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Why This Challenge?



Meet my Dad

He has cognitive decline. Due to
less social contact in 2020, it
worsened. It worried me.

My Dad




’ ’ Loneliness and separation puts older generations
at risk for dementia and other serious mental
conditions.’

Centers for Disease Control and Prevention



Social Isolation --> Dementia

56%

Isolation

Percentage of people who said
they sometimes or often felt
isolated from others (2020).2

37%

Time Alone

Percentage of people age 60
and older who spent all
measured time alone (2019).4

50%

Risk of Dementia

Percent increased risk of
dementia due to social
isolation.*



The Need

Seniors need to engage multiple areas of their
brain to protect it from decline.



Sign of Hope

Participants ages 55-75 who played video games
for 30 minutes a day, five days a week, saw
increases in gray matter volume in the
hippocampus and cerebellum. Their short-term
memory also improved.?

Canadian medical study



Problem Statement

How might we design a tool that engages family
members face-to-face over geographic distance
while providing opportunities to engage in
memory-building and active learning?
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Strategy

©),

Research

Understand Users

Learn as much as we can about target
user groups: how they connect and any
past-time games.

zoom Ol

Otter.ai

Definition
Define the Problem

Synthesize the research to understand
user needs.

Prototyping
Design the Prototype

Create the solution through multiple
iterations.

Testing
Gather feedback

Test the solution through multiple
rounds of user feedback.



Activity Timeline

This project spanned 10 weeks and was split into 4 major phases.
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Research plan
Provisional Persona
Competitive Analysis
Survey Screener
User Interviews

March 1

Vv

Analysis

User personas
User Insights
Customer Journey
Mapping

Value Proposition

March 8

WV

Task Flows

User Flow

Feature Prioritization
Lo-fi Screens

Hi-fi Screens

March 18

N

r 4

Informal Feedback
Usability testing - 2 rounds

April 1 —————> April 12



Understanding



Research Goals

Is this an issue for other families?

1
2

Understand how families connect
when they are geographically
separated.

Understand challenges and barriers
with socializing

What solutions have families come
up with?
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The User

Adult Child

Has a Senior parent

Has regular communication with parent
and lives more than 5 miles away.

Senior

Lives independently

Has an adult child who communicates
with them on a regular basis.



Methodology

User types: Adult children of seniors who live on their own; Seniors, age 70+, living on their own

Semi-structured, Data collected through March 4-March 6 16 participants from targeted
qualitative user Zoom remote video user profiles:
interviews: 16 total recording and through 8 adult children of seniors
notes, then transcribed 8 seniors
with Otter.ai
Research plan =———————> Screener > Recruitment ——— Interviews > Transcription
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’ ’ Sometimes | worry about her because she's by
herself. But... she's kind of a sassy lady. So she's
very self sufficient and independent.”

--Daughter of Senior Mom



17

’ ’ "I'm alone all the time.

--Senior
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’ ’ ..Sometimes it gets a little boring. It's a little
tough being single -- I'm a widow.... a little hard to
start all over again."

--Senior
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Exploration
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Meet the User

Wendy

Child of Senior

Pain Points & Hesitations

- ()

Intimidating tech Complexity

Her mom has an iPad and Simple tech, like FaceTime, is
phone, but feels uncomfortable powerful. But interfaces that
with applications sh'e not requires more familiarity or
already familiar with. And knowledge are a barrier.
Wendy isn't physically present

to show her.

P

Declining health

While her mom is in good health
now, Wendy is aware that as
time goes on, her mom is likely
to become less and less able.
Her mom already has a bad back
and knee, which makes driving
long distances difficult.

Link to Persona
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Meet the User

Marilyn

Senior

Pain Points & Hesitations

-

Loneliness

She is alone much of the time
and sometimes feels lonely.

To address this, she stays active
and travels to see her family, but
she is still alone much of the day.

]

Support system

Because she is alone, she has
created a support system of
friends and neighbors out of
concern no one will be there for
her in her health declines.

P

Cognitive health

Her biggest fear is developing
dementia.

She is also concerned about
beng forced to leave her home if
her health declines too much.
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’ ’ My mom plays games on her computer, like it is
her job, hours a day, and she loves it.

--Daughter of Senior Mom
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The Insight

Seniors already play games because it helps their
brains stay active.
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Key Findings

Families struggle to engage other than talking and want more.

AL

750

Connect more than 2

Families typically communicate via
FaceTime or the phone. They need ways
to connect more than two people at a
time.

