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Abstract. Ukrainian digital space is currently experiencing a lack of innovation platform,
which would provide an opportunity for artists, photographers, sculptors not only to popularize
domestic art, but also to present and sell their developments and cooperate as with museums and
galleries so with commercial organizations , which are comodity auctions. The use of graphic
elements and their competent applying in the development of a mobile application taking into
account the laws of composition and further implementation of the developer web design product in
the domestic and world markets, undoubtedly gains practical significance.

The principal aim of this article is to develop and promote in the Internet space the mobile
application art- gallery in accordance with modern principles of designing and the use of new
trends in design. In this work we used general scientific (theoretical and empirical) and specific
research methods: analysis - research and justification of the object, its feauters,; deduction -
transition from the study of general information to specific, classification - grouping by properties
and criteria; comparability - the research of several objects by specific characteristics, observation
- tracking objects in real conditions; modeling - the process of creation projects. In the article
modern trends in mobile design and their impact on the customer's experience are investigated. The
basic principles of effective design are considered and analysis of important aspects that affect the
convenience of user's interaction with applications has also beeb carried out. The method and
methodology of creating a mobile interface are subsantiated. The results of the research are
considered to be the developer interface of the mobile application of the art-gallery "Art Room".
Scientific novelty is based on the identification of theoretical patterns of creating effective web
advertising and applying a complex of the latest design principles in the development of a popular
innovative product for one of the digital ecosystems - Amazon. Conclusions. The absence of a
powerful competitive internet platform and mobile applications aimed at the development,
popularization and sale of domestic art products and a range of services in the field of fine arts in
Ukraine and around the world was established in the information space of Ukraine. The analysis
and study of modern methodological approaches to the development of mobile applications is based
not only on a competently designed user interface design ( Ul DP) taking into account the laws of
composition, but also on the designer's understanding of the basics of audience of consumers '
cognitive psychology of the final product. The design of the application interface of possible
competitors has key shortcomings, therefore, the task of tuning in its own development was set, and
potential consumers of the finished product were determined. At the core of the design solution of
the "ArtRoom "application is a multifaceted conceptual idea of creating a Ukrainian information
platform aimed at popularizing national art and the perception of cooperation between artists,
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photographers, sculptors and various cultural institutions. Its key task is to ensure the marketing of
the above-mentioned goods and the use of tools for the dynamic promotion of this development in
the information space. The visual component of the finished information product is made in
accordance with the design of types and genres of fine art, taking into account the UI/UX
methodology regarding the balance of all colors and interface elements and the rules of web design
and composition, using the online tool Figma, contains 22 standard, adapted to different device
models, screens with created quick access panels and the possibility of using previously studied
photographic elements. For the successful promotion of the mobile application "ArtRoom" in the
information space, strategies for effective promotion of the art gallery program have been
developed, including: marketing in social networks, cooperation with influencers, optimization of
application stores, feedback, cooperation with artists and collectors, organization of events,
cooperation with the media and journalists, the use of QR codes and technologies, the creation and
implementation of a blog.
Key words: guide, mobile design learning, web-development, methodology.

Introduction. Apps have become a part of out digital lives. According to the
research the number of their users in the world is constantly increasing, therefore, the
aplication market is saturated and competitive. Technology development and
smartphone distribution led to the emergence of many additions for various spheres,
from entertainment and communication to business and education. Ul is a key
element, which determines the perception of the gear and influences on the
effectivness of its use. From correctly designed and convinient design depends on not
only the user's satisfaction, but also on the sucesess of the application itself on the
market.

In a digital environment the combination of art and technology generates web-
design - dynamic field, where development and aesthetics form the basie of user
experience and the Ul becomes a bond between human interaction and tehcnological
innovations. The evolution of mobile devices allows you to creat interactive and
exciting Ul with the use of new features such as speech recognition, augmented
reality, etc. Modern designers and developes must investigate the best practics and
new technologies for project's creation, which matches user's expectations.

