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Introduction
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Moving to a new country or city is an 
exhilarating experience. Everything is 
different and fresh; you can’t wait to get out 
there and soak up all the new experiences. 
But moving can also be crushingly lonely. 
Suddenly, nobody laughs at your jokes 
and friend groups are already tightly 
established with seemingly no wiggle room.

People choose to move for many 
reasons; a gap year, a better job or a new 
experience to name just a few. However, 
the struggle to find your feet in established 
communities leads to feelings of loneliness 
and isolation. Within the queer and 
transgender community (Q/T), this is 
especially pertinent.

Found family is touted by many as “a 
signature of queer experience” (Jackson 
Levin et al. 2020: 1) and refers to a non-
biologically related group of people that 
subverts the traditional ideas of a family 
unit. But the way a found family functions 
in reality means different things to different 
people. They can be huge with official 
gatherings or just a few friends coming 

‘Wavelength’ splash screen
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together over a favourite TV program on a 
Friday night (Blum 2022).

This project hopes to bridge that gap 
between loneliness and community 
building by helping individuals find their 
feet in new places. The resulting product is 
not queer-exclusive but is rather designed 
around queer-specific experiences to make 
a more accessible product for all people. 

Initial research focussed on finding pain 
points associated with community building 
and learning how people have done it 
in the past to see where I can help the 
process. However, my ultimate goal was to 
reimagine the tools that empower queer 
and trans people of all ages to find their 
families wherever they are.

‘Wavelength’ homepage
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Research
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The suggested brief centred around 
charitable giving with a focus on how 
specific underrepresented groups can be 
encouraged to spend more time or money. 
While I believe in the worth of charities, 
an app to facilitate volunteering will not 
change the social conditions that make 
food banks necessary.

For inspiration, I browsed the news and 
found an article from Candice Chung, who 
had emigrated from Australia to Glasgow 
(2024). In the article, she discusses building 
a community in her new home and the 
difficulties of finding good Cantonese food. 
Social isolation and loneliness are reported 
as significant experiences for migrants and 
return migrants (Barrett and Mosca 2013). 

My initial thoughts regarding design and 
development were to steer away from 
photos and to let small introductions and 
private conversations lead the way. As I 
knew I wanted to keep users accountable 
for replies I wanted to start my designs by 
focussing on the style of all copy to ensure 
sensitivity and inclusivity.

Brief

Early brainstorm session exploring project topics
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Problem Statement

Hypothesis

“I need a way to easily and safely connect with like-minded 
people in my new city because it can be stressful when the 
only options are big groups.”

“I believe that by creating intentional meet-up solutions based 
around individuals and their values, newcomers can build 
strong communities.”
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I began by conducting a series of user 
interviews with a small handful of people 
with different sexualities and emigration 
backgrounds. 

The initial affinity map fell into the ‘basic 
groupings’ trap, exactly what the literature 
says not to do (Braun and Clarke 2006; 
Rosala and Pernice 2023). Taking a minute 
to reframe, I broke things down into the 
essence of the insights. For example, I 
split the ‘Problems’ group into six distinct 
categories, including: ‘physical danger’, 
‘community is hard to find’ and ‘meeting 
people is stressful’.

As the second map was much clearer, I 
saw my initial assumptions were wrong. 
I assumed the main problem of meeting 
new people was that events are often big 
groups, making them stressful. But the 
biggest problem my users identified was 
safety and knowing if people were genuine 
rather than trolls. So, based on that and 
my users’ preferred ways to meet people, 
I developed the following two problem 
statements.

Interviews

Affinity map generated from interviews
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Revised Problem 
Statements
“Queer people need a safe way to meet locals so they can 
make friends with similar life experiences.”

“New arrivals need a secure, low-effort method to find in-
person hobbies in their new area so they can start building 
communities.”
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Conducting interviews also highlighted 
the flaws in my assumptions surrounding 
personas. My initial assumption was that 
recent immigrants would start searching 
for a new circle of friends once they had 
settled in. 

