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The aim of the study is to develop a mobile application design to create a genealogical
tree. The article focuses on the subtleties that need to be considered when designing an
interface. The creation of an intuitive family tree in this paper is proposed on the basis
of the online service Coggle, which is designed to develop mental maps. During the
development process, the task was set to place many functions of the mobile application
so that the user was comfortable and understandable to use them and there were no
redundant design elements. As part of the study, the design for the mobile application
of the family tree should be developed for the Android platform. The paper presents
and analyzes the main criteria that should be in the program for mobile application
development. The list of the basic stages which are necessary for creation of design of the
mobile application for development of a genealogical tree is resulted. The article offers a
general structure of the mobile application. The general features of preparation of styles
of the basic colors and fonts are analyzed. A system of requirements that should be taken
into account in the process of creating an interactive prototype of a mobile application of
the family tree is presented. Based on the system of requirements, an interactive prototype
of the mobile application was created, where the systems of transitions between pages
and animation of transitions were implemented. This study also describes the settings for
the created pages of the application and implemented navigation in the application with
different types of transitions of such types as interactive click navigation, overlaying a
new element on the page and horizontal and vertical scrolling. The practical result of the
study is a list of recommendations to the designer and developer regarding the design of
a mobile application for creating a family tree.
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Task statement. To date the current trend in modern society is taking an interest
in creating a family tree. Accordingly, the development of mobile application design to
create a family tree is an urgent task for a multimedia publishing house. Creating a mobile
application design for the development of a family tree can be useful for collecting
and storing important information about the relatives of the user of the application. The
various auxiliary functions allow one to create a family tree and to add information to
it (video, photo, audio, documents). Also these functions allow one to map the country
and city where his relatives live, take interview with auxiliary questions, download and
scan documents, take notes of important information, etc. All of these different functions
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exist to simplify the time-consuming process of introducing family history and make it
available to more people, especially young people, not just the older generation.

The analysis of recent researches and publications. Research on the development
of mobile application design to create a family tree is devoted to the analysis of
information visualization mechanisms in mobile applications [1-3], the creation of web-
based tools to process the information in Internet applications [2-5], the development of
mathematical models to create interfaces for multimedia publications [6-9], support for
processing graphic images in multimedia applications [10-14]. However, there are no
scientifically based recommendations for the development of a mobile application for
creating a family tree in the specialized literature.

The aim of the article is focused on the development of a mobile application for
creating a family tree.

Presentation of the main material of the research. The main goal of developing
the design of a mobile app is a simple and clear interface for collecting and storing
important information about the relatives of the app users, which simplifies the process
of creating a family tree and collecting information about the family. Now the task is
to place many functions in such a way that the user is comfortable and understandable
to use them and there are no redundant design elements. The main things for users are
functionality and usefulness. But if the design does not involve or even complicate the
work with the application, it will be removed immediately. Therefore, it is so important
to pay attention to nuances, which must be taken:

1) simplicity of navigation. It is important not to complicate navigation in the
application with cumbersome menus, and even more its absence. The navigation unit
should not cover the main field of the program. In this case the “hamburger system”
or hiding the menu in the left curtain of the application can be used. The design of
interfaces in mobile applications should be as thoughtful and concise as possible, so that
the user can move smoothly and without hindrance to the goal. It is necessary to use
icons that are intuitive to customers — those that are used in most applications. This will
allow users to navigate the application quickly and efficiently.

2) simple background. It is necessary to make the background images solid or
blurred, which makes navigation and program functions more expressive. It also reduces
download time and makes user interaction more comfortable.

3) color palettes. Mobile application design involves a smart use of the color
palette. Therefore, it is recommended to use more white space and tinted versions of the
brand’s colors. Colors should be placed strategically, emphasizing where readers can
find the most relevant information. The method of color selection «Mood board» is used.
It helps to create a color scheme of the application that will evoke the right emotions and
feelings.

4) swiping-gestures. The design of mobile applications for Android includes
conceptualizing of gestures with which users work on the service. There are several
gestures and features that can be used in the app: touch, double tap, pinch, hold and
drag, and touch and drag. Analysis of the user experience will help determine the most
commonly used gestures in order to include them in the application.



68 [OJITPADIA I BUJABHUYA CITPABA / PRINTING AND PUBLISHING * 2022 / 1 (83)

5) intuitive interface. Usability design of the Android application is echoed
throughout all development points. It does not matter what device someone uses, no one
wants to feel that they are not smart enough to navigate it. The interface must be intuitive
for all devices. It is necessary to take into account the natural action for the desired
function should be taken into account. When users feel comfortable in the application,
they will constantly work with it, which means that the rating will only increase.

