
UI/UX PROPOSAL



A UX PROPOSAL CAN HELP BOLSTER THE 
ARGUMENT FOR USER EXPERIENCE DESIGN 
AND GIVE STAKEHOLDERS AN UNDERSTANDING 
OF A PROJECT AND ITS SCOPE.



WHAT IS A UX PROPOSAL?

• A UX proposal is an outline or plan of  a proposed change to the UX design of  a mobile app, website or 
product. A proposal outlines a problem and presents a solution

• Any good designer will tell you that their decisions rely heavily on in-depth research and 

investigation. Even the smallest change to a UI element on a website or in a mobile app

can cost thousands, if  not hundreds of  thousands of  dollars.

• It is the UX designer’s job to articulate that problem-solution relationship in a proposal and 
offer the route to overcoming the problem in the best way possible.



WHEN IT COMES TO A BRIEF, 
BEING BRIEF IS BEST.
Any proposal will need to have a project name, date and details 

of  who are the stakeholders involved.



THE STEPS

1. Problem Statement

2. Provide background information

3. Understand your goals and expected outcomes

4. Propose deliverables

5. Assumptions

6. What is the expected timeline and budget?

7. Conclusion



PROBLEM STATEMENT
To get that information, you will have to 
involve those who are affected by the 
problem with the following methods:

• Interviews

• Experimentation

• Observed events

• Research
A good tip is to maintain easy to understand language 
and avoid jargon when you write your problem statement.

Here is where you state what is preventing 

you from reaching your goals. Defining the 
problem involves identifying the causes of  the 

problem so that you can solve it.

Your problem statement should come out 

of  an understanding of  business objectives, 

the context of  product use and user goals. 
When you know this information, you will 

be able to deliver business value with your 

proposed solutions.



BACKGROUND INFO
Why is this proposal necessary? 

•Outline what led to this plan

•Discuss the history of  the project

•Address similar issues in the past



GOALS + OUTCOMES
In a few sentences:

• Outline the goals of  the proposal

• If  you have too many goals, you 
might need to create more than 
one proposal

• Stay focused on just a couple 
of  issues at a time to prevent 
overwhelm and create 
a better workflow

Your goals should NOT be a 

shopping list of  items. 

For example: the goal of  this UX design proposal 
is to create and implement a new design for the 
sign-up landing page to drive up conversions.

It does not need to be more complicated 

than that. In fact, the simpler, the better.



OUTLINE DELIVERABLES
Your deliverables might include:

• Carrying out a competitor analysis

• Creating personas

• User flows

• Capturing UX requirements

• Ideation

• Wireframing

• Creating an interactive prototype

• User testing

After you have explained the problem and 

helped stakeholders understand it, it is time 

to provide the solution by outlining the 

deliverables necessary to be successful. 

Most UX design projects involve research, 

design and then validation so keep this in 

mind when thinking about deliverables.

Try not to be vague at this stage. Something 

like “improve overall UX” can take many 

meanings depending on the reader..



EXAMPLES OF 
DELIVERABLES

• User Research

• Personas

• User Flow

• Experience Maps

• Use Cases

• Storyboards

• Market Research

• Design
• Moodboards

• Sketches

• Wireframes

• Prototypes

• Testing

• Quantitative 

• Usability Reports

• Analytic Reports

The list here contains most common 

deliverables produced by UX Designers 

as they craft great experiences for users. 

For better readability, I’ve combined the 

deliverables according to UX activities:



PERSONAS

• Persona is a fictional character created to represent a user type that might use a product in a 
similar way. Personas make it easier for designers to create empathy with users throughout the 

design process.

• Focus on a few primary personas

• Make your personas believable

• Give your personas memorable names

• Use an appropriate persona photo





PERSONAS



PERSONAS
• Focus on a few primary personas

• The number of  personas you 
create is dependant on the size and 
diversity of  the user base for your 
product or application.

• Make your personas believable

• If  a persona isn’t believable then 
people won’t buy into them, they 
won’t empathize with them

Persona is a fictional character created to 

represent a user type that might use a 

product in a similar way. Personas make it 

easier for designers to create empathy with 

users throughout the design process.



PERSONAS
• Give your personas memorable names

• This will help people to remember 
them. Think of  your personas as 
brands. The easier to remember 
the brand name the better.

• Use an appropriate persona photo

• A picture paints a thousand words 
which is why the picture you use 
for a persona is so important.

Persona is a fictional character created to 

represent a user type that might use a 

product in a similar way. Personas make it 

easier for designers to create empathy with 

users throughout the design process.



PERSONAS
• A good size – You don’t want people 

squinting to make out the person shown.

• A head shot – you don’t need the whole 
person shown (unless it’s important to 
the persona, like a sportsman perhaps)

• Natural – Think holiday snap rather 
than catalogue photo

• Royalty free – be careful about copy 
protected photos

Persona is a fictional character created to 

represent a user type that might use a 

product in a similar way. Personas make it 

easier for designers to create empathy with 

users throughout the design process.

http://www.uxforthemasses.com/personas/

http://www.uxforthemasses.com/personas/


How To Create A Customer Journey Map

• https://youtu.be/mSxpVRo3BLg

Wireframing for UX: What it is and how to get better at it

• https://youtu.be/8-vTd7GRk-w

Better User Research Through Surveys

• https://youtu.be/bi2JMRpL9Ik

https://youtu.be/mSxpVRo3BLg
https://youtu.be/8-vTd7GRk-w
https://youtu.be/bi2JMRpL9Ik


EXPERIENCE MAPS
• A diagram that explores the multiple 

steps taken by users as they engage with 
the product. Experience map allows 
designers to frame the user’s motivations 
and needs in each step of  the journey, 
creating design solutions that are 
appropriate for each.

• A simple experience map 
reflects one possible path 
during one scenario

“Stories have defined our world.

They have been with us since the dawn of  

communication, from cave walls to the tall 

tales recounted around fires. They have 

continued to evolve, with their purpose 

remaining the same: to entertain, to share 

common experiences, to teach and 

to pass on traditions.”



EXPERIENCE MAPS
A Customer Journey map is a 

visual or graphic interpretation 

of  the overall story from an 

individual’s perspective of  their 

relationship with an organization, 

service, product or brand, over time 

and across channels.

Inspired by user research, no two journey 

maps are alike, and regardless of  format they 

allow organizations to consider interactions 

from their customers’ points of  view, instead 

of  taking an inside-out approach.



EXPERIENCE
MAPS

How To Create 
A Customer 
Journey Map



EXPERIENCE
MAPS

How To Create 
A Customer 
Journey Map



USER FLOWS



EXPERIENCE
MAPS



MOOD BOARDS



STORYBOARDS



MARKET 
RESEARCH



MOOD BOARDS



SKETCHES



WIREFRAMES



PROTOTYPES



PROTOTYPES



TESTING



TESTING



ANALYTICS




