
Speakeasy Mobile App & 
Responsive Website
Liam Haeffele, lead designer



The product: 
Speakeasy is an educational app designed to help 

specifically young adults (but adults of any age are 

welcomed) in improving their public speaking skills. It is 

targeted at rising college students who are entering into 

their first speech classes, and even at young 

professionals who speak at meetings or present to 

stakeholders.

Project overview

Project duration:
June 2023 - July 2023



The problem: 
An overwhelming 75% of the general 

population suffers from public speaking 

anxiety. There is a general understanding and 

belief that public speaking is a valuable (even 

necessary) skill, but few resources exist when it 

comes to formatively practicing in a 

non-graded environment.

Project overview

The goal: 
Design an app that will allow people to educate 

themselves on best practices when public 

speaking, discuss in forums, and to practice 

their work in front of a real, tangible audience.



My role: 
Lead UX designer and researcher from 

beginning to end

Project overview

Responsibilities: 
Conducting screening surveys, designing 

wireframes and prototypes, high-fidelity 

designs, usability studies, and deliverables like 

personas, journey maps, etc.



Understanding
the user

● User research

● Personas

● Problem statements

● User journey maps



User research: summary

A larger group of participants were given a screening survey to indicate their experiences with public 
speaking anxiety. From here, those who responded affirmatively to having a high degree of public speaking 

anxiety were selected and chosen to participate in two usability studies for the application.

Among them, most participants in the survey suggested that an app like speakeasy would be of tremendous 
value to someone in a speech class or to a young professional trying to develop. This aligned with secondary 

research I conducted of most people feeling highly stressed about public speaking.



Persona: Derek

Problem statement:

Derek is a full-time 

student on the football 

team who needs a quick 

& easy way to prepare 

for speeches on the go 

because of his busy 

practice schedule.



Persona: Emerson

Problem statement:

Emerson is a busy high 

school student who 

wants a way to get 

speech feedback and 

advice from people 

online because of a lack 

of camaraderie in her 

public speaking class.



User journey map

Image of user 
journey map

To better understand what 

might lead a user to 

downloading this app, I 

tried to think in terms of 

how I typically felt going 

into my first speech class 

and also how a busy person 

like Derek might benefit 

from a mobile-centered 

design.



● Paper wireframes

● Digital wireframes

● Low-fidelity prototype

● Usability studies

Starting
the design



Paper wireframes 
For mobile, the goal was to make 

something highly scannable with 

personal insights. I mocked up a 

couple different styles, from grids 

to quick widgets and slideshows.

Final 
version of 
homescreen



Digital wireframes 

The rest of the design in 

general (incl. the 

wireframes) was informed 

by a desire to have 

everything very “central” on 

the homepage. No matter 

what a user’s intentions 

might be for downloading, 

we wanted all of the core 

features to be right there, 

front & center. No menus, 

no sifting around.

Community 
forum posts so 
that users can 
interact with 
one another 
and foster their 
own 
communities

Insert first wireframe 
example that 

demonstrates design 
thinking aligned with 

user research 

Convenient 
filtering 
options for 
users on the go



Digital wireframes 

Again, just making sure all 

information is concise and 

accessible enough so that our 

target user “on the go” can 

access what they need quickly.

Insights at a 
glance about 
recent practice 
sessions that a 
user can scan 
and easily read 
on mobile

All homepage 
features 
centrally 
located, 
microphone for 
quick access to 
practice modes



Low-fidelity prototype
Link to prototype 

Within this prototype, I designed 

for the primary flow of utilizing 

the various practice modes and 

reading quick, digestible insights 

at a glance. The mobile user 

needs their information quickly so 

that was the underlying goal 

within the app’s design language.

https://www.figma.com/proto/16gb4hXrOoxZa5s3BcCQ8P/Final-Project-Digital-Wireframes?page-id=0%3A1&node-id=15-15&starting-point-node-id=15%3A15&mode=design&t=HwIfT2W8OzHLi6pA-1


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

Round 1 findings (lofi prototypes)

Add subheadings / more imagery to 
copy-heavy sections

1

Incentive for giving good feedback 
other than goodwill

2

Round 2 findings (hifi prototypes)

Code of conduct section on 
homepage is lengthy – shorten 

3

Users found the lofi mobile 
experience a bit cluttered / “listy”

1

Visuals like icons, charts could be a bit 
larger

2

No search bar on community forum 
page

3

4 Visibility / stylistic issues – profile icon, 
slideshow arrows, borders on images



● Mockups

● High-fidelity prototype

● Accessibility

Refining
the design



Mockups

Users indicated on the 

desktop site that the code 

of conduct is a little 

copy-heavy and 

overwhelming, so I tucked it 

away and added an 

“expand” button for users 

wanting to read further.