Understanding the pecularities of designing for mobile applications helps to
create products, which are more convinient, intuitive and plesant for its users.
Applications became a monetization tool, product's promotion and clients' base
increase. Applications have gained popularity due to their accessibility, mobility and
usability. That is why the research and development is am essential step in achieving
success in this dynamic and competitive industry.

Research and publication analysis. Accessibility of interactive applications
and overcoming its possible barriers to their perception when using design templates
UIDP and conceptual design tools were studied in a number of scientific works [7, p.
3-11; 1, p. 30]. The analysis of research and publications reveals that the accessibility
of interactive applications and the overcoming of possible barriers to their perception
when using design templates (UIDP) and conceptual design tools have been studied
in a number of works [1, p. 3-11; 4, p. 30; 20, p. 23]. It has been established that the
rational use of visual communication design can convey its best effect, which will
help implement more design ideas [14, p. 6].

The implementation of solutions that support the production process of mobile
software from the creation of an idea to its delivery to the user and service has

ISSN 2567-5273 9 www.moderntechno.de



Modern engineering and innovative technologies Issue 35 / Part 2

already led to the development of a number of methodological proposals for
accelerating the production of mobile applications [2, p. 12] and the use of artificial
intelligence for this [9, p. 4]. There is a sharp increase in methods that differ from
established configurations and involve the involvement of users in the development
of products, services, and systems [21, p. 1-5]. However, this process has a complex
nature [19, p. 5] and must comply with ethical norms and design conventions, certain
requirements of human psychology, as well as security and privacy conditions.

Design should reflect the inner essence and value of the product, be aimed at
social good [22, p. 210-224] and not be used as a tool of manipulation [23, p. 385-
387]. When teaching design, the importance of a dynamic state, without a fixed view
of the problem, and the value of human-oriented design are emphasized [24, p. 687-
689]. Another review of articles [25, p. 829-832] demonstrated clear evidence that
design plays a key role in driving transformational change in organizations, where
design leadership was widely discussed, as well as the importance of virtual reality
(VR) technologies in the conceptual stage of designing.

In the production and use of graphical user interfaces (GUIs), the process of
grouping information is important, which is a component of visual intelligence and
involves the application of knowledge from cognitive psychology. Some authors [5,
p. 14] note the effectiveness of grouping based on the semantic relevance of
component groups, which is superior to other modern methods of object detection.
This can reduce cognitive processing to the point where the perception of information
is directly linked to action. The design of the interface should be such that users are
not distracted by the actions of their hands, but have the opportunity to focus on
cognition [16, p. 2-4; 18, p. 4].

The popularity of the mobile application among users also determines the design
of the interface [6, p. 2-5; 7, p. 5-8] and user experience [10, 5 p.]. Estimating the
popularity of mobile applications involves the use of various scales and algorithms
for determining the degree of satisfaction of the target consumer [12, p. 9; 13, p. 6].

Computer graphics and innovative image technologies can also constantly
increase the level of visuality of communication design [15, p. 5; 20, p. 1], which
requires consistency between the mode of visual thinking and modern requirements
for mobile applications.

The development of social networks, where communication and interaction of
users take place, as well as websites for the sale of goods, provide tools for
preserving confidentiality and ensuring the completeness of information
dissemination [3, p. 2-18; 11, p. 6; 19, p. 25-27]. Web applications send and retrieve
large amounts of personal information and data every day. Each application contains
confidential information and has its own privacy policy. Therefore, studies are
conducted on the comparative evaluation of leading frameworks in terms of not only
convenience but also security [17, p. 6].

Therefore, the process of creating mobile applications takes into account more
and more facts and new knowledge from various fields of science, which production
and use will determine its effectiveness.

