Project stages
Empathise & Analyse

This project began with research - branding research to learn what
kind of branding is used by space agencies, and function research to
learn what kind of functionality is found in other chat apps
(Messenger, Whatsapp, etc). I also read some articles about best
practices for chat app user experience. Next, I did several wireframes
on paper and selected the best ones, then I redesigned them in Figma
and refined them into high-level designs.

 

However, I would like to share the ideal work process, which could
lead to even better results.
Kaisa Kukk

1. Desk research 

1.1 A secondary research (research that someone else has already done):
Finding out what other people have already done, reading articles,
watching videos. I do this to deepen my understanding of the problem. 

1.2 Primary research (interviews, surveys, diaries, observation). In this
project I would conduct interviews with space agency employees in order
to understand what functionalities they need in a chat application and what
challenges they encounter when using well-known chat apps (Messenger,
etc.).


2. Competitive analysis. Analysing the chat experience of each competitor's
website or app. Comparing direct and indirect competitors.

Synthesise & Define

1. Organising, interpreting, and making sense of the data I've gathered in the
previous stage.

2. Defining the problem

2.1 "How might we?" - How might we questions are based on the information
that I have gathered so far and help me to formulate the problem.

2.2 Using affinity diagrams to organise the research I have done and further
define the problem.


3. Creating personas- 1-3 personas per project + writing user stories and user
problem statements to define clear user goals. 

4. User journey mapping (different variants: empathy, customer journey,
experience, service blueprints)- In this project I would use Customer journey map.


Ideation

Testing

1. Ideating using one of the following techniques: brainstorming, bodystorming,
mind-mapping, worst possible idea, analogies. I would use brainstorming and
mind-mapping in this project.



1. Testing previously made high-fidelity prototypes with users remotely
(moderated or unmoderated) or in-person. 



2. Prioritising - Usually, I prioritise ideas based on an Impact-Effort table, which
determines which ideas will have the most impact on the client and will take less
effort to implement (money, time, etc.).

 

3. Information architecture

2.1 Defining content;

2.2 Card sorting to group and label content.

 

4. Defining navigation and creating sitemap of the app/web app.




Prototyping
1. Low-fidelity prototypes

1.1 Paper sketches 

1.2 Wireframes

1.3 Interactive low-fidelity prototypes. If it is possible and the project  

budget allows, then it would be helpful to do

user-testing with low-fidelity prototypes. That would show whether 

the app structure is understandable.

(1.4) If user testing can be conducted, I would make necessary
corrections based on the results.  


2. High-fidelity prototypes

2.1 High-fidelity design 

2.2 Interactive prototype that is ready to be tested by users

2. Making alterations to the high-fidelity design. Testing can create new ideas for
the project or reveal insights that redefine the problem, so if needed I or my team
will go back to the ideation or defining stage and make alterations.



Presenting design to stakeholders/clients
Presenting design to client. I let them try the prototype themselves. Showing
what my team and I have done and what was the original problem, how we
solved it and how succesful were the users when compliting user-testing
tasks.



Final Design handoff to developers
I would bring in the developers early to have a good product and successful
handoff so that I could seek insight if needed from developers on how design
elements would likely translate to the app. This would enable me to run initial
design ideas past developers, so any potential code issues can be identified
when it is easier to make adjustments.