6) integration with social media. Android application design should take into
account that a lot of customers come from social networks. So, it is necessary to add
social media buttons to the service and the ability to log in via Facebook or Google. This
will even more increases the user experience and usability, as the registration will not
take much time.

The creation of an intuitive family tree is based on the online service Coggle, which
is designed to develop mental maps. These maps are very similar in structure and function
to a tree with their connections and it is a good example that can be implemented in a
family tree scheme.

Coggle is a free online application that supports collaboration on projects. You can
develop convenient and beautiful mental maps in this program. The interface of the
program is simple, but at the same time has many features that make the process of
creating intelligence maps incredibly simple. The program supports the use of images,
individual color schemes and the ability to view the history of the document. Saving
the change history allows to revert to previous versions of the created map. Mind-maps
created in Coggle can be exported in PNG or PDF format.

The design for the family tree mobile application should be developed for the
Android platform, as Android’s competitive feature is the integration with Google
services — Gmail, Voice Search, Hangouts, etc. Android officially supports Chrome,
which has the ability to sync tabs opened by the user in the browser or on a smartphone
with a computer browser.

The main applications used to design mobile applications are Sketch, Adobe XD
and Figma. Most of them are UX designers who are often under pressure from deadlines.
They must provide high quality results in the strict time limits. Therefore, they have
opted for these programs, which have a set of effective tools that speed up the workflow.

The main criteria that must be in the program to develop a mobile application are:

free software environment;

ability to work on Windows 7;

presence of plug-ins;

templates for interfaces;

ability to work in real time;

safe storage of created projects.

Table 1 was formed to make a decision. It has analyzed criteria for each of the
programs (on a scale from 0 to 2, where 0 is the absence of this characteristic, 1 — is the
presence of this characteristic, but it is poorly implemented, 2 — the characteristic is well
implemented).
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Table 1
Decision-making model on the choice of programs for design
Interface
Lo Programs
Criterion -
Sketch Adobe XD Figma
Fast and convenient tool 2 1 2
Free use of the program 0 2 2
Transformation of images in
. 2 1 2
perspective
Prototyping 2 2 2
Guides, grids, symbols, templates 2 2 2
Libraries, export 2 2 2
The presence of plugins 2 0 2
The presence of a mobile version
X 0 0 2
for preview

Based on the results obtained in Table 1, one can conclude that the most effective
and convenient tool is the program Figma. So it is advisable to use it to develop a mobile
application for creating a family tree.

Creating a mobile application design for the development of a family tree should be
carried out in the following stages:

— development of the concept of creating a mobile application design;;
— development of structure and diagram of transitions;

— creating thumbnails of the mobile application interface;

— development of the style of the mobile application interface;

— creation of a prototype of a mobile application;

— creating an interactive prototype of a mobile application.

Let one move on to the development of the concept of creating a mobile application
design. The idea is to design a mobile application to create a family tree.

The goal is to design a simple and intuitive interface for collecting and storing
important information about the application’s relatives, which simplifies the process of
creating a family tree and collecting family information. Also the goal is to attract the
attention of the developed design to the younger generation, starting from 20 years.

The design of a mobile application in order to be needed by people, first of all, must
be relevant. Therefore, firstly it is necessary to conduct analytics to find potential users.

Analyzing the Android platform for which the application design is developing,
it turned out that this platform is used mainly by teenagers and the audience of adult
users from 35 to 55 years. Most teenagers use game applications, and adult users use
applications for social direction and personalization. Looking at the income of the popu-
lation, it can be seen that users of the Android platform have low and medium incomes.
Users work mainly in technical specialties. Thus, it can be concluded that the target
audience of the mobile application for creating a family tree starts from 35 to 55 years.
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Also conducting their own survey, the authors found that young people between the
ages of 20 and 25 also want to create a family tree and preserve their history and do so
systematically.

The main audience of the mobile application is young people of all genders aged 20
to 25 and adult people aged 35 to 55.

The user’s goal is to preserve the genus and create a family tree that can be safely
preserved without losing important information.

First of all, it is necessary to find out what features you need in the application. As
soon as everything becomes clear, we create a user-flow —a block diagram of the mobile
application.

Usually user-flow consists of three types of figures:

— rectangles — used to represent screens;

— diamonds — used for conditions (for example, pressing the login button, scrolling
left, zooming);

— arrows — connect screens and conditions together.