Materials and methods. To achieve the goal, a study of the historical aspects of
the promotion and formation of online advertising, types of application platforms and
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their features was conducted, which allowed to better understand the evolution of the
industry and make predictions about its future development and prospects, as well as
to highlight the main criteria for creating a modern product: responsive and adaptive
design; minimalism and simplicity; intuitive interface; visual appeal; interaction and
motion graphics; security and privacy; special accessibility. The origin,
transformation, typology of mobile applications and characteristics of coding
languages had been processed. In this work general scientific (theoretical and
empirical ) and special research methods were used, taking into account modern
trends in web design. The process of creating the application included the design of
the interface, its actual development, and release.The interactive nature of this
process allows for continuous improvement and adaptation of mobile applications to

evolving user needs and market dynamics.

Results and discussion. To design the interface of the application, the concept
of creating a Ukrainian platform called « Art Room "was chosen. This project aims to
promote national art and promote cooperation between artists, photographers,
sculptors and various cultural institutions such as museums, art galleries and
trademarkets. It is worth noting that online galleries in Ukraine do not yet have their
own applications, therefore, the "ArtRoom occupies its niche place in the market and
stands out from competitors with its convenience and practicality. The design
features of this work are a minimalist style with an achromatic color scheme, the use
of interface elements with rounded corners, the development of interface design in
accordance with the methodology UI/UX, taking into account the balance of colors,
shapes and fonts; carrying out the design process in the online tool Figma; filling the
application with 22 screens with a size of 375 %720 pixels, allow them to adapt to
different device models; creating a quick dashboard access in the lower section of the
screen; use of previously researched photographic elements; application of
achromatic color palette of interface elements - buttons (black color with a light
gradient, size - 260x45 pixels (larger) 140x30 pixels (smaller) forms for filling -
245x40 pixels, light gray color with inner shadow; choice of three fonts (Arsenal for
headings, Montserrat for the main text, Montserrat Alternates for accent elements of
the interface); balance of all colors and elements according to the rules of web design
and composition.

The first part consists of three consecutive stages: determining the direction of
the application and its value for users, where the lack of an application for art
galleries in the Ukrainian digital space was found; determining the target audience
and its needs, which turned out to be artists (painters, sculptors, photographers),
gallery scouts , galleries, collectors and art connoisseurs; analysis of competitors and
similar applications on the market, which turned out to be several applications of art
galleries and museums, as well as Ukrainian art websites. At this stage, the details of
the design of a similar genre were determined, as well as separate attention was paid
to the elements of the functional part (buttons, sections, menu, navigation), identified
problematic points, opportunities for improvement and wishes for further
development of the gear.

The second part of creating the interface of the developed application is devoted
to its design. It took place in six consecutive stages: determination of the main
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functions of the application - review of works, purchase, order, payment, possibility
of communication, feedback and personal space for self-expression; creation of
layouts (Wireframes), which allows you to visualize the basic structure of the
program with approximate forms of the screens before proceeding to a more detailed
design; analysis of the user path( Userflow) - identification of problem points of
intuitive navigation and their improvement, visualization of the entire user path from
the first screen to the last, taking into account all possible deviations and decision
points; interactive prototyping, which provides an opportunity to simulate the
functionality of the program and collect feedback from interested parties; selected
color palette in accordance with the brand and the target market; interface design -
creation of 22 screens using the above stages and corrections, selected visuals, color
schemes and typography, going a long way from research and sketches to the finished
product.

Increasing the level of recognition and promoting the success of this
development, ensuring its competitiveness in the information space requires a
strategic and multifaceted approach. For this issue recommended strategies for
effective promotion of art gallery programs may include:

1) social media marketing - creating your own accounts on popular platforms
such as Instagram, Facebook, Twitter and Pinterest; publication of works of art,
creative contents, banners, animated advertisements and conducting interviews with
artists, exhibitions' overview and other interesting events;

2) cooperation with influencers - interaction with influential persons in the field
of art and culture, co - creation of content and promotion of this product;

3) optimization of application stores - improvement of icons, screenshots,
description of the application and keywords to increase visibility in search engines,
use of Google Ads for the target audience;

4) feedback - conducting live broadcasts, surveys , exhibitions, contests and
regular e-mailings;

5) cooperation with artists and collectors to increase the authority and
recognition of the gallery;

6) organization of events - exhibitions, auctions and other events to attract the
attention of a wide audience;

7) cooperation with the media and journalists - interviews and publications in art
magazines;

8) feedback channels - enabling users to send comments and suggestions;

9) use of QR codes and NFC technologies - insertion of QR codes into physical
advertising materials for quick access to applications;

10) creating a blog - spreading information about the art and the application
through articles, interviews and tips.

