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Rapid iterative user
experience research, usability
testing and design strategy
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High level RAPID user experience research, usability testing and design strategy
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RAPID user experience research, usability test and design strategy + timeline (page1l)

Timeline

v

Week?2 Mid Week?2 Mid week 3 - week4 ( depending on quantity of participants and quality of feedback)
Week1 : : :
1 day 3-6 days 1-2days 3-5days Test + design: Day 1 Test + design: Day 2 Test + design: Day 3
Process
Test 1: # Testdesigniteration1: W Test design iteration 2:
: 1/2 day 1/2 day 1/2 day
: Outcome: . A) Prep work for user
v : research: User User User
H nvision iot -
. j 1~ Survey scrint - past, Research Research Research
: prototype is ready : current experience,
expectation & desire.
to test . 2. Template: Persona &
Gather - Prep work for Prep work for Empathy map (say|
business designing all InVi : think|dolfeel)
e . InVision Recording consent
requirements . screens flow in . prototype
+ design brief SKetCh i 1. Prepare click- * * * Usabilit
Design end-to-end : through ) sabiiity Usability Usability
flow InVision Test 1
i 2. Have content Prototype B) Prep work for Test 2 Test 3
check Note: Prototype tools can usability testing:
i 3. Have flow check be vary depending on 1. Scenario, user tasks,
4. 1x lteration max research purposes questions set with
(InVision, Axure, Mockplus screens
.= - - - -, or paper prototype) 2. Feedback sheets with
P S o screens.
pos ‘ AN 3. SUS (system usability
A scale)
4. Recording consent
1 to 2x
design iterations 1x 1x 1x
only First design Second Third design
iteration: design iteration: iteration: 1/2
w ° 1/2 day 1/2 day day
~ »
~ ~ - : . - -
The experts }
* Mandatory
Who: & Who: o : . Who: . Who: Who: Who:
1. Designer(s)* - Lily : 1. Designer(s)*-Lily 1. Desi (s)* - NavyD? 1. Designer(s)* - Lily & NavyD : 1. Desi * _ Lilv & NavyD 1. Designer(s)* - Lily & NavyD 1. Designer(s)* - Lily & Navy D
2. Researchassistant: 2. Content expert* P esignert(s avyb: 2. Content expert* i - Designer(s) B 1y avy 2' Research assistant 2' Research assistant
3. Content expert 3. Research assistant* : : 3. Research assistant* 2. Research assistant ) )
4. Dev(s) :
5. Tester(s) Collaborate and Collaborate and check Observers / helper: Collaborate and check Collaborate and check

check point:
1. BA/PM*
2. Dev*

3. Tester

point:
1. BA/PM*
2. Dev

1. BA/PM/Dev

point:
1. BA/PM
2. Dev

point:
1. BA/PM
2. Dev



RAPID user experience research, usability test and design strategy + timeline (page?2)

Timeline : : »
Week5 - UX Design iteration sprint -
Mid Week4 - IMPORTANT PHASE OF DESIGN TO CONFIRM BEST ARCHITECTURE FOR IMPLEMENTATION ( to save digitisation time)
2-3days 1 day 3-5days
UX Design innovation 1 UX Design innovation 2
L - -, ..
[ o7 SN
* N H
.’ IR Ky
([ g
Documenting & .
analysing findings .15t U?( design : 2nd UX design
i i iteration based on : . -
& editing video : : iteration based : :
: test/research : S : :
from the recorded L based on
- ; . Research findings : based on : :
session. : Summarising . - : check point : ]
. - fmdmgs 1. Lo-fi paper-based
findings for . . wireframes feedback
Outcome: ] presentation presentation with 2. Lo-fi paper-based 1. Lo-fi paper-based ) J
team members prototype to test wireframes
1. Report interactions. 2. Lo-fi paper-based
2. Presentation prototype to test
. . interactions.
slides
3. Video (max
6mins)
s s
® -~ ’ o P S
hES , o I' “
N ¢ /
1x Ya o L. s d 1x ‘I
- - - i S . " Eram==" - 3 i i i
design iteration , design iteration 1
only . only y
A ’
e ’
~ .. . v
The experts
* Mandatory
Who: Who:
Who: Who: 1. Designer(s)* - Lily 1. Designer(s)* - Lily
1. Designer(s)* - Lily & 1. Designer(s) - Lily &
NavyD (video NavyD

editing)
2. BResearch assistant
3. Observers

2. BResearch assistant
3. Observers

Collaborate and
check point:

1. Dev*

2. BA/PM*

3. Content Expert*

Collaborate and
check point:

1. Dev*

2. BA/PM*

3. Content Expert*



RAPID user experience research, usability test and design strategy + timeline (page3)

v

Timeline
Week6 Week6 Week 7 - Week 8 (Ul + UX Design iteration sprint)
1-2 days 1-2 days 7-10days

Process

UX Design innovation 3

£33

Wireframe
Collaboration
Workshop with
team:

Workshop goals:

1. Lock-in design and
interaction ideas to
reduce design and
development risks.

2. Lock-in scenarios
we trying to solve.

UX Design refinement
ready to be digitised

¢

delivered for development

3rd UX Design
iteration based on
team workshop
feedback

1. Adding or removing
screens by using
paper-based wireframe
ready for Ul design.

(This work is to finalise Ul + UX for
testers to be able to match design
recommendations against what’s
been built. )

---
¢" Ss
~
L 4 ~

Y

Outcome?2:

1x Dev to create
design iteration :

a working

Digitising Ul Design ready to be

¢ Ve hd | :
: Design

iteration
2 3
1

3

@ H .
F ~ ’ R ~ L4 ’ ‘ F ~ ~ 4 ’ ‘

3. Approval from PM onIy
4 ngzh?; :r:'tdfe cdback prototype All screens design (UX + Ul)
u . .
from the workshop must be finalised at week 7 or 8,
w ® ready for implementation.
Se . (This work is to explore front-end
~ -
il e interaction ideas before build)
The experts
* Mandatory
Who: Lo I
1. Designer(s)* - Lily Who: _ - Dlgltls_lng deflg_n.
1. Designer(s)* - Lily 1. Designer(s)* - Lily
Working
Collaboration .
. . Collaborate and prototype experiment:
participants: heck point: 2 Dev*
1. All team members* check point: :
1. Dev*
2. BA/PM*

Notes taker*:
1. Designer

2. BA

3. Dev

4. Content expert

Ideas approval
from*:
1. Product Owner

3. Content Expert*

Collaborate and check
point:

1. BA/PM*

2. Content expert



Linear strategy:
User research, usability testing
and design. Repeat process
during front end development.



Strategy used for script ordering feature: UX research, usability test and design (pg1)

v

Timeline
Week  Week2 . Mid Week2 © Mid week 3- week4 - Mid week 3 - week4 - Weeka
1 day 3-6 days 1-2days l 3-5days 5-7days (more days if expected from 1 resource) I
H
Process i
Research & test begins to test
assumptions. Days spend depends
A) Prep work for user on our goals, how many
: participants and what method of
@ e 0 research: research we are going use. Max 7
3 1. Survey script - past, days.
m current experience,
expectation & desire.
- o
PR 2. Template: Persona & User .
.° - : RS Empathy map (say| Docun:'ent'_n &
e Se. think|dolfeel) Research analysing findings
e N 3. Recording consent
. InVision iting vi
Prep work for tot . Notes: User research can be done : + fedltlnth video
. . before testing a prototype to rom e
Gather designing all PreE work for pro o ype IS evaluate business goals and recorded §!!mmari§ing
- . H H requirements and to understand 3 ICLUIrucu
business w InVision ready to teSt types of targeted audiences. session findin for m
requirements % stomend rototype e e resentation
H H . esign end-1o-en Pk 2. User journey :
+ design brief flow 1. :‘:‘reop:r: click 3. Stories and scenarios : Outcome:
2. Have content InVisign 4. Storyboard
CheCK Prototype 1 . ReQOﬂ
3. Have f'°§” check 2. 1x lteration max Usabilit 2. Presentation
4. 1x lteration max y lid
B) Prep work for Test shdes
ilitv testina: 3. Vld_eo (max
1. Scenario, user tasks, 6m|ns)
questions set with
screens
2. Feedback sheets with
screens.
3. Recording consent
The experts * Mandatory
Who: Who: Who: Who: Who: Who:
1. Designer(s) i 1. Designer(s) 1. Designer(s) 1. Designer(s) 1. Designer(s) 1. Designer(s)
2. Researchassistant: 2. Content expert 2. Content expert 2. Research assistant 2. Research assistant 2. Research assistant
3. Content expert 3. Research assistant 3. Research assistant
4. Dev(s) Observers / Collaborate and Collaborate and
5. Tester(s) Collaborate and Collaborate and