User-flow is very useful because it gives a logical idea how the program should
work and solve problems.

Here is the user-flow diagram that was created at the beginning of the work on the
design of the mobile application (Fig. 1) and the general structure of the application (Fig. 2).
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Figure 1. Diagram of transitions in the mobile application
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Figure 2. The general structure of the mobile application

Next, one turns to the stage of creating a layout in the software environment Figma,
namely, one begins to create wireframes (Fig. 3).

Figure 3. Frame scheme of the mobile application
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The framework is typically used to place content and features on a page that takes
into account user needs and user scenarios. Frame models are used in the early stages of
the development process to establish the basic structure of the page before adding visual
design and content.

The purpose of the framework scheme is to provide a visual understanding of the
page at an early stage of the project to obtain the approval of stakeholders and the project
team before the start of the creative phase. The framework can also be used to create
global and secondary navigation to ensure that the terminology and structure used for the
site match the expectations of users.

The framework is much easier to adapt than the conceptual design, so it is better to
start designing with it. The next step was to choose a range of colors, where white was
chosen for the background color, green for the accent color, and semi-shades of green
were chosen for the additional colors. The Coolors service helped me find the right color
[26].

Blocks are constructed in such a way that each text frame is in a figure or in a card.
So, the style will be similar to a card design.

Two fonts were selected in the app, namely the font pair, where the Gilroy font was
used for the headings, and the Roboto font was used for the main text.

The next step was the design of the prototype, based on the steps listed earlier.

In order to correctly design the interface for the Android platform, so that the
developer does not have any further problems, it’s necessary to follow the basic style of
Material design.

The first step in creating a design is to prepare the styles of basic colors and fonts.
This makes the process systematic and fast (Fig. 4).

HEETNE

H1/ Gilroy Mdium 35

H2 / Roboto Medium 20
Body 1 / Roboto Regular 18
Roboto Regular 14

Subtitle 1 / Roboto Regular 16

Figure 4. Styles of colors and fonts

Next we start to create the first screen, the application download screen.
The main elements of this screen are the tree logo and name (Fig. 5).
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Figure 5. Download screen

The next screens created are the Login and Registration screens, which were
already created with the fields filled in, so that it would be better to understand how the
application works (Fig. 6).
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Figure 6. Login and registration screens

The next step was to create the main screen of the application, where there is an
application menu with three icons, one of which leads to the creation of a tree, and the
other to view the family map. Three blocks with graphic elements were also created so
that the person who downloaded the application for the first time would immediately
understand what is in this application and where to go.

At the design stage, it is important to follow a system of requirements to avoid
confusion and to have elements with equal proportions and without errors. So in the
software environment Figma has such a function as components, where repetitive
elements create a single parent element, and then copy and create child elements (Fig. 7).
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Figure 7. Main page screen

This way, copying items creates instances faster than copies. Therefore, it is possible
to change the text and photo later, but the shape of the figure itself cannot be changed.

Thus, many elements are created on the basis of components, such as buttons, cards,
menus, various icons, and they need to be kept in one city to avoid confusion, so we
created the Design System Kit.

It is also worth creating a book of relatives, where it is possible to write about their
ancestors, traditions and language in a separate folder (Fig. 8)
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Figure 8. Family book
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Thus, screens were created with a simple design, in the style of cards and with
standard fonts that are system-based for the Android platform. Also, with the help of
a system approach, the functions of the application have been created and carefully
thought out so that the user is comfortable using the application.

The interactive prototype is an animated application without a programming stage,
which is created for design clarity. This is also an important step, because at this time
the functionality is laid, the convenience of user scripts when using the application is
clearly assessed.

To begin with, you need to create a connection between the navigation elements of
the interface (Fig. 9).

Figure 9. Transitions of navigation elements

Navigation element transitions were created in Prototype mode, in the Interactive
section, Click-through navigation was selected and the path to other pages was specified.
Using the Navigation function, when interacting with the element, the user goes to
another screen (Fig. 10).

Prototype

Interaction ®

v Login
Main
Family tree
(ET

Book
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Loading page

Figure 10. Transition settings



76 [OJITPADIA I BUJABHUYA CITPABA / PRINTING AND PUBLISHING * 2022 / 1 (83)

The overlay displays a new element on top of all other elements of the prototype
interface. For example, one can change the photo or create a new connection with another
card of a relative (Fig. 11).

Figure 11. Transition overlay settings

There were also settings for horizontal and vertical scrolling in the “Interactive”
section, for example for a tree to see its fullness, or for a map (Fig. 12).
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Mone

Overflow Behavior

Horizontal & Vertical Scrolling

| Figure 12. Scroll settings

Thus, navigation systems were created in the prototype with different types of
transitions.

