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Introduction

The purpose of this case study is to outline the development of an e-learning mobile app designed for school or
university students. The app aims to provide a comprehensive learning platform that enables students to access
educational resources, engage in interactive learning activities, collaborate with peers, and receive personalized
feedback from instructors. The project will follow the design thinking process and agile methodology to ensure an
iterative and user-centered approach.

Project Overview

The project involves the development of an e-learning mobile app specifically designed for school or university
students. The app aims to provide a comprehensive learning platform that allows students to access educational
resources, engage in interactive learning activities, collaborate with peers, and receive personalized feedback
from instructors. The app will be compatible with both iOS and Android devices, ensuring broad accessibility for
students.

Duration: The duration of the project will depend on various factors, including the scope of features, team size,
and development complexity. As an estimate, the project may span several months to a year, with the work
divided into sprints or iterations of 2-4 weeks each. The precise timeline will be determined during project
planning and adjusted based on progress and feedback.

Problem: Traditional learning methods often lack flexibility and fail to fully engage students. Students face
challenges such as limited access to educational resources, difficulty in collaborating with peers, and a lack of
personalized feedback from instructors. Additionally, geographical constraints and time limitations can impede
students’ ability to attend physical classes. These problems highlight the need for an e-learning solution that
overcomes these limitations and enhances the learning experience for students.

The Goal: The primary goal of the e-learning mobile app is to create a seamless and engaging learning
experience for school or university students. The app aims to address the identified problems by providing a
platform that offers:

1. Accessible Resources: Students will have access to a wide range of educational materials, including textbooks,
lecture notes, videos, and interactive learning modules. These resources will be available online, allowing
students to learn at their own pace and from anywhere.

2. Interactive Learning Activities: The app will offer interactive quizzes, exercises, and simulations to facilitate
active learning and reinforce concepts. These activities will be designed to be engaging and promote
knowledge retention.

3. Collaboration and Discussion: The app will provide features that enable students to collaborate with their peers,
participate in discussion forums, and work on group projects. This fosters a sense of community and
encourages knowledge sharing and peer learning.

4. Personalized Feedback: Students will receive personalized feedback from instructors on their assignments,
quizzes, and performance. This feedback will help students understand their strengths and weaknesses,
allowing them to focus on areas that need improvement.

5. Progress Tracking: The app will include a progress tracking feature that allows students to monitor their
learning journey, track their performance, and set goals. This feature will provide students with a sense of
accomplishment and motivation.



Design Thinking - Non - Liner Process

1-EMPATHIZE 3-IDEATE a~TEST
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Empathize: The first step in the design thinking process is to empathize with the target users, in this case, school or
university students. The project team conducted extensive user research, including surveys, interviews, and
observations, to gain insights into students’ needs, pain points, and preferences when it comes to e-learning.

Define: Based on the research findings, the project team identified key user needs and challenges. These insights
were consolidated into a clear problem statement, defining the goals and objectives of the e-learning mobile app.
For example, the problem statement could be "How might we create an e-learning app that offers a seamless and
engaging learning experience for students?”’

Ideate: During the ideation phase, the project team brainstormed potential solutions and features for the e-
learning app. This involved generating a wide range of ideas, considering both technical feasibility and user
desirability. Techniques such as mind mapping, storyboarding, and rapid prototyping were employed to explore
and refine concepts.

Prototype: Following the ideation phase, the team created low-fidelity prototypes of the e-learning app. These
prototypes focused on the core functionalities and user interactions. The team conducted user testing sessions,
gathering feedback and iterating on the design to improve the user experience. This iterative process continued
until a high-fidelity prototype was achieved.

Test: The high-fidelity prototype was then tested with a larger group of representative users, including students
and instructors. Feedback was collected through surveys, usability testing, and interviews. The project team
analyzed the feedback and iterated on the design further to address any identified issues or areas for
improvement.



Design Sprint

PRODUCT OWNER

DEFINITION OF DONE
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Understand:

» Problem: Many school and university students struggle with accessing high-quality educational resources
and engaging in effective learning experiences outside the classroom.

« Goal: Develop an e-learning mobile app that provides a user-friendly platform for students to access
educational content, interact with peers and instructors, and enhance their learning outcomes.

Define:

« User personas: Identify and create detailed user personas representing the target audience, such as high
school students, undergraduate students, and graduate students. Consider their needs, preferences, and
pain points related to e-learning.

» User stories: Generate user stories based on the personas, focusing on their goals, tasks, and expectations
when using the e-learning app.

Diverge:

 Brainstorming: Conduct brainstorming sessions with cross-functional team members, including designers,
developers, and subject matter experts. Generate ideas for features, content delivery methods, interactive
elements, and community-building components.

» Crazy 8s: Have team members individually sketch multiple design concepts for key screens and interactions
within a time limit of 8 minutes each.

» Storyboarding: Combine and refine the sketches to create a storyboard that depicts the flow and
Interactions of the app.

Decide:

« Feature Prioritization: Collaboratively review the storyboard and identify the most critical features and
interactions required for the initial app release.

 Design Studio: Facilitate a design studio workshop where team members create detailed design mockups
for the selected features, considering usability, visual aesthetics, and information architecture.

