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Rationale

This project motivated by the goal to democratize the creation of

Augmented Reality (AR) experience and make it more accessible to 
non-technical users namely UX, Interaction and Jewelry designers. 



The aim is to enable these users to explore the AR space as creative 
medium and drive innovation without the needs of technical knowledge.



To support this motivation, Ikmal’s explores the use of a drag-and-drop 
interface in development of the platform that allow users to easily create 
AR Jewelry try-on experiences.  

By lowering technical barriers, the platform allows designers to focus on 
experimentation and rapid prototyping, making AR more approachable 
and inclusive. 

Goals

✓ Create drag and drop interface platform for 
designing AR experiences

✓ Empower users to create custom 3D Jewelry models for 
try-ons

✓ Enable designers to create AR Try-on prototypes

Project Timeframe

13 Weeks
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Visual Synopsis

Create

Screen of Creating 3D Model for Jewelry.

Preview

Screen of Viewing 3D Model.

Share

Screen of Share AR Experience for Try-on.

This project explores a drag-and-drop platform that enables non-technical users namely 
UX, interaction, and jewelry designers without writing code. Through human centred 
design process, the platform was designed to support rapid prototyping and preview 
jewelry design aesthetics in AR.



The outcome is a functional prototype that allows users to upload, preview, and share 3D 
jewelry models with ease. The project also identifies opportunities to scale the platform for 
devices like Apple Vision Pro in future development.
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Project Timeline
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Research, Analysis & 
Insights.
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Research, Analysis & Insights. To support my desk research and guide the direction of my solution, I conducted User Interviews with 2 experts from 
my project’s target audience: AR/XR Lead Engineer and Independent Jewelry Designer. The goals are to focus on 
understanding their workflows, tools, and key challenges during their design and creation process.



From these interviews, I synthesized the findings into User Personas, which represent each individual's goals, 
interests, pain points, and challenges within their discipline.



Additionally, I mapped out User Journeys to visualize the high level overview of their workflows. This helped me 
identify key insights and opportunities that directly inform my design approach.

Synthesise

Inform

Visualise

Design  
Direction
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User Interview 1.

1

Roxana 

Monica Nagy
AR/XR Lead Engineer

Topics

Insights
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User Persona 1.

Roxana Monica Nagy
“ Interaction & UX Designer Archetype”

� Creative Technologies, Immersive Technologies Lead 
Enginee�

� Dubai, United Arab Emirates

Bio

� Co-founder of a studio dedicated to Apple Vision Pro and spatial computing 
projects focusing on immersive experiences like games and collaborative 
tools�

� Professional Background: Former iOS developer who transitioned into 
specializing in augmented reality (AR) after Apple released ARKit in 2017. 
Now focuses on spatial computing and Apple Vision Pro�

� Experience: Worked on AR projects for industrial applications (e.g., auto lifts 
visualization) and explored jewelry try-on prototypes. Passionate about AR/
VR conferences, prototyping, and sharing knowledge through talks and 
articles�

� Tools Familiarity: Proficient in Houdini, Blender, Reality Composer Pro, 
Xcode, and procedural modeling. Explores AI tools (e.g., MidJourney) for 
concept art and prototyping.

Interests

� Spatial computing, Apple Vision Pro � Innovation in 3D Modelling & Prototyping (Procedural modeling, 
AI-generated concept art, Rapid "blocking" techniques, 
Photogrammetry) 

� Collaborative & Shared Immersive 
Experiences (Multi-user AR) which 
enable real-time co-presence 

� Artist-friendly AR tools for rapid prototyping (e.g., custom 
"brushes")

� Engages with communities 
(Participates in conferences, Writes 
articles, Mentors others)

Pain points

� Tool Limitations such as Blender 
required 90+ extensions for their 
needs which make the workflow 
cumbersome and Reality Composer 
Pro lacks advanced functionality for 
complex projects.

� Resource Barriers whereas High cost 
of 3D modelling and the learning curve 
for new tools (e.g., Houdini) despite 
their benefits.

� Struggles to balance low barrier tools 
in workflow such as Spark AR for 
custom development needs

Relevants Insights

� Take inspiration from Drawing apps (e.g., 
Crayola) and repurposed for prototyping 
or calligraphy AR tools for artistic 
collaboration

� Interest in AI Integration in workflow, 
photogrammetry, and cross-platform AR 
(ie. iPhone, Vision Pro).

�  "If you develop your experience with 
RealityKit API, you can extend it to Vision 
Pro later." 

Needs

� Efficient Prototyping Tools for rapid 
Iteration

� Cost-Effective 3D Modelling Method for 
procedural generation

� Advanced Spatial Computing and 
Collaboration features like co-presence, 
shared environments and multiplayer for 
AR design
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User Journey 1.