However, my research showed that more 
organised individuals would reach out to 
people before moving. This indicated to me 
that setting location independently of the 
user location would be a key feature. As 
this would be the person most likely to use 
a meet-up service, I made them my primary 
persona, Montague. 

She is an organised community builder 
and will set aside time to meet new people. 
Montague has moved continents once 
already and is moving again. She will adjust 
her habits to her new home as she did 
before. As Montague is quite a character, I 
needed a second persona to encapsulate 
the whole story. Sarah. 

Someone who recently moved to a city 
two hours away from her hometown 

Personas

Sketched out primary and secondary personas
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and is struggling to connect with her 
new colleagues. She has always had big 
circles of contextual friends, but her new 
workplace is small and everyone has family 
responsibilities.

While Montague doesn’t need much help, 
it was found through research that users 
like Sarah feel lonely and insecure in their 
new home. Therefore, it was clear that a 
friendly tone for colour and copy would be 
essential.

By referring to Sarah’s persona, I added 
the additional feature of ‘Chat Practice’, to 
allow users to try out starting conversations 
deliberately rather than waiting for help 
from contextual circumstances.

Private chat practice with a bot
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Moving further into the design phase, I 
developed a journey map for Montague, 
the primary persona. The map tracks her 
experience from two weeks before her 
move from New York to Paris, to her first 
month living in her new city. Early in the 
journey, Montague experiences frustration 
with fake accounts and ghosting and 
already feels distanced from a potential 
new community of friends. Trolls and the 
need to ensure safety during meet-ups 
were therefore highlighted as a key concern 
for this product. 

As there is no ethical way of making 
people be nice, I decided to ensure that 
user accounts are at least real people by 
introducing account verification. Many sites 
utilise a basic form of verification, however 
I took it a step further by requesting users 
to input their ID number, and then match 
that number with a photo later. To combat 
ghosting, I implemented a blog focussed 
on accountability, safety and fostering 
nuanced conversation.

Journey Map

Journey map following the primary persona
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I identified Lex, MeetUp and Bumble BFF 
as my main competitors. MeetUp is a huge 
platform for people to form public groups 
and attend events of all kinds (MeetUp 
2024). Bumble BFF is an offshoot of Bumble 
where a match makes you a friend rather 
than a date (Bumble 2024). Lex on the 
other hand started as a queer dating app 
but has developed into a community-
building tool (Lex 2024). 

Flow analysis of Lex onboarding, messaging 
and joining groups was very illuminating as 
it helped me identify a few problem areas 
that could make new users unsure of how 
to proceed. The combination of the journey 
map and the user flow also helped me 
identify key opportunities for my product, 
which I might not have seen without 
stepping into the user’s shoes.

Despite being focused on the queer 
community, the only safety protocols in 
place in Lex were adding a phone number. 
The app does not provide any advice on in-
person meetups.

Competitive Analysis

The ‘Sign-up’ flow and ‘Join Group’ flow in Lex
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Each product very quickly gave different 
vibes regarding values, which led me to 
identify which features I would like to 
include in my artefact. Despite Lex having 
a community aspect and Bumble BFF 
specifically targeting platonic relationships, 
they both had a strong ‘dating’ feel.

In contrast, MeetUp felt quite distant and 
intimidating as the main focus of the app is 
to join pre-established groups. Interviews 
found that of all participants who had 
attended MeetUp groups, they all had the 
same memories of stress at having no 
contact with the group before the event.

Feature Analysis

Wavelength’s three direct competitors
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As one of the key values for my project 
is making meaningful connections with 
people, I conducted a task analysis 
into how each product treats its direct 
messaging (DM) function. MeetUp showed 
its focus on the RSVP function as direct 
messaging with event participants was 
convoluted and tricky. 