AN

Make it familiar

Users shy away from playing games with
people they don't know. They will play
multiplayer games if they are playing
with people they personally know.

5

Make it accessible

Families need technology to be simple
and inclusive of all abilities. Technology is
intimidating for many and it need to be
accessible to everyone in the family.

O

Keep it timeboxed

Families are busy, and find time to be a
problem. Users need a timeboxed
method for engagement so that they can
overcome time constraints.

7 ==
E Link to Affinity Diagram




The Jou rney Looking for an game to play with others

Doing

Thinking
and feeling

Opportunities

26

Casual gamer '

Link to Journey Maps
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What if?

What if | built a simple online game that
challenges the brain while allowing for
synchronous video conversations?



Designing



As a player, | need to be
able to to drag my
finger across the letters
to capture a word.

As a user, | want to be

able to expand the
lﬁ::::&?s gameboard so that it
takes up my entire
screen.

as a player, | need to be

able to quickly capture a

word and have it save so

that | can move onto the
next word.

me.

Allow players to

go tournament

style - multiple
games

As a user, | need to
be able to invite my
family to play with

As a user, | need to
see how much time is
left in the round
(countdown clock).

As a player, | need a
way to score up my
words and enter the

Users can
challenge
words

Users can
turn off
camera

As a player, | want to

Dictionary
for
checking
words

Allow players
to set clock
at 1-3 minutes
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control the start of
the game round

Users e

score bz
on gam
guidanc,

As a player,

see the othe

who are play
talking to

As a player, | want
one game to last a
maximum of 20
minutes.

Computer
keeps track of
scores round
to round

\

Features

Word game

Most users indicated they enjoyed word
games and sought them out for fun and

challenging play.

S

Simple touch interface

Game play can’t be complex -- using a
finger to drag and capture words would
be simple to master and more accessible

than a mouse.

(D
Game lasts 15-20 minutes
Most users only had a short amount of

time -- games that took hours would not
meet their needs.

Start with iPad

Most seniors had an iPad readily
available and were familiar with the
interface.



From User Flows to Wireframes

I mapped out the task and user flows needed for a high-fidelity prototype over an iterative process, incorporating user feedback
thoughout.

Welcome, Wendy!

""" Vs ¢ & Let's play!

g > S

Sk - g Invite afriend | HostaGame Join a Game

O Refresh



30

Wireframe Evolution

User feedback was key to houw the interface and its features evolved. Feature suggestions were evaluated based on usability,
clarity, and ease of use. | also considered and added features that would add to the richness of the game itself.

Ready?

Find some words!




Mid-Fi Designs
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Notifications Menu

HARMONIOUS

Q React = signal i Rl 2

{(:)} Settings
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Features

Word Search Gameboard

Players tap and drag their finger to capsture
words

Invite friends

Players start a game by generating a game code,
then sharing through email or text.

Settings panel

Users can control access to contacts, camera and
microphone through settings.



Mid-Fi Designs

e Features

<

Marilyn Marcela

TE X
NIN X
FREE
JEST

See Results

Players see results at the
conclusion of the round.

Accept Results

Players accept or dispute results for

. ; : each opponent
Marilyn Marcela
—_— HARMONIOUS

[ video = signal T game that canniects

25 setings Alerts and Notifications

Alert boxes using iOS design guidelines pop
up with messages throughout the app.




Generating Game Code

Give us a sec while we get that code for you...

Game Code:

1234 0987

() D)

HARMONIQUS]

Tre e st evechs

5 setings

User Feedback

2 g

Menu confusion Add drama for end-of-round
Confused about what's behind menu--is Do alittle video for showing the winners
it stored data about the game or how to -- like how marioKart does it.

play?

R

How do | see friends? Game initiation
When I'm online, can | see a list of my Do they need a game code if inviting
friends? through the app? Game code should only

be public; no way to add people
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Branding

Girl/Guy Next Door

Brand Archetype

© T

Personality Voice

Down to earth, accessible, Friendly, humble, honest,
approachable, hard working, practical

and nice.

AN

Customers feel

Included, understood, warm,
part of the group

HARMONIOUS

Link to Brand Guide




Branding
HARMONIOUS

The Hame that connects
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Omnes

Omnes, Bold
(50.68px/2.027em)

Omnes, Bold
(40.05px/1.602em)

Omnes, Bold
(35.60px/1.424em)

Omnes, Regular
(19.75px/.79em)

Omnes, Medium
(17.56px/.702em)

H1 Header Style
H2 Header Style

H3 Header Style

Paragraph, Small & Regular, Styles

Small Text Style

Link to Brand Guide
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Hi-Fi Screens

Welcome, Wendy!
Let’s play!