Among the factors that contribute to recognition and popularity in the field of
art, there are two main ones: exclusivity and innovation. They night become the
foundation for the successful development of art -galleries and artists.

Exclusivity is the ability to be unique, distinct from others and stand out on the
market.

In the context of an application, this may include the following:
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- unique works of artists, which can become an attractive aspect for collectors

and investors;

- organization of exclusive exhibitions with limited access, which increases the

value of exhibits and enlarges their prestige;

- publication of limited editions of works of art, which creates a sense of

scarcity and stimulates demand for them.

In turn, innovation is an ability to adapt to changes, introducing innovative
approaches, ideas and technologies, in our case - the application of an art- gallery.

Innovations in this field can be as follows :

- the use of interactive technologies to create unique art exhibitions that are

available online; future usage of virtual reality;

- the unique artists'style and technique, that attract attention and stand out from

the crowd, making their works unforgettable;

- use of blockchain technologies to ensure authenticity and passability of

works;

- analytics and using of data to determine demand and trends in modern

creativity.

Maintaining the right balance between the above factors, contributes to the
long-term recognition and popularity of the product. Exclusivity and innovation
together create the recognition and the value for an art -gallery brand. Users are
searching for the unique and advanced approach and are willing to invest their
intelligence and resources in creativity that provides them with new experiences and
perspectives. Exclusivity creates a sense of uniqueness and luxury, while innovation
ensures that the app remains relevant.

Conclusions. The absence of a powerful competitive internet platform and
mobile applications aimed at the development, popularization and sale of domestic
art products and a range of services in the field of fine arts in Ukraine and around the
world was established in the information space of Ukraine.

The analysis and study of modern methodological approaches to the
development of mobile applications is based not only on a competently designed user
interface design ( UI DP) taking into account the laws of composition, but also on the
designer's understanding of the basics of audience of consumers ' cognitive
psychology of the final product.

The design of the application interface of possible competitors has key
shortcomings, therefore, the task of tuning in its own development was set, and
potential consumers of the finished product were determined.

At the core of the design solution of the "ArtRoom "application is a multifaceted
conceptual idea of creating a Ukrainian information platform aimed at popularizing
national art and the perception of cooperation between artists, photographers,
sculptors and various cultural institutions.

Its key task is to ensure the marketing of the above-mentioned goods and the use
of tools for the dynamic promotion of this development in the information space.

The visual component of the finished information product is made in accordance
with the design of types and genres of fine art, taking into account the UI/UX
methodology regarding the balance of all colors and interface elements and the rules
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of web design and composition, using the online tool Figma, contains 22 standard,
adapted to different device models, screens with created quick access panels and the
possibility of using previously studied photographic elements.