Bumble BFF maintains the complexity of 
Bumble messaging involving timers and 
only women are allowed to send the first 
message (Bumble 2022). Through the task 
analysis, I found Lex to have the most 
direct approach to DMing other users as it 
is primarily a text-based app. 

As Wavelength is also a product based on 
personal connection, I took inspiration 
from Lex to make the DM button a 
prominent feature on user posts.

Task Analysis

Analysing the task flow to message another user
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Goal of UX prototype: To facilitate IRL 
friendships amongst queer immigrants 
while prioritising safety and personal 
accountability.

Barriers to adoption and user success: 
From user interviews, many people assume 
that people lie. Especially in online social 
profiles where people want to appear the 
best they can be. Lying erodes trust and 
could prevent users from signing up and 
from trusting other users if they do.

Elevating the experience: I am making 
safety a key feature from the start. Unlike 
other social apps, verification is easy to 
abuse. With this product, I have made it an 
essential part of the sign-up process where 
each new user will learn what the verified 
symbol means. 

The product experience is further 
personalised by discovering local people 
and interest groups. The product helps 
users connect by offering conversation 
suggestions, reminders for unanswered 
messages, and inactive account banners.

Project Re-alignment

Opportunities identified after conducting competitive analysis
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The primary user goal supported in this 
prototype is allowing queer people to 
connect with locals safely. Secondly, the 
prototype provides a low-effort method to 
find new, in-person hobbies. 

To facilitate safer connections, Wavelength 
utilises a doing-oriented onboarding 
process (Shad 2023). The onboarding flow 
simultaneously verifies users are real 
people and helps them establish the basics 
for their user profile. New users cannot 
engage with other users without a verified 
profile and will only see limited content. 

Therefore, creating an account is a non-
optional condition for using the product. 
Users will first read the product motto 
because the onboarding process will be 
slightly longer than average. The user 
learns about the product’s values and 
upcoming steps on the motto screen. 

Once the user has a profile, access to 
groups and direct messaging is prominently 
displayed on the home feed, reducing 
friction for users to start reaching out.

User Flow

 Wavelength onboarding teaches; 
  1) the product’s benefits 
  2) filling out key profile details 
  3) verifying users

“

”

Using onboarding to complete user goals
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Onboarding User Flow
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The card sort returned ambiguous 
results. I did not provide participants 
with any additional context other than 
the navigation items on the cards which 
resulted in scattered sorting. For example, 
‘Create Post’ was most often sorted 
under ‘Blog’ as participants were unclear 
about the type of post that was meant. 
Additionally, sections about accountability 
and meet-up safety were quite randomly 
sorted as it was unclear if they referred to 
blog post categories.

Due to time constraints, I did not conduct a 
second card sort. Instead, I observed norms 
in the information architecture of other 
social media sites and followed a similar 
structure. In further usability testing, users 
did not report confusion or frustration at 
the information architecture indicating that 
following industry norms did not increase 
any cognitive load.

Card Sort

Card sort results
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As the onboarding flow is where 
Wavelength will experience the highest 
dropout rates, it was the first port of 
call for hotspot usability testing. Using a 
combination of Figma and Maze, I created 
a low-fidelity prototype of the onboarding 
process.

In total, 19 people completed the initial 
testing giving the flow a usability score of 
61. However, upon investigation of the 
data, the misclick rates were very low. 

Participants clearly understood each screen 
and found the correct buttons to progress 
to the next stage. What gave the low score, 
was that participants were objecting to the 
account verification requirements such as 
phone number and ID number. 

These valid concerns indicated the 
importance of system feedback to let the 
user know the data would not be kept 
beyond the initial verification process.

Testing - Iteration 1

Onboarding flow with profile picture design 				    options
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User Feedback
“The information was too much, with the increase in DDoS attacks and accounts being 
leaked, having the specifics such as phone number and other important details that if 
leaked could lead to identity fraud is a high concern, and without any reassurances that 
the data is secure, entering them into a system is a red flag in itself.”