[~

Host a Game Join a Game

O
O
O
O
O
O
O
O

HARMONIOUS

The e thst cornccts

ﬁ Help {(:)} Settings

Iterations

Add branding

| applied the branding throughout the
app, through color, fonts, and imagery.

Friends panel

| added a panels of connected
friends and made an indicator that
the friend is online.

Simplify game start

| simplified how users initiate a
game and gave them a choice on
whether to make it private or share
with users not in the app.
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Hi-Fi Screens

9:41 Mon Jun 3

&.

Hay thare - wanna play anather round?

@iy g T
““ e
)X e

Marilyn Marcela Josue

@ React

,O\ My Games

Friends -
Marcela
Josue
Marilyn

® Jordan

® Robert

® Elena

® Susan

® Georgio

HARMONIOUS

Iterations

Clarify onboarding copy

l included onboarding text to show users
what to expect and what they can do.

Include instructions

l included video instructions right
before the game to explain how to play.

Add results sequence

| added a sequence after the round to build
up drama about how everyone did.
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Usability Testing

Task-based usability testing with

& x @
5 remote testing participants. c

Onboarding confusing

Users thought app would automatically add
contacts from onboarding screen.

Video too fast

Users found instruction video to be fast and
not clear about how to play.

Start game from panel

Users thought they could start a game with
users on the right sidebar.

user-4-040321

- ,@“

Marcela

‘;‘P

I\V\

e R

TRE

Wendy

Friends
* M
© Mty
o doecn
= Sehary
e
Susan
* Guerg

+

HARMONIOUS
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Usability Testing

Task-based usability testing with
5 remote testing participants.

More settings control

Users requested additional options for sound
level and text size for accessibility.

Word challenges

Users wanted to increase interaction among
participants on the call. One suggestion was
adding “challenge a word.”

Bigger text

Some alert boxes -- especially those from
the iOS Ul kits -- were too small to read.

user-2-040321
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Prototype
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Final Prototype

*0B=0"06

Link to Prototype - Figma



https://www.figma.com/proto/Bc3vbh6LSrtUrot91ZhJTK/Harmonious-Hi-Fi-Screens-v3?node-id=1%3A3236&viewport=-174%2C1224%2C0.25&scaling=contain&page-id=0%3A1

HARMONIOUS) e

< Ackd Contact

LA L
“'? ! f o Manea
: &)

¢ M,
@ Jorttan
*  Mobert
S " Slaitn
*  Susan

& Ooowge

Marilyn Marcels

HARMONIQUS

Link to

Prototype
MP4



https://drive.google.com/file/d/178C3QKyozFbxl9vbvwqEvgL0N081mF4E/view?usp=sharing
https://drive.google.com/file/d/178C3QKyozFbxl9vbvwqEvgL0N081mF4E/view?usp=sharing
https://drive.google.com/file/d/178C3QKyozFbxl9vbvwqEvgL0N081mF4E/view?usp=sharing
http://www.youtube.com/watch?v=u-388hkpxV0

Testing Feedback
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’ ’ You're sharing an experience. You're sharing an
adventure. You can talk together. | really think
this could be a loneliness buster. | think it's great."

User testing participant
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’ ’ | want to play this."

User testing participant



Notifications
12:32m
Marcela has invited you to play!
Click hare to foin,
2dwyago

Elens has invited you to play!

Click hara to join
Fdmynago

Josus has invited you to piay!
Click hora to join,

HARMONIOUS

User testing feedback

What Worked

W

Sidebar menu makes sense

I~

Initiate a game with friend

Users were able to correctly guess what
was behind the new menu buttons.

Users understood that a game could be
initiated with a friend from the side
panel.

oit )

Understand friends online Onboarding microcopy

Users understood which friends were
online and were not confused.

Users did not think that onboarding
meant they would be connecting all of
theor contacts at that moment.



Notifications
12:32m

Marcela has invited you to play!

Click hara to [oin.
2dwysago

Elens has invited you to play!

Click hara to join
Fdmynago

Josus has invited you to piay!
Click hora to join,

HARMONIOUS

User Testing Feedback

What to Improve
1 0

“Help” button not intuitive Challenge feature affordance

Users were not always clear that a “how
to play” video was behind “help”.

Users liked the feature, but it wasn’t
clear how toinitiate it.