Before usability study After usability study



Mockups

The low-fidelity testing 

indicated that users wanted 

more segmentation 

between home-screen 

sections. So, I made the 

cards / icons larger and 

increased the font size to 

stand out more and add 

hierarchy.

Before usability study After usability study

Image of 
selected 

screen before 
usability study

Image of 
selected 

screen after 
usability study



Mockups (mobile)

Main 
mockup 

screen for 
display

Main 
mockup 

screen for 
display

Main 
mockup 

screen for 
display

Main 
mockup 

screen for 
display



Mockups (desktop)



High-fidelity
Prototype (mobile)

Link to prototype for 

mobile

https://www.figma.com/proto/16gb4hXrOoxZa5s3BcCQ8P/Final-Project-Digital-Wireframes?page-id=0%3A1&type=design&node-id=94-375&viewport=314%2C-4696%2C0.46&t=rDlb46uX1WIBudN2-1&scaling=scale-down&starting-point-node-id=94%3A375&show-proto-sidebar=1&mode=design
https://www.figma.com/proto/16gb4hXrOoxZa5s3BcCQ8P/Final-Project-Digital-Wireframes?page-id=0%3A1&type=design&node-id=94-375&viewport=314%2C-4696%2C0.46&t=rDlb46uX1WIBudN2-1&scaling=scale-down&starting-point-node-id=94%3A375&show-proto-sidebar=1&mode=design


High-fidelity
Prototype (desktop)

Link to prototype for 

desktop

https://www.figma.com/proto/16gb4hXrOoxZa5s3BcCQ8P/Final-Project-Digital-Wireframes?page-id=0%3A1&type=design&node-id=177-22&viewport=314%2C-4696%2C0.46&t=rDlb46uX1WIBudN2-1&scaling=scale-down&starting-point-node-id=177%3A22&mode=design
https://www.figma.com/proto/16gb4hXrOoxZa5s3BcCQ8P/Final-Project-Digital-Wireframes?page-id=0%3A1&type=design&node-id=177-22&viewport=314%2C-4696%2C0.46&t=rDlb46uX1WIBudN2-1&scaling=scale-down&starting-point-node-id=177%3A22&mode=design


Accessibility considerations

Highly readable text with 
good iconography to 

inform the user about 
navigation and primary 

flows within the app

Unique practice modes in 
an effort to best account 

for people with a wide 
array of impairments, 

conditions, or fears

High contrast design for 
easy readability and 

scanning

1 2 3



● Takeaways

● Next stepsGoing forward



Takeaways

Impact: 
Users shared that the tools present in this 

design are some of the more creative solutions 

to alleviating speech fears that they’ve seen. 

Additionally, it was shared that the resources 

section and general brand voice is one that 

inspires serious goodwill through its messaging 

and aspiration to help people overcome their 

phobias.

What I learned:
I learned that although this may only be one 

tool in the arsenal of reducing public speaking 

anxiety – it is a tool that, through some intense 

soul-searching and ideation, proposes 

solutions that are feasible and strong. 

Speeches are an overwhelming fact of life, but 

speakeasy seems like it would help the lives of 

many young adolescents and adults.



Next steps

Resolve the minor stylistic 
issues users mentioned 

(change the profile icon to 
something more inclusive, 
slideshow arrow size, etc).

Add subheadings to more 
copy-heavy sections (like 
some of the insight pages 

with charts & graphs)

Add an incentive for users 
to provide good feedback 
other than sheer goodwill 

(points? Redeemable 
prizes?)

1 2 3



Let’s connect!

Insert a few sentences summarizing the next steps you would take with this 

project and why. Feel free to organize next steps in a bullet point list. 

I so appreciate you taking a look at my “speakeasy” project! If you would like to get in touch with 
me, below is my information:

Email: lhaeffele14@gmail.com 
Site: https://www.chieflyart.com

mailto:lhaeffele14@gmail.com