Creating an immersive experience 
from early process to deployment

Building immersive experience of Art/
Storytelling in Apple Vision Pro

Able to utilise all features in platform 
and spend less time to switch context 
between tools and pipelines 

Phases

Steps

Insights + Opportunities
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User Interview 2.

2

Louisa 
Borneman
Independent Jewelry Designer 

Topics

Insights
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User Persona 2.

Louisa Borneman
“Jewelry Designer/Business Owner Archetype”

� Independent Jewelry Designe�
� London, United Kingdom

Bio

� Self-taught jewelry maker who started with a local lost-wax carving course 
3 years ago. Transitioned from hobbyist to small commissions�

� Current Focus: Creates organic, chunky rings using traditional wax sculpting 
methods. Sells primarily to friends or friends-of-friends via social media like 
Instagram�

� Tools: Relies on physical tools (wax, files, polishing kits) and hand sketches. 
Open to but inexperienced with digital tools�

� Business Stage: Planning to grow the businesses and launch on Etsy but 
faces logistical barriers namely hallmarking costs.

Interests

� Handcrafted Jewelry Design (Chunky 
and Fluid rings design aesthetic)

� Prefers hands-on work such as wax carving, filing, polishing and 
perfecting finishes of the wax before casting

� Growing current small business 
more than through social media  

� Scaling the business sustainability such as find affordable 
casting/hallmarking options and  accessible information 
towards legal compliance and digital workflows

� Want to incorporate digital tools in the 
workflow such as digital sketching and 
AR try-on.

Pain points

� Transition into Digital workflows to 
storing designs digitally and 
overwhelmed by options to begin

� Sizing & Measurement where clients 
struggle to self-measure fingers 
accurately which can leads to costly 
remakes

� Resource Barriers whereas difficult to 
find reliable/affordable casters (no 
centralised digital network) and relying 
on third-party markings

Relevants Insights

� Prefers tactile creativity (ie. direct wax 
carving) over pre-planning.

�  “Sending endless videos for sizing 
comparisons and envision design is 
exhausting." 

� "It would be so useful if clients could 
design(rings) on their hands first."

� "I want to use digital tools for work but 
don’t really know where to start"

Needs

� Visualisation tools to allow client see the 
design on them before send for casing

� Digital storage for storing hand-drawing 
sketches 
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User Journey 2.

Create unique handcrafted design in 
collaboration with client

Design and create a custom chunky 
ring for client

Smooth process from sketch to 
making tangible ring with clear 
alignments from client and minimal 
rework

Phases

Steps

Insights + Opportunities
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Design Statement

Overall Insights and Directions.

Based on data gathered from user interviews, personas, and journeys, I was able to 
define direction of my project by exploring solutions that align with initial project goals.



From these research findings, I concluded with a design statement within User Stories 
format that outlines the core paint points and guides the development of my design 
solution.

* All insights synthesise from user interviews transcription listed in appendix in page 33-39. 
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Designs, Iterations & 
Outcome
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Crazy 8‘s.

Takeaways

I share ideas with peers to gather feedback and 
prioritize interface design that aligns with user needs 
and project goals.

Key design features include:

1. Preview Ring Aesthetics in A�
� Allow user preview and virtual communication of ring design.



2. Take Images for 3D Mode�
� Enable users to create 3D models from physical to digital quickly for 

rapid prototyping�

�� Import 3D Model to Projec�
� Allow user to use existing ring 3D models and share for AR 

preview.

Using insights from past research, I utilise Crazy 8’s exercise to explore 
interface design ideas.

Take images 

for 3D Model

Preview Ring 
Aesthetics in AR

3D Realistic 
Mockup

3D Perspective 
View

Select 3D 

Ring Template

to Customize

Share Project with 

Client and 

Usage Analytics

Multiple Project 
Workspace/Catalog

Import 3D

Model to Project
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Moodboards.

Reality Composer Play Mockup
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Moodboards.

� The visuals heirarchy are clean and minimal, allowing users to focus on their 
workspace without distractio�

� The subtle visual nudges i.e clearly labeled buttons, guide users towards 
creating a new project.

� The design patterns across these interfaces clearly provide users with context 
and guidance during project creation process�

� The visual previews, labeled templates informed users what actions they can 
do when starting a new project.
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Moodboards.

� The interface presents available elements that users can drag and drop into 
their project, make it easy for users to create their prototypes or designs while 
receive immediate visual feedback�

� The sidebar and navigation bar display configurable options, enable users to 
adjust the project settings without cluttering the main workspace.

� These 'Share' interfaces offer users a variety of export options i.e videos, 
images and QR codes, giving the flexibility for user to share their ideas in the 
format that best suits their needs.
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Wireframe.

After previous exercise, I identified key screens to wireframe and analyzed each one to 
distinguish essential elements from nice-to-have features.

