
Case Study

FUNERAMA
Connecting people from
the funeral sector.



www.mobydigital.com

Problem.
Funerama is a funeral planning tool designed for a 
group of providers in the funeral sector of the 
Netherlands. The challenge was to think of a 
market that understood the needs of both 
suppliers and planners. And how both actors 
would coexist in the same ecosystem.

CASE STUDY

Solution.
Tackle the process using Design Thinking 
methodology that allows the client to get  an 
MVP (minimum viable product). This 
approach would allow us to understand the 
business and eliminate assumptions during 
the design and development stages.

Roles.
Product Owner.
Project Manager.
Business Analyst.
UX Designer.
Dev Team.
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THE PROCESS

EMPATHIZE DEFINE IDEATE PROTOTYPE TEST

Empathize to help 
define the problem.

Testing creates new 
ideas for the project.

We empathize with 
users through 

testing.

New ideas from 
prototypes.

The test reveals 
discoveries to 
redefine the 

problem.

Design
Thinking.
Design Thinking is a non-linear iterative process
that allowed us to validate hypotheses with the client,
team and users.



Who are the users
in Funerama?
To understand needs, behaviors and expectations with the tool, 2 personas 
were introduced to the team.

● Funeral Planner and Director.
● Supplier of funeral Products.

EMPATHIZE

Personas.
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DEFINE

Framing the problem
Point of View:

Funeral Planner

A funeral planner needs to organize a multi-day event for a 
specific family by scheduling different services at a funeral 
location because it is important to keep track of how families 
can safely and quietly say goodbye to their loved ones without 
any inconvenience.

User + Need + Insight.

This approach helps us to think about possible scenarios that will later 
become user stories. And at an early stage this perspective reinforces 

the team's understanding.

Funeral Supplier

A funeral service provider needs to offer their services and 
show their availability to the funeral planners because in this 
way they achieve greater exposure of their business by 
generating relationships with other providers in the sector.
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IDEATE / AFFINITY DIAGRAMS

What we did is to break 
down great epics into 
more specific tasks until 
we get a complete 
journey.
Tasks
Touchpoints
Channels
Behaviors
Thoughts
EMotions
Ideas and Opportunities
Internal Ownership
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IDEATE / USER JOURNEY

This is boring.
Defining it is more fun.
Basically it is to understand touchpoints
and pain points of the users during
the journey through the interaction
with the product.
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IDEATE / USER FLOWS
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IDEATE / USER FLOWS

Why are we doing all this?
Because decisions are made while moving forward in the project. Our job is to settle the 
process and the validation stages. In this way we are imagining the hypothetical product, 

we can see it together with the stakeholders and the development team.
And so we are all on the same page.
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IDEATE / USER FLOWS



14
Types of different 
platforms.

What do we observe to do
the competitive analysis?

1. Functionality and user interface patterns.
2. Target audiences.
3. Business strategy.

IDEATE / COMPETITIVE ANALYSIS

4
Large groups of 
products and 
services.
Portals, tools, direct 
competitors and a 
winner.



IDEATE / COMPETITIVE ANALYSIS
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PROTOTYPE

From the 
prototype
to the final 
product.
At the begining with low quality wireframes to validate our assumptions with 
the customer and the development team. Prototypes with InVision helped us 
to evaluate the product scope, understand user behavior and refine each 
iteration.
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PROTOTYPE
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Testing
TESTING

1 Big Scenario
The process of booking funeral events was not 
what the user wanted:
Unclear, confusing and too many steps.

3 Opportunities
Offer combined services, think about new 
secondary users and offer company 
registration to manage branches.

1 Workshop
We joined Business Analyst, Product Owner and 
UX for 3 days to rethink improvements of what 
we learned.

We face the product to the users, evaluating points of pain, improvements and 
opportunities together with the product owner. We focused on a core scenario (bookear a 
funerary event) from which we obtained the following.
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50%
TESTING

Impact on efficiency:
We managed to reduce by half the number of 

clicks for the reservation process.
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MOCKUPS

Landing
Page.
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Dashboard

MOCKUPS
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PRODUCTO FINAL

UI / STYLE GUIDE

PRODUCTO FINAL
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CONTACT US

WAS THIS
HELPFUL?

Take the next step

Den Haag
hallo@mobydigital.com

Miami
hello@mobydigital.com
+1 305 922 8102

Córdoba
hola@mobydigital.com
+54 351 481 9776

Buenos Aires
che@mobydigital.com
+54 11 5272 5500

https://www.mobydigital.com/
mailto:hoi@mobydigital.com
mailto:hello@mobydigital.com
mailto:hola@mobydigital.com
mailto:che@mobydigital.com
https://www.linkedin.com/company/mobydigital/
https://www.instagram.com/mobydigital/
https://twitter.com/mobydigital
https://www.facebook.com/mobydigital/