“I’ve tried to skip some steps because I wanted to take a look at the product first. 
Personally, I don’t like to fill out registration at the very beginning before viewing the 
product.”
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Using the testing data, I built a second 
iteration of the onboarding flow and the 
rough layout of the rest of the prototype. 

Restructuring the onboarding, I moved 
the verification to the start to make use 
of higher energy levels. I added clear, 
explanatory copy at each stage detailing 
what information is kept, what for and what 
can be changed later.

Several users commented that displaying a 
progress bar upfront with all the steps was 
a great addition to allow them to plan their 
time better.

This rough stage also helped to clarify the 
overall information architecture and the 
hierarchy of content.

Iteration 2

Using sketching and grey boxes to develop the design
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With a more fleshed-out prototype, I 
conducted a second usability test with the 
same goal as the first: create a verified 
account. Again, the results of this test were 
ambiguous as I did not build the prototype 
specifically for the Maze platform which 
requires different end screens for each 
desired path.

Due to time constraints, I set only one 
desired path and settled for ‘indirect 
successes’. Twelve users in all completed 
the test, with two dropping out early.

Every participant successfully created a 
verified account with minimal difficulty. 
One participant pointed out that the radio 
buttons were too small and had insufficient 
change between selected and unselected. 

While most participants were happy with 
the onboarding process stating that it was 
clear and straightforward, several found it 
too long. I was surprised at this feedback 
arriving only in the last round of testing as I 
had expected to receive it straight away.

Testing - Iteration 3

Radio buttons and tick boxes were too small for some users
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User Feedback
“Would be more tiresome if I had to do all of that in a real app. Here was just clicking, so it 
gave me the impression that is easy and fast.”

“Long and tedious. If this were a real-world meet-up app I would never use it.”
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Design
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Wavelength was inspired by a combination 
of sources. Lex and Bumble caught my 
attention immediately as they both have a 
very youthful feel which I wanted to bring 
to this project. 

Lex is so simple in its content and design 
while Bumble BFF feels so friendly (despite 
its reputation). I loved Miro for its softness 
and Yellowbird for its brashness and bold 
typography style. 

These sources each provided their own 
flavour to the development of Wavelength 
and guided my choices in colour, layout, 
navigation and content.

Inspiration

Inspiration from many sources
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The key design decision for Wavelength was 
usability through contrast. Almost every 
field element is held within a container to 
clearly state to the user the hierarchy of 
elements. 

The outermost part of the container is 
always a box with 90° corners, while 
everything within the containers is soft 
and rounded. Interactable elements are 
therefore also rounded, including the ‘Write 
a post’ button. This button does not sit 
within a container but still follows the same 
visual language.

The logo forms the beginning of the 
hierarchy with rounded forms. Then comes 
the containers with sharp edges, and finally 
interactable field elements which are again 
round. A wavelength of visual hierarchy.

Major Design Decisions

Contrast through form in sketch and high-fidelity format



Hannah Cattanach - Artefact Case Study

All colour combinations within Wavelength 
achieve AA standard at a minimum, with 
the majority achieving AAA standard. Users 
with visual impairments are further aided 
by the extensive use of containers and 
their distinctive visual design. Even when 
zoomed in to 400%, users will know when 
they encounter a line and a colour change 
that important content is not far away.

For neurodivergent users subject to 
overwhelm, I have kept the design flat and 
minimal to reduce visual noise. By adding 
a big heading to each section, the user can 
see at a glance where they are, even if they 
forget the meaning of the highlighted icon 
in the navigation bar. I further reduced 
cognitive overload by sticking to an 
analogous colour scheme.

Accessibility

Title
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The focus behind the copy in Wavelength 
was to serve as conversational inspiration. 
When users are reaching out to new 
people, it’s nerve-wracking. It’s easy to write 
a message that is too formal, or too casual 
and the relationship gets off to a bad start. 