For the successful promotion of the mobile application "ArtRoom" in the
information space, strategies for effective promotion of the art gallery program have
been developed, including: marketing in social networks, cooperation with
influencers, optimization of application stores, feedback, cooperation with artists and
collectors, organization of events, cooperation with the media and journalists, the use
of QR codes and technologies, the creation and implementation of a blog.
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Anomauia. B ykpaincokomy yughposomy npocmopi Hapasi cnocmepieacmuvcs Gi0CYMHICMb
iHHOBayiUHOT naam@opmu, aka 6 HAOABANA MOICIUBICb XYOOJUCHUKAM, ¢homoepagam ma
CKYIbNMOpAM He Juwie HNORYIAPUY8amu GimyusHAHe MUCMeymeo, dane U Npe3eHmyeamu,
npooasamu c6oi po3pooKu ma cnienpayiosamu K 3 My3eamu ma 2aiepesamu, max i 3 KomepyiuHumu
opeauizayiamu, AKUMU € MOBApHI aykyioHu. Buxopucmanmus epaghiunux enemenmie ma ix
2pamomue 3acmocCy8anus y po3pooyi MoOIIbHO20 000AMKY 3 YPAXY8AHHAM 3AKOHIE KOMNO3UYii ma
nooanbuile 8NPOBAVI’CEHHS PO3POOIEHO20 NPOOYKMY 8e0-0U3AUHY HA BIMYUZHAHOMY MA CEIMOBOM)
PUHKAX, 0e3CYMHIBHO HADY8AE BeIUKO20 NPAKMUYHO20 3HaAYeHHs. Memoto Oamoi pobomu €
PO3poOKa I NpOCYBaHHA 6 IHMEPHem-npoCcmopi MoOiIbHO20 000amK)y apm-eanepei 32i0HO 3
CYYACHUMU NPUHYUNAMU NPOEKMYBAHH MA BUKOPUCAHHAM HOBUX MeHOeHYil y ousauHi. Y oamiu
PpodOmMi  BUKOPUCIAHO 3A2ANbHOHAYKOGI (meopemudni ma emnipuyui) i cneyiaivHi mMemoou
00CNI0JCeHb. aHANI3 — O0CTIONHCEHHS MA OOIPYHMYBAHHs 00 €Kma, 11020 ocobausocmeti, 0e0yKyis —
nepexio 6i0 8UUeHHs 3a2anibHOi IHopmayii 00 KOHKpemHoi, Kiacugikayis — yepynosy8anHs 3d
BIACMUBOCMAMU MA  KPUMEPIAMU, HOPIGHSAHHA — OO0CHIOJNCeHHs OeKiIbKoX 00’ckmis  3a
KOHKDEMHUMU O3HAKAMU, CNOCMEPEN’CeHHs — 8i0cmediceHHs 00 '€Kmie y pealbHUx YMoeax,
MOOeNo8anHs — Npoyec CMBOPEeHHs NPoeKmY. Jlocnioxiceno cyuachi meHOeHyii y MoOiTbHOMY
ou3atiHi ma ix énau8 Ha KopucmysaybkKuil 00C8i0, pO32NAHYMO OCHOGHI NPUHYUNU edEeKMUBHO20
MOOINbHO2O OU3AUHY, A MAKONC NPOBEOEHO AHANI3 BANCIUGUX ACNEKMI8, AKI 6NAUBAIOMb HA
3pYYHicmb 83a€MO0Ii Kopucmysaua 3 dodamxamu. OOIPYHMOBAHO MemOOUKy i Memooono2io
cmeopenns MobinbHo2o inmepgeticy. Pesynbmamamu 00CnioNHCeHb 88AHCAEMbCA PO3POOIEHUU
inmepgetic mobinbHoco oodamka apm-eanepei «ArtRoomy. Haykoea Hosusna 6a3zyemvcsi Ha
BUAGIEHHI ~ MeOpeMUYHUX  3aKOHOMIDHOCMeEl  CMBOPEeHHs  e(heKmueHoi  6eb-pekiamu  ma
3aCMOCY8aHHI  KOMNJLEKCY HOBIMHIX OU3AUHEPCbKUX NPUHYURNIE Y po3pobyi 3ampedys8anozo
