
Mobile App for Miller’s Ale House
Goals: Build a very complete app that would offer a variety of functions which should motivate the end user to visit the physical store frequently. When 
using the app, the end user should feel identified and involved with the brand. He should find the app easy to navigate and really useful (for example, he 
could make a reservation and place an order from the app in order to have the order ready as soon as he arrives to the restaurant). Besides, the more he 
uses the app the more benefits he obtains due to the Loyalty Program. This project was requested to me by the Vice President of the company in which I 
worked and his aim was to use this design to sell the development of the app to Miller ’s Ale House Stores.    

This project was a complex one for me taking into account the magnitude of it. The main challenges for me were the following:
• Make the end user feel part of the brand and identified with it

 o Solution: I designed the interface keeping some of the graphic elements used in Miller ’s Ale House web site, such as colors, photos and tex 
 tures, but adding new visual ideas when I needed to solve certain screens and usability elements. I took advantage of the brand’s popularity and I 
used it prominently.

• Achieve a clear and comfortable user experience. The end user will always know how to continue and should not feel lost in the process.
 o Solution: I created a main navigation menu that always has its items visible and that it is easy to find. This navigation menu works as if it was a  
 Landing Page. All the sections reached from this menu have at the top (always visible and inside a dark bar) an arrow that allows to go back to the 
main navigation menu. This dark bar always has inside it the name of the active screen so that the user can find immediately and at first sight in which 
part of the app he is at that moment.
If on any section begins a process by clicking a button, like Placing an Order, this process is designed to run in a linear way, which means that once it 
begun, there is only one way to follow, and when finished or canceled, the end user will always go back to the screen from where he began it. 
When a section has a submenu, like ‘Make Reservation’, ‘Pay Bill’ and ‘Loyalty Program’, this submenu works like ‘Tabs’ (the idea is to keep the sub-
menu always visible if possible). The submenu (that belongs to the section Menu) has sub-items inside it that slide to the right and to the left by pres-
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