Conclusions. So, in the framework of this article, the concept of the family
genealogical tree mobile application has been developed, where the idea and purpose of
the prototype are created, the target audience is analyzed and decided with the choice of
potential users who will be interested in the future application. A unified application style
is developed, its color styles and font styles are considered, home and subsequent home
screens are designed, a family genealogical tree is designed, and created an interactive
prototype of a mobile application, which implements systems for transitions between
pages and animation of transitions. The settings for the created pages of the application
are also described, and the navigation in the application with various types of transitions
of such types as interactive click navigation, superimposition of a new element on the
page and horizontal and vertical scrolling is implemented.
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The practical result of the study is a list of recommendations to the designer and

developer regarding the design of a mobile application for creating a family tree.

The scientific result of the work is a method of developing a mobile application for

creating a family tree.
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Memoro docniddcenus € po3podKa OU3AtHY MOOIILHOZ0 000AMKA OJist CMEOPEHHS
2eHean02iuno2o oepesd. Y cmammi HABeOeHO y8dzy HA OCHO8I MOHKOW, sKi mpeba
8paxosysamu npu po3pooyi ouzatiny inmepgheiicy. Y npoyeci pospobxu 6y10 nocmasieHo
3A680AHHSL POSMICIMUMU MHONICURY (DYHKYIT MOOIIbHO20 000AmMKA MAKUM YUHOM, W00
Kopucmysauesi 0y10 KOMGBOPMHO ma 3p03YMILIO KOPUCYBAUCSA T He 0V10 HAOTUKOBUX
enemenmis ouzatiny. Cmeopents iHmyimugHo 3p03yMIN020 2eHean02iuH020 depesa y Yill
npayi nponoryemscsi ha ocHosi onnaun-cepsicy Coggle, wo npusnavenuii ons pospo6-
KU MEHMANbHUX Man. Y pamxax 0ocniodcenusi Ou3atn 0as MoOLIbHO20 000amKa ee-
Heano2iuno2o oepesa éapmo pospoonsmu nio niamgopmy Android. ¥V cmammi nase-
0eHO ma NPOAaHANi308aHI OCHOBHI Kpumepii, sIKi NOGUHHI Oymu y npoepami 0711 po3pooKu
MoOibHO20 do0amka. Haseoeno nepenix ochosHux emanis, siki HeOOXIOHI Ot CMBO-
PEeHHA OU3alHY MODIIbHO20 000amKa O0Jisi pO3POOKU 2eHealociuHo2o depesa. Y cmammi
NPONOHYEMBCS 3A2AlbHA CMPYKMYPa MoOibHo20 dodamka. 1lpoananizoeano 3a2anbHi
0CobIUBOCMI NIO20MOBKU CMULIE OCHOBHUX KOIbOpie ma wpugmis. Hasedoeno cucmemy
8UMOR, SIKI NOMPIOHO 8PAX0O8YBAMIU Y NPOYECT CMBOPEHHS IHMEPAKMUBHO20 NPOMOMUNY
MOOLIbHO20 do0amKa 2eHeanociynozo depesa. Ha ocnosi cucmemu sumoe 06yio cmeo-
PEHO THMEPAKMUBHULL NPOTMOMUN MODLIbHO20 000AMKA, 0e Pedniz08aH0 CUCmeMu ne-
Pexoois Migxe CMOPIHKaMu ma amimayiro nepexodis. Taxoxc onucani HA1IAuWmyeanHs.
0Jis1 CMBOPEHUX CMOPIHOK 000amKa ma pedni3o8ano HAsieayio y 000amKy 3 pisHUMU
suoamuy nepexooig maxkux munie, K iHMepaKmueHy Hagieayito no KKy, HAKIa0eHHs
HOB020 elleMeHma HAd CMOpPIHKY ma 20pU30HMANbHE | 8ePMUKAIbHE NPOKPYUVEAHHA.
Tpakxmuunum pesyibmamom 00CHIOHNCEHHs € NePeniK peKOMeHOayil OualiHepy ma po3-
POOHUKY CMOCOBHO NPOEKMYEAHHSL OU3AUHY MOOIIbHO20 000amKa OJisk CIMEOPEHHS 2e-
Heano2iuHo2o depesd.

Knrouosi cnoea: ousaiin, moOinbhuti 000amox, 2eHeanociune 0epeeo, pPoOouHd,

@yHKRyil.
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