check point:
1. BA/PM
2. Dev

3. Tester

check point:
1. BA/PM
2. Dev

helper:
1. BA/PM/Dev

check point:
1. BA/PM
2. Dev

check point:
1. BA/PM
2. Dev



Strategy used for script ordering feature: UX research, usability test and design (pg 2)

v

Timeline

Week5- Innovation stage 1

Week5- Innovation stage 2

3-5 days l

© Mid Week6 - Innovation 3

1-2 days I :1-2days
Process :
-,, : (Preparation for digitising final
design Ul + UX)
@QQO --- " -
—_;__. 'd‘ .~~ PR Rl S
s” : ’ i S e’
. : ¢ i IN .
L d L4
4 4 M P ¢
O' " N 4
l' ’
1st UX design 2nd UX design Wireframe

iteration based on

iteration based

l 1-2 days

Outcome: . Collaboration 3rd UX Design
tfast_/research Outcome: based on Workshop ready :  Workshop: iteration based on
findings 1st iterated check point : Workshop goals: ) team workshop
1. Paper-based ! . feedback 2nd Iterated 1. Lock-in design and feedback

i lo-fi wireframe § i ion i Teecback
wireframes . 1. Paper-based lo-fi wireframe : interaction _|deas to : 1. Adding or removing
2. Paper-based (end-to-end flow) : wireframes : reduce designand  : screens by usin
prototype to test 2. Paper-based (end-to-end flow) development risks. paper—bas);d wir?eframe
interactions. prototype to test 2. Lock-in scenarios ready for Ul design
interactions. we trying to solve. '
3. Approval from PM
4. Gather and
document feedback
from the workshop.
(preparation for team workshop session) ::{:;i';?g: ?dt:agrg;?gg i:?l de)xplore
The experts  * Mandatory
Who: Who: Who: Who:

1. Designer(s)*
2. Content expert*

Collaborate and
check point:

1. Dev*

2. BA/PM*

1. Designer(s)*
2. Content expert*

Collaborate and
check point:

1. Dev*

2. BA/PM*

1.

Designer(s)*

Collaboration
participants:

1.

All team members*

Notes taker*:

1.
2.
3.
4.

Designer

BA

Dev

Content expert

Ideas approval
from*:

1.

Product Owner

1. Designer(s)*

Collaborate and
check point:

1. Dev*

2. BA/PM*

3. Content Expert*

. Week 7 - Week 8

7-10days

Ul design kicks in, ready to be
delivered for development.

Designs
ready to
be
shared in
Zeplin.
BA
shares
links in
Jira.

Outcomet:
To digitise
design
(Ul + UX)

Test
Again
(if required)
Outcome2:

Dev to create
a working . Dev ready
prototype . to
: showcase
their work

Digitising design:

1. Designer(s)*

Working
prototype experiment:
2. Dev*

Collaborate and check
point:

1. BA/PM*

2. Content expert



Who?

Profile the persona
e O

Ll

User needs User goals

What’s the problems?
What’s the pains

/ previous experience
/ current & expectation

What do we want
user to achieve?

Assumptions | Constrains
Tech constrain

- platforms & resources
What do we know? API

Business requirements Security
Legal




Paper-based prototype presented during team workshop to align
UX and development solutions matching the findings.
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Pencil wireframe includes end-to-end flow.
Paper-based prototype includes interaction and transition ideas.