�� Project Dashboard Screen

Essential�
� Add 3D Jewelr�
� Example 3D Jewelry

Good To Hav�
� Project Workspace (Can handle 

multiple client projects)

Essential�
� Photogrammetr�
� Upload custom models

Good To Hav�
� Project tips for each model 

creation method�
� Customise Jewelry from Templat�
� Image to 3D (AI)

�� Upload or Create 3D Model Screen
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Wireframe.

�� Preview 3D Model Screen

Essential�
� 3D Model Preview in non-AR 

scen�
� CTA to View Jewelry in 3D

Good To Hav�
� Model Scale & Rotatio�
� Hands image template to vision 

how it looks on hand before see in 
3D

Essential�
� AR Ring Preview on Finge�
� Capture/Record preview image

Good To Hav�
� Can switch preview between 

jewelry available in catalog

�� Preview 3D Model in AR Screen
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Wireframe.

Essential�
� Save or Share Image/

Video to others 
(Airdrop, etc..)

Good To Hav�
� Shareplay (Shared AR 

experiences and 
transfer files, 3D model 
to others�

� Host 3D model online 
and share link for 
preview in App Clip/
Quickloo�

� AR Stream or Multiuser 
Experience

�� Share AR experience for Try-on Screen
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Low Fidelity + Paper Prototype.

Next, after creating initial wireframes, I transition from digital sketches to low-fidelity paper 
prototypes to bring the interface into a tangible form. To validate concept, I conduct 
informal usability testing to gather feedback on the core idea and user flow.

Screens of paper prototypes

1 Tooltip for each function i.e onboarding to inform 
user the function.

2 Changing the size/variable during preview in 3D 
make it more senses and interactive.

3 Add clear visual graphics for the jewelry example 
object in Home page.

Usability Testing Feedback
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High Fidelity

I used feedback from wireframe, low-fidelity mockup, and paper prototype to create 1st 
high-fidelity design. To speed up visual development, I used Gumroad Design System due 
their design emphasize creative freedom and flexibility which align with my project 
rationale, democratize content creation for AR.

Key Features

Create

Screen of Creating 3D Model for Jewelry.

Preview

Screen of Viewing 3D Model.

Share

Screen of Share AR Experience for Try-on.

* Demo Videos of App Walkthrough:   
1. Ikmal Azman (2025) Create - really app prototype walkthrough.  https://youtu.be/MctvxWpajnU   
2. Ikmal Azman (2025) Preview & Share - App Prototype Walkthrough https://youtu.be/V1cQMFxlY5U  24
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High Fidelity

Screen Flow: Create

This feature allows users to create 3D Jewelry models from physical objects using 
Camera Mode which ideal for rapid prototyping. Alternatively, they can upload existing 3D 
models into the app.

Screen of the Project Dashboard.

Screen of selecting 3D model file to 
import.

Screen of the app is creating a 3D model.

Screen of created/imported 3D model in 
Project Dashboard.

Screen of capturing images to create 3D 
model with Photo mode.

Screen of the Method to 

Create 3D Model.

25



High Fidelity

Screen Flow: Preview

This feature allows users to preview 3D jewelry models in Augmented Reality (AR) to 
evaluate the design aesthetics, and also adjust properties such as scale and rotation in a 
non-AR environment.

Screen of the Project Dashboard. Screen of previewing Jewelry

in non-AR scene.

Screen of adjusting scele

Jewelry during preview.

Screen of previewing

Jewelry in AR.

26



High Fidelity

Screen Flow: Share

This feature allows users to share the AR try-on experience for Jewelry with others, 
enabling collaborative feedback. It lets other users visualize the design in real time and 
provide input during experience.

Screen of previewing

Jewelry in AR.

Screen of the Project Dashboard. Screen of previewing Jewelry

in non-AR scene.

Screen of modal interface

 to share AR experience with others.

Screen of share AR Try-on 

experience for Jewelry.
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Usability Testing

Key Insights

1 Clean 

Visual Design

5 Users found the 
interface simple, clean, 
and easy to navigate.

2 Share Feature 

Hard to Find

2 Users struggled to locate 
share option, to suggest 
place it in dashboard.

3 Unclear

Labels

Terms like "example ring" were confusing, recommend 
to make it clear.

Overview
To evaluate the usability and visual hierarchy of my high-fidelity design, I 
conducted tests through both in-person sessions and remote testing via Maze. 
Participants need to complete the tasks using interactive prototype which allows 
me to observe their interactions, identify pain points, and gather actionable 
feedback.

5 Participants
� 1 Jewelry Designe�
� 4 UX Designers

4 Tasks
�� Preview a 3D Jewelry Model in A�
�� Create a 3D Jewelry Model Using Camera Mod�
�� Upload a 3D Model of a Jewelr�
�� Share Your Jewelry for Others to Try On

* All reports from usability testing listed in appendix in page 40-41.
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Final Design + Iterations

Based on feedback I received from usability testing, I refined and iterated on 
design to improve clarity, navigation, and feature discoverability .