S >

Fix slow performance Slow video down

Figma was lagging and causing
performance issues with testing

For some users, the help video still went
too fast.
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Lessons & Next Steps
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Reflections

Lessons Learned

Test, test, and test again

The highest value came from getting

feedback directly from potential users.

Ny

Think through components

Some of the components | created
needed to be reworked.

2

Go high-fi early

By strategically moving into high-fi
earlier than | had planned, | created a

cohesive system that was easy to update.

AN,

Work in ateam

This project was huge for one person,
and | wish | had been able to tap into the
brain power of a team.

HARMONIOUS




d

kmarks Window Help

ponsiveness of your Ma Moving forward

Next Steps

This is what | plan to do next.

&

Implement recent user Redline wireframes
feedback

Marilyn Marcela Josue Wendy
Do TEX CEST X WIN
SEE NIN X WIN B8ID

SHINE FREE SHINE WINE

JEST JEST

DIED

TILE

| will annotate the wireframes for
developer handoff.

| plan to iterate my prototype with the
most recent feedback.

Work with a developer Build an MVP

O 0000000

3

Marilyn

My business partner is already building We will build out a rough prototype for
a functional coded prototype. another round of user testing on the
path to an MVP.
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Appendix
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Research Plan

Objective: Understand how families currently engage when connecting socially, their challenges, barriers, and solutions.

Semi-structured, Data collected through March 4-March 6 16 participants from targeted
qualitative user Zoom remote video user profiles:
interviews: 16 total recording and through 8 adult children of seniors
notes, then transcribed 8 seniors
with Otter.ai

Link to research plan in Google Docs



https://docs.google.com/document/d/17LYBJEOw1YlPicIq2JghXgL5Qf_js041uz5n7CGlwbw/edit?usp=sharing

Proto Personas

Activity: Determine user types and create ' R

proto personas for the starting point of creating ‘ o / \
auserinterviewplan. [T / SRR ‘,

Outcome: Provisional document for developing
user interview questions and discussion guide;
list of features for identifying users using
screener

o
Lo -

iy

I

5 e

-4
(9]
1

—_— e —

Link to proto personas on Mural



https://app.mural.co/t/standardbeagle0181/m/standardbeagle0181/1614554988683/4593ab090f7b479c26ef522937c14e43348c58ab

a1

Competition

Activity: Analysis of 3 direct and 3 indirect competitors in the space to determine what features may be missing.
Outcome: Analysis of competitors provides identification of recommended solutions for feature brainstorming

This app includes face to
face play with games, but
the games are limited. It's
fairly simple to set up, but
the push to invite friends
is confusing. The Ul has a
heavy emphasis on
inviting friends.

This is the closest
competitor to what the
project envisions. The
integration with
videoconferencing is close
to the vision, and it also
uses a web-based game.
Games are limited and
require some power in the
computer to play.

Face to face app, but no No face to face playing and
direct integration with a not all games considered.
game. users who play

games can play things like

Charades.

Link to competitive analysis in Google Sheets



https://docs.google.com/spreadsheets/d/1m_9hsM1C1N-MJ-NbDNLZTqTidheBMMOdHVgVvCLo55A/edit#gid=1890035534&range=A1
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Recruitment and Survey Screener

Tool for recruitment and screening applicants to [ ety tsemnacth 5.0 ooo R : D
ensure they meet definition of target user. SRT—

This survey was shared across Linkedinand
Slack.

Outcome: List of potential interviewees for
user interviews

USER RESEARCH
HELP NEEDED

Link to results in Google Sheets



https://docs.google.com/spreadsheets/d/1Bia50icRIiB0taO4J3bzQ1417pfLarLspathZucfz0k/edit?usp=sharing
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Research Synthesis

Activity: Externalize data to find patterns in
findings and uncover meaning.

Outcome: Categories of findings for key
insights

Link to Interview analysis in Google Sheets

n
‘@- goum
B = =0
SE= =8
=n Ea¥cg >
z-m@=l Em o)
[ | ] -;3‘ — xwl’s
[} = -‘.:“_"'
S Emg LI

Link to Affinity Diagram on Mural



https://app.mural.co/t/standardbeagle0181/m/standardbeagle0181/1615063596873/191593adc1dd15ca7bf2e88a7ddc273b22061fce
https://docs.google.com/spreadsheets/d/1m_9hsM1C1N-MJ-NbDNLZTqTidheBMMOdHVgVvCLo55A/edit#gid=1343433490&range=A1

User Insights

Activity: Generate insights to understand the deeper meaning behind patterns and behaviors in order to finalize problems and

propose solutions.
Outcome: Scenarios for for customer journey map step.