So at each stage, the copy is intended 
to serve the user and set the tone for 
initiating casual conversation. Everything 
is written with sensitivity and inclusivity 
in mind remembering users can have any 
variety of sexualities, gender expressions 
and requirements.

In areas that remind the user to engage 
with the community, the copy aims to 
encourage and inspire by empowering the 
user to be themselves rather than a perfect 
representation.

Copy

The beginning of the chat history with each new person is customised to fit their profile
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By following the six principles of design, 
the interface for Wavelength is clear and 
coherent.

Similarity and contrast are used extensively 
to indicate the location of content and 
whether the user can interact with 
field elements. I paired this with a clear 
hierarchy of form to indicate importance. 

Container proportions are deliberately 
light and airy to prevent any feelings of the 
content feeling squashed. Buttons within 
containers are emphasised by contrasting 
the darker yellow background with a 
lighter-coloured button.

I maintained standard UI patterns to 
maintain simplicity such as progress 
indicators, settings menus and page 
headers.

Design Conventions

Hierarchy from round to square back to rounded
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Paper sketching inadvertently led to 
Wavelength’s colour scheme. I picked up 
the nearest highlighter to hand, a warm 
yellow, which I used to colour the buttons 
and backgrounds. Concurrently, many of 
the precedents I was studying also used 
some variation on yellow. Enjoying the 
friendly vibes, I took the hint, developed a 
yellow colour palette, and combined it with 
Caprasimo and Open Sans. 

Caprasimo jumped out at me instantly with 
its soft, rounded feel. Combined with warm 
yellows, Caprasimo has a laid-back, retro 
feel which aligns nicely with queer poetry 
picnics in the park. Open Sans grounds the 
body text and subheaders by creating a 
clear contrast to Caprasimo’s fussiness. It is 
straightforward, unobtrusive and great for 
readability (Creative Market 2024). 

Colour / Font

Colour and font palette

Caprasimo, 48pt
Open Sans, semi-bold italic, 20pt

Open Sans, regular, 16pt
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Iteration
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My approach to the design development of 
Wavelength was fluid. I stayed sketching on 
paper as long as possible to avoid locking 
the design onto one track too early. Even 
once I started building the high-fidelity 
prototype, I returned to paper regularly to 
validate the ideas in my head in a sketch 
first before finalising it on the computer.

In terms of the theoretical approach to the 
design, I took an ethics-first approach. It 
is practically a common practice for social 
media to engage in emotional manipulation 
of users either directly or indirectly by 
sprinkling deceptive patterns everywhere 
(Flick 2016; Gray et al. 2018; Brignull 2024). 

Knowing this is the norm for social media, 
I aimed to be as upfront as possible with 
users about the platform. By adding the 
blog, instead of it being a place for some 
lack-lustre content, I hoped to bring users 
into the discussion about important topics 
such as the limits of verified accounts and 
general accountability throughout the 
digital community.

Approach to design

Sketches for the ‘Groups’ section
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During user interviews, it emerged that a 
big complaint about social media and meet-
up sites was people lying about themselves. 

Based on that information, I centred the 
experience of Wavelength around safety 
and security. An important assumption is 
that people wouldn’t mind trading off a 
little extra time during sign-up for a more 
secure experience. 

I tested that assumption repeatedly with 
each hotspot test and each time the results 
were overwhelmingly in favour of account 
verification. However as discussed above, 
during the last round of testing the final 
comment every participant left behind was 
that onboarding was too long. 

This contradiction between what users 
report and what users do is often discussed 
in the literature surrounding data privacy 
(Carrascal et al. 2013; Kokolakis 2017; Choi 
et al. 2018). 

In the next steps of the project, I would like 
to test the boundaries of this paradox with 

Assumptions and Testing

The results from both surveys were clear
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a more complex prototype that allows for a 
stepped approach to making an account.

A) Skipping the entire onboarding process; 
B) Verification only;
C) Filling out some/all of the profile only;
D) The full onboarding process. 

