies

Project 1 - Fastsaji
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User Research
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Problem Statement
Richard is a busy employee who needs to order food quickly and 

delivered it on time because they have no time to cook and 

wants to focus on work.

Problem Statement
Natalie is a high school student who needs a delivery app that is 

able to order a customized menu with a large quantity because 

it’s often the orders don’t arrive correctly and they worry about 

ingredients.

Project 1 - Fastsaji
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User Journey Map
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Competitive Audit
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Wireframe

10Project 1 - Fastsaji

Paper Wireframe Digital Wireframe
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Usability Study

– Delete button on the cart page is difficult to find 

for almost all users

– It’s not immediately clear how to enter the page 

to give ratings and tips
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Unmoderated usability study

5 participants 

Indonesia, remote

5-10 minutes

Round 1 findings

– Users want the availability of menu on the app in 

sync with restaurant

– There’s no clear information on what stage order 

progress has reached

Round 2 findings

Project 1 - Fastsaji
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Prototype
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Low-fidelity Prototype High-fidelity Prototype

Project 1 - Fastsaji
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Key Mockup

Project 1 - Fastsaji
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Takeaways

While designing the Fastsaji app, I learned that it’s very important to iterate the design periodically because it will 

find flaws and improve them for the better. Usability studies are also very important to gain insight from others.
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What I learned

Next Step

– Conduct another round of usability studies to validate whether the pain points users experienced have been 

effectively addressed.

– Conduct more user research to determine any new areas of need.

– Re-check the color and font size selection whether it meets the standard or not to ensure that it provides the 

best user experience for various groups.

Project 1 - Fastsaji
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PET.id

PET.id is a dedicated app for pet care. PET.id app target teen, young adult, to adult who have 

pets. 
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Product

Project Duration

January 2021 to March 2021.

Goal

Design PET.id app that help pet owners to order a pet groomer service through the 

application, find adoption information, report when their pet is missing, consult online with a 

veterinarian, etc.

Personal Case Study Project

Responsibilities

Conducting user survey, paper and digital wireframing, low and high-fidelity prototyping, 

and iterating on designs.

Project 2 – PET.id
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Design Thinking

Empathize

survey

Define

user personas, user journey map

Ideate

affinity map, user flow

Prototype

paper and digital wireframes, low-fidelity and 
high-fidelity prototypes

Project 2 – PET.id
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Survey

17Project 2 – PET.id

Conclusion of the survey results from 204 respondents are:

– 66,7% of respondents difficulty searching for a new pet with 

suitable criteria to adopt or finding new owners for their 

pets.

– 63,2% of respondents ever experienced lost their pets but 

had trouble finding their pet.

– 39,2% of respondents interested in mating their pets, but 

difficulty find a mating partner who matches the desired 

criteria.

Find Pet

Community
– 74,5% of respondents join the pet lovers/pet owners 

community forum on social media.

Health
– When their pet is sick, only 29,4% immediately took them to 

the vet. They prefer read articles, consult online, or ask fellow 

pet owners first.

– The majority of respondents spayed/neutered and 

vaccinated their pets, but still need subsidies.

Grooming
– 74% of respondents frequently grooming their pets but 

difficulty in bringing their pets to the pet groomer.

Shop
– 69,1% of respondents buy pet needs and supplies in offline 

stores but there are still many obstacles like lack of product 

variety, difficult to carry goods, etc.
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User Research

18Project 2 – PET.id
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User Journey Map
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Affinity Map
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User Flow
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Sketches
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Prototype
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Low-fidelity Prototype High-fidelity Prototype

Project 2 – PET.id
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Key Mockup

Project 2 – PET.id



Monica Dessy Amanda
2022

Takeaways

There are so many lessons that I can learn from this case study, each stage of the design thinking process presents 

its own challenges to develop skills such as empathizing with users, analytical skills, defining problems, developing 

ideas, and prototyping.
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What I learned

Next Step

My suggestion for the next case study is that the testing phase should be run and given to the user in order to get 

feedback so that the application becomes better and ensures whether the user's goals have been achieved.

Project 2 – PET.id
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Casetom
Casetom is a custom phone case website that offers custom phone 

case services easily, efficiently, and available for various types of 

phones. Casetom target teen to young adult  who wants to appear 

stylish and protect their phone.
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Product

Project Duration

July 2022 to August 2022.

Goal

Design Casetom website that is allows users to easily customize their 

phone case that available for many phone brands, doesn’t need to 

worry about poor image quality, and clear checkout process.

Google UX Design Project

Responsibilities

Conducting interviews, paper and digital wireframing, low and high-

fidelity prototyping, conducting usability studies, accounting for 

accessibility, iterating on designs, and responsive design.

Project 3 - Casetom
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Design Thinking

Empathize
personas, user stories, and user journey maps

Define
problem statements

Ideate
Crazy Eights, competitive audits, sitemap

Prototype
paper and digital wireframes, low-fidelity and 
high-fidelity prototypes

Test
conducting interviews and usability studies

Project 3 - Casetom
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User Research
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Problem Statement

Giselle is an employee who likes shopping and 

making art who needs to buy and easily custom 

phone cases with good quality because they want 

custom phone cases that fit their design taste.
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User Journey Map
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Crazy Eights
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I did a quick ideation exercise with crazy eight 

methods to come up with ideas. My focus was 

specifically on making the simple flow to custom 

phone case features.
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Competitive Audit
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Sitemap
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Wireframe
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Paper Wireframes

Digital Wireframes

Web Version

Mobile Version



Monica Dessy Amanda
2022

1

2

3

4

Usability Study

After doing a usability study, it turns out that most users already feel that the design is easy to understand, 

simple, and has a clear flow. The main finding uncovered by the usability study is: 
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Unmoderated usability study

5 participants 

Indonesia, remote

5-10 minutes

Once at the complete checkout screen, users can’t see detailed information about what they just input.

1. Complete Checkout

Project 3 - Casetom
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Prototype
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Low-fidelity Prototype High-fidelity Prototype

Project 3 - Casetom



Monica Dessy Amanda
2022 36

Key Mockup

Project 3 - Casetom

Web Version
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Key Mockup

Project 3 - Casetom

Mobile Version
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Takeaways

The most important takeaway for me is to be able to create designs that are easy to apply to the web and mobile 

interface. And must adjust the design according to the characteristics of each device.
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What I learned

Next Step

– Conduct another round of usability studies to validate whether the pain points users experienced have been 

effectively addressed.

– Identify any additional areas of need and ideate on new features.

Project 3 - Casetom
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