Users need ways to Users need technology to
connect more than 2 be simple and inclusive of
people in families all abilities in order to

connect and be accessible
to everyone in the family.
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Users will play
multi-player games if they
are playing with people
they personally know.

Users need a timeboxed
method for engagement so
that they can overcome time
constraints.

Link to user insights in Google Sheets



https://docs.google.com/spreadsheets/d/1m_9hsM1C1N-MJ-NbDNLZTqTidheBMMOdHVgVvCLo55A/edit#gid=297531072&range=A1
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User Personas

Activity: Iterate personas based on data from
research and develop empathy for user types.

Outcome: Concise persona document to use for

feature brainstorming.

Link to User Persona 1 PDF

Link to User Persona 2 PDF

About

wendy lives in Dallas, Texas and her mother, 72, lives in Austin,
Texas. Wendy works full-time and is raising two small children, and
her mom typically drives up to visit her. But lately she hasa't been

ablo to travel 3s much because of health concerns. Wendy is close
to her mom and calls her every week to stay in touch.

"I was like, ‘'OK, well, how are we going to feel more
connected? So it was kind of a big ordeal because |
had to teach her how to use Zoom.™

Environment & Context

+ Home: Often busy with kids' schedules. Texts photos and messages
Trequently to parents.

- Tech: Owns an iPhone, tablet and laptop for work, Very familiar with work
tools, like Zoom and Hangouts

- Play: Winds down with a few digital games. Enjoys Words With Friends
[plays against her mom, Solitaire, and CandyCrush.

Goals & Needs

- Ease worries about mom's health and how much she's alone,

+ Find ways to make sure her mom stays active and engaged,

+ Teach mom how to use tools so they can talk face to face more often.

Hesitations & Pain Points
tech .- Her mom has an iPad and phone, but feels
uncomfortable with applications sh'e not already familiar with. And
wen d v Wendy isn't physically presant to show her.
y - Complexity - Simple tech, like FaceTime, is powerful But interfaces that
A requires more familiarity or knowdedge are a barrier
Full-time Consultant « Mom of 2 « Declining health -- While har mom is in good health now, Wendy is
aveare that as time goes on, her mom s likely to become less and less
able. Her mom already has a bad back and knee, which makes driving
long distances difficult

Lives 3 hours from Mom, a senior

About

Marilyn is a retired nurse who has two adult children. Mariyn's son lives in
Houston and her daughter in Dallas. Marilyn's children are busy with their
jobs and her daughter has two small chikdren. Marilyn typically drives to
visit them whenever she wants to see them, but lately she has not been
able to. Even though she has a nearby network of friends and neighbers,
she feels a bit lonedy.

“I think the world that | grew up in is definitely
different than the world that we live in now. And |
think that makes things harder. In the fact that
people right now you want your kids to be you teach
them to be independent, and you want them to fly.
And they do. But there's no nucleus of family as
much as there used to be.”

Environment & Context
+ Hoeme: Lives independen

- Fun: Lives an active Iifestyle and has a busy lfe, Likes to visit with triends
and neighbors. Plays games on her iP:

+ Health: In good health other than an aching knee. Concerned about
dementia, because both her parents suffered

Goals & Needs

- Keep her mind active 1o stave off boredom and prevent dementla.

- Communicate frequently with her adult children and their families.

- Age in place in her oam home.

Hesitations & Pain Points
+ Alone much of the time and sometimes feels lonely.
- Worried about developing dementia,

Marilyn

Senior - Retired + Has created a support system of friends and neighbors out of concarm
no one will be there for her in ber health deciines.

iPad User « Plays games for fun - Concerned about beng forced ta leave hver home If her health declines
oo much,


https://drive.google.com/file/d/1oEFWi_uGzbXefhYZTPuocTiedzjY97ok/view?usp=sharing
https://drive.google.com/file/d/1o9UeEYv2vIfM73bNNzWGFvEXEARa5ySi/view?usp=sharing

Full-time Consultant - Mom of 2

Lives 3 hours from Mom, a senior

About

Wendy lives in Dallas, Texas and her mother, 72, lives in Austin,
Texas. Wendy works full-time and is raising two small children, and
her mom typically drives up to visit her. But lately she hasn’t been
able to travel as much because of health concerns. Wendly is close
to her mom and calls her every week to stay in touch.