This form of testing would also explore 
different versions of the product, 
allowing users to see different amounts 
of information depending on which 
onboarding route they took.

Unverified users don’t recieve the full functionality
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Peer feedback is directly related to 
improved performance and user research 
should ideally be conducted at every stage 
(Gielen et al. 2010; Pernice 2022). 

Following the advice of my betters, I 
developed a few sketches and sent them 
out to fellow students with some questions.

Usability: Despite the rough sketches, 
users accurately identified the ‘Account 
Verified’ symbol on both the profile picture 
and within the chat function. They quickly 
spotted the drop-down window on the chat 
screen and correctly assumed this was 
where users could find a summary of the 
person. This feature, however, developed 
into an AI system that analyses the user 
profiles to provide conversation prompts 
instead.

Functionality: There seems to be no 
confusion about the primary function 
of each screen, and users consistently 
identified the ‘Profile’ and the ‘Messaging’ 
screens. In each iteration, I aimed 
to maintain the clarity and distinct 

Early Testing

Earlxy iterations of the chat window
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organisation of each section so users don’t 
get lost.

Content: Participants cited the verified 
symbol and chat button as being the first 
things they noticed. A good sign, as these 
are my product’s two most important 
functions. Since this research, I reduced the 
size and impact of the verified symbol as 
it doesn’t provide any interactivity for the 
user.

Navigation: Interestingly, in the ‘top’ 
navigation participants thought they would 
edit profile information directly within each 
block in the style of LinkedIn. Whereas in 
the ‘side’ navigation, the assumption was 
profile editing would be within the main 
navigation sidebar.

Vertical versus horizontal navigation in the profile page
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Gamification is a technique that is 
increasingly added as a component of UX 
to make a product more enjoyable (tubik 
2017).

As Wavelength is about building 
community, I toyed with gamification to 
increase engagement. Top contributors 
in the Wavelength community would 
receive contributor points that they could 
convert into real-world vouchers, similar 
to Bristol Pounds (Hickey 2015). Vouchers 
for independent local companies would 
encourage people to keep the community 
alive and help them integrate better.

However, I decided against including 
contributor points in this iteration of 
the project. By integrating it with real-
world businesses, implementation would 
need to be handled carefully to ensure 
points conversion and remuneration for 
businesses were fair. I would also ideally 
run extensive A/B testing to discover 
whether this concept resulted in an 
increase in product contributions and had a 
positive effect on local business.

Gamification

Early gamification ideas top right
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I conducted an initial design studio to 
generate some ideas quickly. I stuck to 
doing as much as possible with pen and 
paper to let the ideas flow faster and not 
get stuck trying to make too many decisions 
too quickly.

I turned the verification flow into a single 
wireframe screen, drawing inspiration from 
the Lex app (2024). As there will be a lot 
of steps in the sign-up process, I need to 
make sure the user understands why the 
information is required and that they don’t 
suffer from cognitive overload (Davis 2011). 
Each piece of info appears individually with 
a small explanation of why and what it’s 
for, plus information on how the data will 
be protected and how users can change it 
later.

The sign-up process leads to creating the 
user’s profile, which, most importantly, 
shows a verification stamp (or not). Users 
can still interact with each other and 
the app in general without one but in 
a limited fashion. This area is also one 
of the locations where the ‘connection 

Design Studio

In early sketches I leaned into testing out gamification
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encouragement/anti-ghosting’ can be 
found. As part of the user profile, it states 
the person’s interests and potential 
conversation starters, such as ‘I’d love 
to learn crochet’. A DM button is always 
prominent and will take the user to private 
messaging with suggested sentences based 
on the user profile they were viewing.
As always, the user needs to be able to go 
back and edit things, so if they skip account 
verification in sign-up, then they can always 
go into their settings and update their 
information.

Reflecting on the sketches, I quickly realised 
that gamifying ‘ghosting’ was missing the 
mark. Each version felt punitive or bullying 
in some way. When I flipped the same idea, 
encouraging people to connect rather than 
punishing them for ghosting very quickly 
felt more friendly.

