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Summary

Unipark is a dedicated mobile 

application that helps university goers 

easily find and pay for parking. By 

allowing those who use the app the 

ability to reserve their spot ahead of 

time, UniPark offers them the most 

enjoyable parking experience. 



GOALS

Create an all-in-one application that revamps parking 

on college campuses. In order to do that, UniPark 

provides real-time information to accommodate users 

on spots that fit their needs. As well as, giving them 

the choice to reserve , extend their parking session 

and provide driving directions within the app. 



COMPETITION



PAYBYPHONE

An app that allows any driver parking in a fare 
required space the option to pay through credit card 
via the use of their phone. This is a lot more 
convenient than inserting cash into a parking meter. 
PayByPhone is our biggest competitor, however we 
stand out from then by allowing the user the ability to 
see which spaces are open or vacant on our 
interactive map.



PARKAM

Parkam uses security cameras to locate parking spots and 
allows the user to pay for them within the app. Parkam also 
features real-time tracking to predict which spots will be open 
by the time a driver arrives. It offers a real time video 
surveillance to see which spots are available and the size of the 
spot. Since it is not US based, we see them as one of our 
indirect competitors. They also are a general parking system, 
whereas we focus on university parking.



SpOTHERO

SpotHero is a digital marketplace which connects drivers to 
nearby parking lots and garages. It is offered in 300 cities in 
the USA and Canada. Similar to Unipark, Spothero offers a 
map for users to interact with. However, it does not show 
which sports are open in the lot, it simply shows you which 
lots and parking garages are currently offering parking.



DIFFERENTIATION STRATEGY

Product Uniqueness. While there are apps that allow you to pay 
for and reserve parking spots. There is no app that allows you to 
see the availability and capacity of parking lots. On top of this, our 
app will look and feel sleek, concise, and familiar. There will be 
minimal buttons and pages allowing our user’s to have a simple 
and intuitive experience. Since the main audience is drivers, we do 
not want them to have to go through many screens.



USER RESEARCH

With the goal of understanding our user needs, we chose to implement 
the qualitative research approach. We recruited 12 individuals who are 
involved with activities on UM campus and who might be interested in 
such a product. Our mission was to broaden our horizons by 
interviewing those of varying ages, from 19 years old students to 46 
years old staff.
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UX EVALUATION



USER RESEARCH FINDINGS

Overall, the reviews of our prototype were positive.  

All users were satisfied with the design and layout. The user flow felt familiar and 
straightforward.

One of our only negative reviews was that it took a lot of steps to get to the 
navigation screen. This was because they had to go through the entire onboarding 
process, as this was their first time using the app. For future use, it will not take as 
many steps because they will already have created an account on our app. Our 
strengths lie in our design and layout, and we can work to improve how quickly a 
user can complete their task.



Tasks and Interactions Rating

Welcome Screens 1

Onboarding 2

Homepage 1

Parking Lot map with open spots 1

Select Car, Pay and Confirm parking spot 0

Navigate to parking 2

Aggregate Score out of 30 7

Our combined score translates = 76.7%



HEURISTIC EVALUATION FINDINGS

After analysing our heuristic review, it is fair to say that we created an efficient 
working prototype. 

Four of our categories had a 0-1 rating, with only two categories having 2. 

The two biggest things that we must work on for our final hi-fi prototype are 
the onboarding process and the navigate to parking animation. By 
shortening these two the user’s time to complete task will be much shorter, 
creating a more positive user experience and a higher aggregate score.



PROTOTYPE

https://www.figma.com/proto/bUDLXzWrLKc3AGsT45e9sK/Wireframes_UniPark?node-id=102%3A345&scaling=min-zoom&page-id=86%3A144&starting-point-node-id=86%3A145


FUTURE PLANS

For our future plans, we have two primary objectives. In order for our parking 
system to work, we must install sensors within the spots. These sensors will tell 
the system if the spot is vacant or filled. In order to do this, we will most likely have 
to collaborate with universities. If this idea proves to be too costly or inefficient, we 
would consider licensing our technology off to a larger parking app such as 
PayByPhone. By allowing them to simply implement Unipark technology into 
their larger system, both parties can equally benefit.