"l was like, ‘OK, well, how are we going to feel more
connected? So it was kind of a big ordeal because |
had to teach her how to use Zoom.”™

Environment & Context

- Home: Often busy with kids' schedules. Texts photos and messages
frequently to parents.

- Tech: Owns an iPhone, tablet and laptop for work. Very familiar with work
tools, like Zoom and Hangouts

- Play: Winds down with a few digital games. Enjoys Words With Friends
(plays against her mom), Solitaire, and CandyCrush.

Goals & Needs

- Ease worries about mom'’s health and how much she's alone.

- Find ways to make sure her mom stays active and engaged.

- Teach mom how to use tools so they can talk face to face more often.

Hesitations & Pain Points

- Intimidating tech -- Her mom has an iPad and phone, but feels
uncomfortable with applications sh’e not already familiar with. And
Wendy isn't physically present to show her.

- Complexity -- Simple tech, like FaceTime, is powerful. But interfaces that
requires more familiarity or knowledge are a barrier.

- Declining health -- While her mom is in good health now, Wendy is
aware that as time goes on, her mom is likely to become less and less
able. Her mom already has a bad back and knee, which makes driving
long distances difficult.



arilyn

Senior - Retired

iPad User - Plays games for fun

About

Marilyn is a retired nurse who has two adult children. Marilyn’s son lives in
Houston and her daughter in Dallas. Marilyn's children are busy with their
jobs and her daughter has two small children. Marilyn typically drives to
visit them whenever she wants to see them, but lately she has not been
able to. Even though she has a nearby network of friends and neighbors,
she feels a bit lonely.

“l think the world that | grew up in is definitely
different than the world that we live in now. And |
think that makes things harder. In the fact that
people right now you want your kids to be you teach
them to be independent, and you want them to fly.
And they do. But there's no nucleus of family as
much as there used to be.”

Environment & Context
- Home: Lives independently.

- Fun: Lives an active lifestyle and has a busy life. Likes to visit with friends
and neighbors. Plays games on her iPad.

- Health: In good health other than an aching knee. Concerned about
dementia, because both her parents suffered.

Goals & Needs

- Keep her mind active to stave off boredom and prevent dementia.

- Communicate frequently with her adult children and their families.
- Age in place in her own home.

Hesitations & Pain Points

- Alone much of the time and sometimes feels lonely.

- Worried about developing dementia.

- Has created a support system of friends and neighbors out of concern
no one will be there for her in her health declines.

- Concerned about beng forced to leave her home if her health declines
too much.
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Customer Journey - Current State

Activity: Understand the user's current
situation to identify areas where solutions can

solve problems. Senior finds a game to play to exercise mind

R . &

Outcome: |dentification of 3-4 areas of o | e

opportunity for the solution to address. N - BB EA R R

Link to Customer Journey 1 PDF s

Link to Customer Journey 2 PDF
Doing
Thinking i
& feeling e
roucnpore T =
s&tolls ‘—::‘;-—H :.-—;;-—: n::.



https://drive.google.com/file/d/1oYG_ZZAd2Bft4Ez6VNJ24UxGfvS5h5ya/view?usp=sharing
https://drive.google.com/file/d/1okJ7W6Ract-0Rg9mmOS5EaZjDKT1M_HU/view?usp=sharing

9.7

Brainstorming

Activity: Generate ideas for solving the users'

problem using Mural for capturing ideas based
on the outcomes created so far. | will use the “I
Like, | wish, What if” method of brainstorming.

Outcome: List of ideas for solving the problem

o 4
High

IMPORTANCE

Low

PR

are ras

Low

FEASIBILITY High [P

Link to Brainstorming Exercise on Mural



https://app.mural.co/t/standardbeagle0181/m/standardbeagle0181/1615696352367/e282bbb25c42199978547c9e80af4e65250e4bb5?wid=0-1480710305184

58

Feature Prioritization

Activity: | will use two methods for prioritization. The first will roughly measure the feasibility of an idea by mappingiton a
matrix of effort versus impact. This will eliminate non-feasible ideas. Then, | will rank the remaining ideas based on a score of

Value versus Effort, and rank the ideas according to its score.

As a player, | want one game to last a 4 5 20
maximum of 20 minutes.

As a user, | need to see the gameboard clearly 3 5 15
on the screen.

As a player, | need a way to score up mywords 5 3 15
and enter the score.

