.  BACKGROUND

General Assembly UXDI students Oulijah Bruno, Gabby Coll, Djavan Guy, and Terra
Swan (“GA UXDI) will design a Community feature for CLLCTVE online platform by
conducting research, analyzing data, collecting insights, and designing a solution.

The CLLCTVE team will share their market and product research with the GA UXDI
team. Using these insights, GA UXDI will build out a research plan that includes user
interviews, competitive analysis, contextual analysis, task analysis, usability testing,
and A/B testing to further build out findings to support the design of a community
page on the existing CLLCTVE platform.

. OBJECTIVES
Business objectives & KPIs

- Main Objective: Design a community feature that allows various creatives on the
CLLCTVE platform to interact with one another in many forms.

- Objective: Gather research and new insights that can further the performance of the
platform

- KPI: Error rate on required usability tasks

- KPI: Ease of navigation (through IA)

- KPI: How long it takes each user to complete a required task

- KPI: Overall user feedback on usability

Research success criteria
e Understanding users pain points/likes with CLLCTVE platform, and similar platforms
e Creation of research artifacts such as: User hats, User Flow, Affinity Map, Contextual
Inquiries, and Task Analysis. (Qualitative)
e Additional artifacts: Surveys, Website metrics analysis, and A/B Testing (Quantitative)

ll. RESEARCH METHODS

Primary research methods:

e Usability Testing

e Contextual Inquiries

e User Interviews
Secondary research methods:

e Competitive Analysis

e Comparative analysis

e Heuristic review

e Analytics review

*These documents are attached below*



IV. RESEARCH SCOPE & FOCUS AREAS

Question themes:
e How do you network / connect with other creatives (within or outside of your field or
discipline)?
What features do you use / wish existed in community forums?
How do you find jobs?
How do you find collaborators?
What pain points do you find as a creative in the job search/networking landscape?

Design focus component:
e Utility - the platform and features are useful for our intended users

Primary user scenarios - most common user pain points:

e Young creatives find networking to be intimidating and too buttoned-up on most career
platforms (eg. LinkedIn, Indeed, etc.). They would prefer a more organic way to connect
with and talk to peers and other creatives within and outside of their disciplines.

e The platforms that are most saturated with users and widely used (LinkedIn, specifically)
are not geared towards creatives. They are not visually appealing, and don’t prioritize
visual or creative work.

e Creatives want other ways to share work and give/receive feedback other than
established social media platforms, which are not specifically for artists / makers

V. RESEARCH PARTICIPANT PROFILES

User segment A: Survey Participants
e Survey with questions regarding user habits and preferences regarding digital portfolios
and networking strategies
e Distributed to general public; anyone who identifies as a “creative” is invited to
participate
o Any age, medium, geographic location, or career phase
e Recruiting methods:
o Distribute in survey exchange Facebook groups and Slack channels
o Include in CLLCTVE newsletter to beta class and waitlist participants

User segment B: User Interviews
e User interviews and contextual inquiry with current and/or former users of the CLLCTVE
existing platform
e Goal: 10-15 participants
e Users provided by CLLCTVE team
o Current or former users of the platform
o College-aged (18-25)




o Creatives (any medium or type)
o Currently/recently/soon to be networking and applying to jobs
o Any location (within United States)

VL. Research results and synthesis

APPENDIX

SOW: CLLCTVE-SOW.docx

Heuristics:CLLCTVE Heuristic

Survey Insights: Network Strategies Insights

User Hats: User Hats

Artifacts: CLLCTVE Artifacts

Spreadsheet (competitive/comparative analysis task analysis, feature inventory):
Research and analysis - CLLCTVE

Project plan:

by December
20, 2021

Design phase Inputs needed | UX team Scope of UX UX team
from the client | activities work deliverables
- Prototype will | - Access to - User research | - Design - Figma
be designed users - Competitive/c community prototype file
based on - Style guide omparative feature - Research
research - Subject analysis (including report
conducted matter - Research forums, finding/insight
and analyzed experts synthesis groups, and s
by the GA - Developers - Figma events) - Ul
team. - Website data prototype prototype components
and insights - Usability developed
and delivered
to CLLCTVE



https://docs.google.com/document/d/1B5sLcUy4mVem0kO027AbcGKGTIMWSpCW/edit
https://docs.google.com/document/d/1jS7N2qb2zXoD5T-_L2HsaaBhpA-RhITCYCfPKUJkW_I/edit
https://docs.google.com/document/d/1UKERwf8lt7wiAHE64OX8lbLLIb9cH5kAo-dxJAGg6rk/edit
https://docs.google.com/document/d/1Q6wFhgOCP0ciyzlFlROYI8NY8pT3yEl3QDbieCpbsbY/edit
https://docs.google.com/presentation/d/19Ouo5JRixrr9vfDNDMjAPBOEcJTsaulSPUHArVECPgk/edit#slide=id.gc6fa3c898_0_0
https://docs.google.com/spreadsheets/d/1pfZKyuFFrGh1x_U6iL4tc-2RF17kF1VZL1V6LOce2hc/edit#gid=0

Calendar:

Monday Tuesday 11/16 Wednesday Thursday 11/18 | Friday 11/19
11/17
Kickoff Meeting | Review live KEY DATE: Set up interview
website through | Send out survey | times (if users
account link and invites | have
for user responded)
Lead: Oulijah interviews
Support: team Lead: Terra
Lead: Terra Support: team
Support: team
Draft SOW Draft SOW Finalize and Weekend:
deliver SOW to | review website
Lead: Gabby Isabela analytics and
Support: team draft analytics
Lead: Gabby report
Support: team
All team
Draft survey Q’s | Draft consent Weekend:
and finalize forms and Competitive
survey and interview Q’s and
invitation Comparative
email. Lead: Djavan analysis /
Support: team | research
Lead: Gabby
Support: team All team
Meeting w/ Review and sign
Isabela, NDAs
clarification on
scope of work
Monday 11/22 Tuesday 11/23 | Wednesday Thursday 11/25 | Friday 11/26
11/24
Interviews Interviews HOLIDAY HOLIDAY HOLIDAY
BREAK BREAK BREAK
All team All team




Surveys Begin reviewing | Affinity Check in:
interview and Mapping review data
survey data

Lead: Gabby Task analysis
Support: Terra and additional
research
All team
Identify user
needs and user
hats
Lead: Terra
Support: team
Monday 11/29 Tuesday 11/30 | Wednesday Thursday 12/2 | Friday 12/3
12/1

Task analysis, Build prototype | Build prototype | KEY DATE: Usability tests

Wireframes, Prototype draft | (round 1)

user flows Lead: Oulijah 1 complete
Support: team

KEY DATE: Start recruiting | Draft usability Weekend:

Affinity usability testers | testing prototype and

mapping, | parameters and | implement

statements, Lead: Djavan set up platform [ usability test

user flows and
needs, and user
hats finalized

All team

Support: team

and testing
method

Lead: Gabby
Support: team

changes - draft
A/B testing
iterations

Lead: Gabby
Support: team

Recruit usability
testers
(creatives - from
anywhere)

Lead: Djavan
Support: team




Monday 12/6 Tuesday 12/7 Wednesday Thursday 12/9 | Friday 12/10
12/8
Usability tests Analyze Collect & create | Practice Final
(round 2) usability test deliverables presentation presentation
results & and
Lead: Gabby implement deliverables

Support: team

design changes

Lead: Oulijah
Support: team

handed off to
CLLCTVE
executive team

Final
reiterations and
draft out
possible future
iterations

All team

Build
presentation

Lead: Terra
Support: team