�� Improve the discoverability of Share option

1 2

3

Share option was hidden in nested navigation, 

which made it difficult for users to find and use efficiently.

Share option is placed in both the Dashboard and 

AR Preview, giving users flexibility to choose when and where to share.
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Final Design + Iterations

�� Refined UX writing for labels 

The example jewelry project in dashboard was 

labeled "Example Jewelry," which confused users and lacked context.

The label was changed to "Jewelry 1" to clearly indicate 

it’s a sample project, making it easier for users to recognize at glance.
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Reflections

Outcome
As I worked on this project, the design solution successfully met the early goals I had set.

1 This was evident during user testing, where participants found the 
interface easy to use and engaging. These confirms the idea that using a 
drag-and-drop interface can lower the entry barrier for creating AR 
experiences, even for users without technical skills.

2 The platform proved effective for rapid prototyping as users able to 
create, preview 3D models for AR directly without needing to code, 
making the process faster and accessible.

3 Early design revealed usability issues.The participants had difficulty 
finding the option to share their AR experience, which is hidden in other 
screens. I originally assumed this option only happen during AR preview 
stage, but users expressed they also want to share their experience 
earlier in the process.

4 I made several design iterations. I added share option directly accessible 
from the project card on the dashboard and renamed default project from 
“Example Jewelry” to “Jewelry 1” to make it clearer.


Opportunities

� Further develop the platform into a fully functional application 
with more time and resources�

� Expand the experience beyond iPad to devices like Apple 
Vision Pro, which offers higher-end capabilities for spatial 
computing and AR interactions.
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Appendices.
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User Interview Transcripts - AR/XR Lead Engineer Part 1

33



User Interview Transcripts - AR/XR Lead Engineer Part 2
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User Interview Transcripts - AR/XR Lead Engineer Part 3
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User Interview Transcripts - Jewelry Designer Part 1
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User Interview Transcripts - Jewelry Designer Part 2
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User Interview Transcripts - Jewelry Designer Part 3
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User Interview Transcripts - Jewelry Designer Part 3
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Usability Testing Tasks
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Usability Testing Reports

Task 1 Task 2 Task 3 Task 4 Feedbacks & Suggestions

� Simple and very clear 
to navigate


Ikmal Azman

� Ask if the prototype 
will present real 
camera

Ikmal Azman

� Already know how to 
navigate interface 
since they learn from 
previous task

Ikmal Azman

� Take time to find the 
Share button to 
accomplish the task

Ikmal Azman

�� The visuals is simple, easy clean to us�
�� The label of example ring in dashboard is 

confusing (can be rename to Jewelry 1�
�� Suggest to add 3 dots on the jewelry card in 

dashboard to allow use Share the project right 
away

Ikmal Azman

� Complete the first task 
easily

Ikmal Azman

� Complete the task no 
questions

Ikmal Azman

� Complete the task no 
questions

Ikmal Azman

� Accomplish the task 
quick

Ikmal Azman

�� During the Share task, did the photo/video can 
share too? 


- The media will save into photo�
�� How does the Share feature work? 

- The user will have same screen with collaborator 
and they can try it right away

Ikmal Azman

� Easy and happy to 
explore when the test 
accomplish

Ikmal Azman

� Able to accomplish the 
task till end

Ikmal Azman

� Learn from previous 
task, user navigate 
confidently

Ikmal Azman

� Able to navigate 
smoothly and figure 
out the location of the 
button

Ikmal Azman

�� Not clear when doing Task 4, the “preview in 
3D” not obvious

Ikmal Azman

� Easy to complete the 
task and happy to 
continue

Ikmal Azman

� Can navigate smoothly 
within the interface

Ikmal Azman

� Use knowledge from 
previous task to figure 
out where to 
accomplish the task

Ikmal Azman

� Take time to into share 
button

Ikmal Azman

�� The visual on interface is good and simpl�
�� During Task 4, the use feels bit lost, the user 

think if they want to share the project with 
client from their dashboard too instead of 
during preview in 3D

Ikmal Azman

� Able to accomplish the 
task quickly

Ikmal Azman

� Steadily navigate the 
interface and 
accomplish the task

Ikmal Azman

� Complete the task no 
questions

Ikmal Azman

� Complete the task no 
questions

Ikmal Azman

�� Since the task is in English the user navigate 
the interface through instinct first before 
understand the what in interfac�

�� In Share feature, it takes 2 steps to 
accompllish (first open jewelry then preview & 
share�

� Difficult to discover the share button, take time 
to explor�

� Suggest to put share in the dashboard

Ikmal Azman
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