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The  
Objectives



A digital learning platform for students and experienced professionals who are looking to widen their horizons through learning and enabling them to land the 
right kind of roles in the organization. Also to showcase their craft through customer success stories and service offerings, their culture through SME and business 
leader talks, events, their celebrations, webinars and an opportunity to test their talent through contests and hackathons and also search and apply for choice of 
career. 

UX Approach
• RESEARCH 

• IDEATION 

• SOLUTION 

• DESIGN 



UX  
Research



My first goal with the research was to know what people think about online learning platforms, which decisions have to be faced when carrying out a course and 
what characteristics should have the course so they decided to do it. To obtain several points of view and experiences related to the learning platform, I focused 
my interviews on people who were very interested in it, people who had done online courses and others who hadn’t, to understand why they have never decided 
to make one. 

I conducted 7 interviews in person with my friends who fit within the primary target market. I approached them and did my best to empathize and understand 
their unmet needs. Talking with these 7 people helped me to discover why they sometimes refused to do online courses and how often it was related to not 
knowing what they would find during the course.

Interviews & Surveys



Once I had all the information, it was the time to synthesize and define the problem focusing on the users. To execute this step, I used the Affinity Diagram. I was 
able to categorize the main difficulties faced by users. I’ve made a list compiling and crossing all data collected. This helped me to visualize what are the main 
areas of interest and helped to prioritize user needs and define how I would approach the ideation phase. This was also helpful because it helped to visualize 
how every method contributed to the overall phase of identifying the main needs and problems and I was also able to see how these methods agreed with other 
or not.

Affinity Diagram

Insights

Some of the insights were:  

• Users know what they want to learn, because they know what they can and can’t do, but not always they can choose. 

• Users often don’t have time, they want to know what mandatory training they need to do. 

• Users want to own their own training so they can manage their career better. 

• It would help users to have a global vision of everything they are going to learn. 

• Users need to control what they are going to learn to feel secure about their decision. 

• If Users don’t know if it’s going to be useful for them, they don’t sign up for the course.



 

I focused on the problem and whom I was designing for, so I defined my User Persona who would help me to make important design decisions and create a 
product that meets their needs and goals. 

PRIMARY PERSONA (STUDENT) 

User Persona



 

PRIMARY PERSONA (EXP. PROFESSIONAL) 

User Persona



It was clear from the research that the learning platform should prioritize the insights because this would form the basis of a Minimal Viable Product (MVP).  

The key priorities were:  

• Make searching for training courses easier  

• Support time-poor learners by proactively notifying them of their training needs  

• Allow learners to manage their own training

Minimal Viable Product (MVP)

As a way to gain insights into user flow and wireframing, I looked into existing online learning websites that offer similar features. I focused on Lynda, 
Khanacademy, Udemy and Coursera, which were the most commonly used websites among the survey respondents. It was a great way to gain insights into user 
flow, layouts and interactions, and to see what was working or confusing from the perspective of a user. I also conducted a heuristic analysis.

Competitive Analysis & Heuristic Analysis



ideation



 Card sorting



 



 User flow



 information architecture



solution



When done right, cards can improve the website navigation, thus boosting the UX. They help isolate certain chunks of information and help us memorize 
information in a more cognitive-friendly way. It provides an interesting solution when it comes to visually representing information on content heavy websites. 
Helping users navigate a site to find the information they need is a top priority. Card UI designs help do exactly that.

Card-based UI

The UX design should allow searching for courses from multiple sources on any page. It should present search results consistently using a card metaphor. Any 
course displayed would also include related courses and functionality should add to recommend, review, share and save courses (to My Learning).

Improved Searching for courses

A users should see (without them having to think) if there were courses outstanding they needed to complete. A colour-coded traffic light scheme should  
introduced (but for accessibility, not the only indicator). So for example, if something is red it is important and needed attention soon if Green it is completed.

tell Users what they need to do

It should enable users to own their own learning by providing an easy way to collect, organize and monitor progress against any course they have access to. This 
way users can complete training needed for their job but also take additional (aspirational) training for a career move within the organization.

Users Manage their own training



design



 Wireframe



 Prototype



 



 



THANK YOU

- BY AKHAND SRIVASTAVA
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