Sketches planning out field elementss in onboarding and the user profile
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Wavelength is based on a classic, 
12-column, 80-pixel grid layout while 
vertical spacings are usually based on a 15, 
30 or 60-pixel framework. However, when 
required I have broken those internal rules 
such as when a centred alignment was 
more important such as on the sign-up 
pages and in the messaging service. When 
writing a message, the navigation pane 
for different chats remains open making a 
narrower space for the main content. The 
chat is therefore centered on the remaining 
space. Field elements that make up centred 
pages, however, still follow the dimensions 
of the original grid layout.

The circular logo ‘breaks’ the grid by 
providing a relaxed shape that spills off 
the sides and is covered behind the main 
content. However, the apparently relaxed 
logo also adheres to the grid in both 
horizontal and vertical alignment.

Grid

Field elements always adhere to the grid, even when centralised
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I have designed Wavelength for the web 
first as the primary persona, Montague, is 
more likely to take an organised approach 
and deliberately seek out options on the 
computer or laptop. However, I have 
designed it with mobile and narrower 
browser windows in mind. 

By grouping everything in containers, 
the switch to a smaller size is simple, as 
narrower versions of each container will 
just stack on top of each other once the 
window reaches the breakpoint. Between 
the breakpoints, the design will be 
responsive and will move fluidly with the 
browser size to reduce maintenance.

The blog section however will be adaptive 
and will remain fixed between breakpoints 
to maintain readability. 

Responsive Design

The blog width stays narrow to aid readability
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I made each design decision by imagining 
myself in the shoes of someone alone and 
recently emigrated. By making nervous 
users feel comfortable and welcome, my 
intention was to soften their first steps into 
rebuilding their local community.

Users consistently responded positively to 
the overall design. During hotspot testing, 
some users specifically mentioned that 
Wavelength feels ‘nice and friendly’, exactly 
the vibe I was aiming for. 

However, one participant commented 
that, due to the colour scheme, it felt very 
similar to Bumble. Not an association I 
was aiming for. Ideally, I would like to do 
further 5-second testing to test whether 
the association with a dating app were too 
strong.

Decision Making

My inspiration mood board
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User Feedback
“I thought the design was very friendly, welcoming and sunshine like. It feels like a happy 
place that doesn’t take itself too seriously.

It seems to break away from current trends of minimalist design and embraces box-
frames, rounded corners and other little things that are a little bit reminiscent of times 
gone by, so kinda bringing up pleasant, nostalgic memories.”
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Conclusion
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In all honesty, I feel very conflicted about 
this product. I believe it fills a crucial gap in 
focusing on the safety concerns of queer 
migrants and growing concerns around 
loneliness (Johnson 2023). However, it is 
only as good as its users, and with the 
current culture in online spaces tending 
towards extraordinary aggression, there 
needs to be a cultural shift in mindset 
towards digital communities (Wolchover 
2012).

I do believe, however, that if Wavelength 
communities were to develop an ‘app to 
real life’ pipeline then it could have great 
success. By facilitating an initial connection 
between people, Wavelength could 
help connect people beyond situational 
friendships and help users build wider 
circles of friendship and community.

Throughout the project, there was one, 
consistent barrier to progression, my 
confidence in my own abilities. At each 
stage, I was convinced I wouldn’t achieve 
good results which prevented me from 
moving forwards. Returning to pen and 

Logo sketches
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paper time and time again helped remind 
me that as my fourth module in this course, 
I had already done it all before.

All in all, I am happy with where the project 
got to in terms of the amount of testing 
and the breadth of the final prototype. 
Although, I did have to cut down my 
original plans extensively to finish in time. 

The next steps for the project would be 
to continue to build out all the features 
including the groups section. Ideally, I 
would also test if users engaged with the 
blog, and how I could incorporate the same 
discussion in potentially another format.
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