As a user, | need to be able to invite my family 3 5 15
to play with me. (Allow users to invite players

with a family code (like Kahoot)) 4 3 12

Letter tiles appear on board

High

High
Medium
High

High

Link to Feature Prioritization in Google Sheets



https://docs.google.com/spreadsheets/d/1m_9hsM1C1N-MJ-NbDNLZTqTidheBMMOdHVgVvCLo55A/edit#gid=1149574295&range=A1
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Value Proposition

Ensure ideas meet needs in the market and

differentiate from competitors (identified as a
risk).

Outcome: Completed value-prop canvas

The Value Proposition Canvas

ous 5 & web Sppication that alows mukpke family members to connect

B Erain DOCEBG GG 1N 1 Show 5 ROV Mmental

, S CA L |

Customer Segment Chidren of senicrs expaniencing lonetiness
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e
—
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e Chadenging
— actraty that
promotes
~” o
e
wepacn
o
Produc
& Services ]
p. ==
[[17Y = e
,‘,“: 2ppeal to
schedues
Pain Relievers
Video
P
promotes foce to
tace imwrocton sa
ease feelings of
molation sk factoe
for sariors)

corvmenr: sirstegyrer G

e St st vsbogrse

(®Strategyzer

strategyzer.com

Link to Value Proposition Exercise on Mural



https://app.mural.co/t/standardbeagle0181/m/standardbeagle0181/1615774498089/c9e4acd6405551cec2b498b644a8f2cbe12f0502

= . B
Task Fi . .

S e
Understand primary tasks for user types. \ i ‘
Outcome: Diagram to understand flow for ST—— -
certain tasks. T R E___}: e

|
;—=. = _-_—- = i;i'— S = —i;;= —E—E <8

Link to Task Flows on Mural



https://app.mural.co/t/standardbeagle0181/m/standardbeagle0181/1616361220043/22c93add99c9fdfe9b90844db78c0eb01be2d42e?wid=0-1616367144427
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User Flow

Flesh out user paths to see entire flow of user through solution
Outcome: Diagram to understand full user flow to end goal.

!
1

Link to User Flow on Mural



https://app.mural.co/t/standardbeagle0181/m/standardbeagle0181/1616361220043/22c93add99c9fdfe9b90844db78c0eb01be2d42e?wid=0-1616367150767

Sketches

Lo-fit sketches to work through initial solution design.

e L P haddas i d HEEEREEERE b PR
e L e b e :

| Al
i -

T sSzcasaul

- FORE]

Link to Sketches on Figma
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https://www.figma.com/file/4Up553ttO6XsJMIox4R67e/Harmonious-Wireframes?node-id=17%3A4259

Mid-Fi Screens

| iterated on my sketches in Figma using an iOS Ul kit for faster prototyping.

341 Mo Jon 3 - - 2441 M Jn 3 - - 41 M Jon 3 -y oo -

o ® ¢ o 8 ¢ o B
Nozfications  Meru Notifications  Mer ] Notficators  Merw
Miin|E|S|A|F|{CITI|L My Words
Welcome, Wendy! Host a Game B1[F|1|u|R[s|A|T BB
Let's play! Let's add some players! D E iiolTIBRielelL
~ |
‘  Marcels Al H | wmmll L O H
/' Marilyn T N N N T N | in F
———— W Josue
+ robert

f wo . "N & -
Invite a friend Host a Game Join a Game S ," :' i f""

Wendy

HARMONIOUS; HARMONIQUS;

e st cammschs Ve gt ot cammachs

HARMONIOUS]

O Reteash 1 sectings O Rotresn {8 Settings

G Sevtings

Link to Mid-fi screens on Figma
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https://www.figma.com/file/4Up553ttO6XsJMIox4R67e/Harmonious-Wireframes?node-id=6%3A51
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Informal User Feedback

Methodology: Informal testing with 4 users. This was conducted using semi-structured remote testing. Users were provided with a
link to the prototype and asked to walk through it. Each session was recorded and analyzed.

Need to include microphone access -- can put this with e Initiation of game -- for private game, invite people through
camera access the app; for public game, create game code

Do a little video for showing winners -- like how e Start of game -- don't show game board before the rounds
MarioKart does it starts; give instructions on how to play -- maybe in video form
Add pop up to "Quit" and ask if they really want to quit ¢ Sharing -- change this to more like how Spoify does this

Need instructions on how to play during onboarding e Contact list -- show and add -- fill out this flow

In the user dropdown - see who's online e Game win -- make this more fun -- build the drama and change
Instead of menu -> profile and your accomplishments how the winning words are displayed

“Incoming -- may not need to approve:

Look at how Spotify share works --> share internally

Link to Feedback analysis in Google Sheets



https://docs.google.com/spreadsheets/d/1m_9hsM1C1N-MJ-NbDNLZTqTidheBMMOdHVgVvCLo55A/edit#gid=1500681471&range=A1

Brand Guide

| designed a unique look and feel for my app and created this brand guide in Figma. Then | turned the brand guide into an asset library.

