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1. Problem to solve



DESIGN CHALLENGE

 

Patrice Calligaris

2. Scope of the project
This is the phase where I try to understand all the 
correlation between requirements and features of the 
project. Based on the description, a simple way to answer 
questions from the audience seems to be the number one 
priority but I have to work with stack holders and managers 
to define priorities for both type of users. Another priority 
seems to get the most important questions for the 
audience.


I will setup few meetings with stack holders and managers 
to make sure that everybody is OK about

priorities. It will help to define the features in details but also 
the steps of the project (timeline and milestones). 


I value simplicity and clarity but also team collaboration.


Questions for managers:

 - What is the back end technology used for the app?

- What is used currently for this type of audience?

- Do we have to follow a design system or create one?

- Open to alternative UI/UX? Instead to force users to enter 

a code, why to not broadcast the name of session to the 
network and users pick it (auto discovery also possible 
based on location) 


- Platforms? iPhone and Android, or iPhone first?



DESIGN CHALLENGE

 

Patrice Calligaris

3. User Persona

It’s important to define the profile of the user of the product.


Geeks have experience with technologies and user

interfaces but beginners with smartphones can have issues 
to understand basic steps.  
 
I will ask researchers to define the personas. If no 
researchers is available, I will define it by myself.


Two types of users:

- the presenter

- A member in the audience
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4. Platform

A mobile application will have multiple benefits


- Reliability of a native application

- Power of notifications for instant feedback 

- High quality of the UI/UX


I will discuss with managers if a tablet version is also 
needed as some members of the audience can have it.

I also need to discuss if all platforms are supported  
(iOS and Android or just iOS first: 70% of the market in US)
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5. Data and Design System

The data is mostly the questions send by the audience 
to the presenters and the votes (priority of questions). 


I have to setup meetings with engineers and product 
managers to see how we can save the data used by the 
application.


I will also study the design system used by the company 
to make sure that the identity of the company is 
respected for the product. If no design system exists, 

I will use this project to start building one for the long 
term. I will involve researchers for the effort.
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6. User Flow
Two type of users: the presenter and a member in the 
audience
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7. Wireframes 
In my proposal, a presenter can also submit a question to the audience. 

A presenter use the gear icon on the welcome screen to setup a new session. 


I made 4 screens for the presenter and 4 for the member.

I decided to use a tabview between the list of questions and a new question (easier to switch)
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8. Mockups + Style Guides

The next step is about making high fidelity mockups.

The validation of stack-holders and managers of the 
wireframes are needed before to go to this step.


I will use the design system of EngageCo to provide  
a consistency and high quality user experience.


Styles guidelines will be provided for developers. 
(handoff process)
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9. Prototypes

I will build some prototypes to validate the user 
interaction with stack holders, managers (before to build 
mockups). I like to use PropoPie for this process or 
Sketch.


Some high fidelity prototypes will also help developers

to understand the micro interactions and the navigation

inside the app.  

10. Wrap-Up

I will always answer questions about how things should 
look or work, provide guidance when necessary, mentor 
junior designers in the team.


New features (or revisions) may be planned, and I might 
need to be involved in discussions of what these updates 
should entail and how to go about them.


Based on new problems that arise, new feedback that was 
received through testing, or new features that are planned, 
I might need to retreat to update the designs again.