IHHOBAYIIHO20 NPOOYKMY 0/ 0OHI€ET 3 yugposux exocucmem — Amazon. Bucnosku. Bcmanogneno
giocymuicmos 6 IHopmayiunomMy npocmopi YKpainu nomysicHoi KOHKYPEHMOCHPOMONCHOL
iHmepuem-niamgopmu ma MoOIIbHUX 3ACMOCYHKIB, CAPAMOBAHUX HA PO36UMOK, NONYIAAPUIAYTIO
ma npooaxc iIMYUIHAHOT apm-npOoOYKYIi i CHeKmpy nociye y 2aiy3i 00pazomeopyoco MUucmeymaed &
Yrpaini ma ceimi. Ananiz ma usueHHs Cy4acHux mMemoooa02iuHUX Ni0X00i8 3 po3POOKU MOOLILHUX
000amkKie 6a3yeEmvCsl He auue Ha 2PAMOMHO CHPOEKMOBAHOMY OU3auHi inmepgeticy Kopucmysaua
(UIDP) 3 epaxysanHsm 3aKOHI8 KOMRO3Uyii, a U pO3YMIHHI Ou3auHepa OCHO8 KOSHIMUBHOL
nCuxono2ii ayoumopii cnoicusauie 20mogo2o npooykmy. Juzaiin inmepgheticy 000amrie MOHICIUBUX
KOHKYPEeHmMi8 Mae KI0408i HeOONIKU, MOMY NOCMAGIEHO 3a0ayy w000 iX YHUKHEHHS ) 61ACHIU
PO3podYi, BUSHAYEHO NOMEHYILUHUX CNONACUBAYI8 20M06020 NpodyKkmy. B ocnoei ousatinepcbkozo
piwennss 3acmocynky "ArtRoom" 3naxooumvcs pi3HOOIYHO NPOOYMAHA KOHYenmyaibHa ides
CMBOpeHHs  YKpAiHcbKkoi  iHgopmayiinoi  niameopmu, CnpamMosaHoi HA  NONYAAPUIAYIIO
BIMYUZHAHO20 MUCMeYymea ma CHPUAHHA CHIBNpayi MidC XYOOdCHUKamu, ¢omozpagamu,
CKYIbNMOpamu U pisHUMU KyAbmypHumu ycmanosamu. Knwouoeor ii 3adauero € 3abe3neyenus
MAapKemuHey SUWEe3a3HAYEHUX MOo6apie ma 6UKOPUCMAHHA THCMpPYMeHmapilo O OUHAMIYHO20
npocyeanus O0auoi pos3pobku 6 ingopmayitinomy npocmopi. Bisyanvna cknadosea 2omosozo
iHopmayitinoco NPoOOYKMy BUKOHAHA 32i0HO OU3AUHY BUOI8 MA JHCAHPI8 00PA30MEOPUO20O
mucmeymea 3 epaxysamwHam memooonocii UI/UX woodo 36anancosanocmi 6cix koavopie ma
enemenmie inmepgeticy ma npasun 6e0-ousauHy i KOMNO3UYIl, BUKOPUCMAHHA OHAAUH-
incmpymenmy Figma, micmumo 22 cmanoapmui, a0anmoesawi nio pizHi Mooeni npucmpois, expauu
30 CMBOpEeHUMU NAHENAMU WBUOKO20 OOCMYNY MAd MONCIUBICMIO BUKOPUCMAHHA HONEPeoHbO
odocniddceHux pomoepaiunux enemenmis. s ycniuno2o Npocy8arHs MOOLIbHO20 000amKd
"ArtRoom" & ingpopmayitinomy npocmopi po3pobneni cmpameeii egexmusHo20 NpoCy8aHHs
npozcpamu Xy00dCHbOI 2anepei, wo BKIUAIOMb. MAPKEMUHS Y COYIANbHUX Mepedxcax, Cnisnpays 3
iH@r0eHcepamu, onmumizayis Ma2a3unie 000amKie, 360pOMHIll 368'130K, CRiBNPAYs 3 MUMYAMU Ma
KOoNeKyionepamu, opeaizayis noditl, cnienpays 3 media ma xcypHaricmamu, eukopucmarts QR-
K00i8 ma mexHo102il, CMeopeHHs ma 8edeHHs 0102).

Knrouosi cnosa: 2aiio, suguenns MobiibH020 Ou3auHy, 6e6-po3pooKa, Memoooao2isl.
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