HARMONIOUS
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Brand Identity

‘Brand Archetype
Girl/Guy Next Door

Goal
ekine, belang, oot and be accepted
bycthers
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B0 bt Cut Keawe anyona bohing

Strategy

Brand Voice.
Frindly rrvtin hocest. practicsl
Customors Foel
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HARMONIOUS

LOGOS

HARMONIOUS

The aame that tarnects

HARMONIODS
RERMONIOUS

HARMONIOUS

TYPOGRAPHY

‘Adobe Typekit Font
Omnes

withthe typographical bago.

HARMONIOUS

retain constency acnoss browsers.

TYPESTYLES
wew  AVisual Type Scale
wew  AVisual Type Scale
wu  AVisual Type Scale

The rame can be used akone or weh the
13gine incne of the five shades af the color
pokeste.

Link to Brand Guide on Figma



https://www.figma.com/proto/gEpS8ZzrwnjVzvIl5D7Sdd/Style-Guide-Harmonious-Capstone-2021?node-id=318%3A0&viewport=728%2C729%2C0.08618776500225067&scaling=contain&page-id=0%3A1
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" M oo 3

Hi-Fi Screens & Prototype v1

| turned the mid-fi screens into high-fidelity and implemented the design feedback.

41 M Jan 3 - o -

Welcome, Wendy!

Let’s play!

Friends +

HARMONIOUS

Link to Hi-fi Prototype v1 on Figma

- oo -

Friends



https://www.figma.com/proto/4Up553ttO6XsJMIox4R67e/Harmonious-Wireframes?node-id=31%3A1740&viewport=247%2C577%2C0.0625&scaling=contain&page-id=31%3A0
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Usability Testing 1

User testing conducted April 2-4 via Zoom. Results were
analyzed and synthesized using Google Sheets and Mural.

user-test-1-040221

Methodology Participants

Scenario-based usability Five participants sourced ——

testing- Steve Krug style - from original group of ' o N

using remote, moderated user interviews who o EEE =

testing environment. agreed to be contacted : : = = E
for testing.

Link to analysis of results on Google Sheets | Link to synthesis of results on Mural



https://app.mural.co/t/standardbeagle0181/m/standardbeagle0181/1617556915013/e1662c914703afef3b5fe107771b27cead7b4053?wid=0-1617559206122
https://docs.google.com/spreadsheets/d/1m_9hsM1C1N-MJ-NbDNLZTqTidheBMMOdHVgVvCLo55A/edit#gid=1898871349&range=A1

Hi-Fi Screens & Prototype v2

| iterated my high-fidelity screens and prototype based on the feedback from the formal user testing.

41 M Jon 3 o -

" 130
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My Words
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Things You Can Do

HARMONIOUS —Q

Play Live With Your Friends

“$54

474

m

+ 4+ 4

m

)
+ 1

2|

You can video conference with friends
and family and play a game with them.

Skip All Next =

HARMONIOUS

HARMONIOUS

Link to Hi-fi Prototype v2 on Figma
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https://www.figma.com/proto/Bc3vbh6LSrtUrot91ZhJTK/Harmonious-Hi-Fi-Screens-v3?node-id=1%3A3163&viewport=4659%2C597%2C0.25&scaling=contain&page-id=0%3A1
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Usability Testing 2

User testing conducted April 10-11 via Zoom. Results were
analyzed and synthesized using Google Sheets and Mural.

041121-user-test-5

Methodology Participants

Scenario-based usability A different set of 7

testing- Steve Krug style - participants were sourced

using remote, moderated from original group of

testing environment. user interviews who
agreed to be contacted
for testing.

Link to analysis of results on Google Sheets | Link to synthesis of results on Mural



https://app.mural.co/t/standardbeagle0181/m/standardbeagle0181/1617556915013/e1662c914703afef3b5fe107771b27cead7b4053?wid=0-1618350992569
https://docs.google.com/spreadsheets/d/1m_9hsM1C1N-MJ-NbDNLZTqTidheBMMOdHVgVvCLo55A/edit#gid=1471407734&range=A7
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