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ABSTRACT

This paper outlines a website upgrade project completed for Pay It Now (PIN), replacing a simple single page template
website with a custom built, multi-page site to provide a single point of information and support to PIN’s diverse customer
base, business partners and investors. The project presented the problem of integrating large amounts of keyword optimised
text for SEO, business documentation and support for PIN’s mobile application into a professionally designed, user
friendly, easily navigable site optimised for mobile design. By applying Design Thinking techniques, extensive testing and
careful design choices, the final website was successfully deployed and received positively by PIN’s community.
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1. INTRODUCTION

Pay It Now (PIN) is a blockchain based crypto payments
solution, providing a point of sales system and network
application that will enable instant payments in store using a
range of different cryptocurrencies, and allow users to earn
crypto rewards for shopping at partnered stores. They are based
in Christchurch, NZ, with a team of developers and business
staff operating out of their office in Middleton.

Ara Institute of Canterbury is the largest vocational training
institution in the South Island of New Zealand. Ara aims to
provide practical and hands-on learning experiences, preparing
their students to be industry work ready.

The project outlined in this paper was undertaken initially as an
internship opportunity at PIN, which the lead author was
referred to by Ara, and has developed into an ongoing
employment with the company as a software developer.
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2. PROJECT DETAILS

PIN required a website upgrade for several key reasons: to
increase web traffic and improve search engine rankings, to
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provide a single point of information for customers, business
partners and investors, and to create a professional, modern
aesthetic to represent their company. Mobile optimisation was
another crucial factor; according to recent studies, 54.4% of
web traffic occurs on mobile devices (excluding tablets)
(Clement, 2022). Having a website that is both user friendly
and fast on mobile is a must, helping to keep users engaged and
create a positive experience for them when visiting the site.

Project Goals:

e Produce a website of professional standards.

e Multi page design accommodating SEO content, business
documentation, App support and simple business actions
(e.g., account applications).

o Fully responsive mobile design

e Successfully integrate SEO content and optimised design
in collaboration with 3™ party marketing specialists.

e Meet required delivery dates set by PIN.

Student Goals:

e To apply skills learnt at Ara into a real-world project and to
contribute to the success of that project.

e To learn new skills and techniques as required by the
employer and the project.

e To apply and learn professional practice to the best of my
ability.

3. METHOD

This project implemented the Design Thinking methodology as
outlined by the Nielsen Norman Group (Gibbons, 2016). By
placing the user’s experience of the development process, and
implementing usability testing through several iterations,
user’s key needs can effectively be identified and met, and the
development process remains flexible and open to change as
required.

The project moved through the key phases of design thinking:

Empathise: stakeholder and user needs were identified during
interviews

Define: Key findings were analysed to create meaningful
problem statements

Ideate: ideas were generated and analysed to discover
solutions to the problem

Prototype: multiple low and high-fidelity prototypes were



developed, testing solutions to the problem.

Test: Once a prototype was completed, it was then thoroughly
tested, generating user feedback as well as standard functional
testing. The feedback was not only to the prototype stage, but
to all stages of the process, creating new empathetic
realisations, regarding the problem statement and new ideas or
solutions.

Figure 2
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4. OUTCOMES

Project Outcomes:

e Project requirements gathered

e 4 Iterations of development cycle completed and delivered,
including full functional and usability testing.

e Complete set of graphic designs created for website

o Initial website update deployed successfully.

e Update to final website deployed successfully.

Personal Outcomes:

e Improved and developed skills with HTML, CSS &
Bootstrap, Adobe Photoshop & Illustrator.

e Improved interpersonal and communication skills.

¢ Gained experience in professional business environment.

e Learnt valuable time management practices and improved
ability to impose boundaries on work hours.

S. FUTURE DEVELOPMENT

The website has continued to be updated and utilized up to the
time of writing, with plans to refactor the code to a more
scalable template model using a Laravel Lumen model. The
template and styling built for this project have also been
modified for use in other projects in development.

6. CONCLUSION

The lead author gained many valuable skills during the process
of this project and proved their ability to transition the skills
learnt in an academic environment into the workplace. The
project was challenging at times, especially regarding
effectively managing time split between employment and
study. However, these challenges helped to improve the lead
authors ability to effectively plan and manage their time, and to
set realistic goals and boundaries regarding what they can
achieve within a set time frame. The project has also
demonstrated the importance of active stakeholder and user
engagement, and the importance of managing expectations and
professional communication.
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