Prototype:

» Rapid Prototyping: Utilize design tools to create interactive prototypes of the app based on the design
mockups. Ensure the prototypes accurately represent the intended user experience and key functionality.

» Prototype Testing: Conduct internal testing with team members and gather feedback to refine the
prototypes. Make necessary adjustments to improve usability and address any usability issues.

Validate:

» User Testing: Recruit a small group of representative users from the target audience. Conduct usability
testing sessions where participants interact with the prototype, complete tasks, and provide feedback on
their experience.

» Iteration: Analyze the user testing results, identify areas of improvement, and iteratively refine the app's
design and functionality based on the feedback received.

Deliver:

« Development: Collaborate with developers to translate the refined design into a functional e-learning
mobile app. Follow agile development methodologies to ensure continuous collaboration, iteration, and
testing during the development process.

 Quality Assurance: Conduct thorough testing of the developed app to ensure it meets the defined
requirements, functions as expected, and provides a seamless user experience across different devices and
platforms.

» Release: Publish the e-learning mobile app on app stores, making it available for school and university
students to download and access educational resources.

Learn:

« Post-launch Evaluation: Monitor user feedback, app usage analytics, and user engagement metrics to
evaluate the app's performance and identify areas for further improvement.

» Iteration and Enhancement: Continuously iterate and enhance the app based on user feedback, evolving
educational needs, and emerging technologies to provide an exceptional e-learning experience.




Personas

Sarah - High School Student
» Age: 16
- Sarah is a diligent high school student who strives for academic excellence.
She has a busy schedule with multiple subjects and extracurricular activities.
She seeks a mobile app that provides comprehensive study materials,
interactive quizzes, and personalized feedback to help her understand
complex concepts and track her progress.

James - College Student
» Age: 20
» Background: James is a college student majoring in computer science. He is
interested in programming and seeks an e-learning app that offers coding
tutorials, practice exercises, and a platform to collaborate with peers. He
wants a mobile app that helps him strengthen his coding skills and prepare
for coding competitions.

Emma - University Student
« Age: 22
« Background: Emma is a university student pursuing a degree in biology. She
needs access to a wide range of scientific articles, research papers, and case
studies for her assignments and projects. She looks for an e-learning app that
provides a vast library of academic resources, allowing her to search,
bookmark, and annotate important research materials.

Alex - Distance Learning Student
« Age: 30
- Background: Alex is a working professional who is pursuing a degree through
distance learning. He requires a flexible learning platform that allows him to
access course materials, attend virtual lectures, and engage in discussion
forums during his free time. He values the convenience of a mobile app that
lets him learn on the go.

Maya - Visual Learner
- Age: 19
- Background: Maya is a visual learner who finds it easier to understand
concepts through visual aids, diagrams, and videos. She seeks an e-learning
app that offers interactive visualizations, video lectures, and infographics to
enhance her understanding of complex topics. Maya wants the app to cater
to different learning styles.




User Interviews

1. Can you tell me about your experience with online learning or e-learning platforms?
‘I have used a few e-learning platforms during the COVID-19 pandemic when schools were closed. It was a mix
of video lectures, online assignments, and discussion forums. | also actively engaged with e-learning platforms

to supplement my in-person classes and expand my knowledge beyond the standard curriculum. Overall, my
experience has been mixed, with both positive and negative aspects.’

2. What are some challenges or frustrations you have encountered while using e-learning apps or platforms?

"One challenge | faced was the lack of interactive elements. It felt like | was just watching videos and reading
without much engagement. | also struggled with limited collaboration options.”

3. What features or functionalities do you find most valuable in an e-learning app?

‘| find features like interactive quizzes, real-time feedback, and discussion forums highly valuable. They help me
stay engaged and connect with other students.”

4. How do you prefer to access learning materials, such as textbooks, lecture notes, or videos?

‘| prefer having digital access to learning materials. Having them available online saves me the hassle of
carrying physical textbooks and notes.

5. Do you engage in collaborative learning or group projects? If yes, how do you currently collaborate with your
peers?

"Yes, | often work on group projects. Currently, we rely on messaging apps and email to collaborate, but it would
be great to have a dedicated space within an e-learning app for group work."

6. What types of feedback or guidance do you expect from instructors or mentors in an e-learning
environment?

‘| appreciate detailed feedback from instructors on my assignments and assessments. It helps me understand
my mistakes and learn from them.”

/. How do you track your progress and performance in your studies?

‘| track my progress through grade reports and performance summaries provided by the e-learning platforms.
It helps me stay motivated and identify areas where | need to improve.’

8. Are there any specific subjects or topics that you find more difficult or require additional support?

"Mathematics is a subject | find challenging. Having additional resources like video tutorials and step-by-step
explanations would be beneficial.”

9. How important is personalization in an e-learning app? Do you prefer tailored content or recommendations
based on your interests and learning style?

"Personalization is important to me. Learning materials tailored to my interests and learning style make the
studying experience more effective and enjoyable.’

10. What devices do you use for e-learning? Are you primarily a mobile user or do you also access e-learning
platforms on desktop or tablet devices?

‘| primarily use my smartphone for e-learning. It's convenient to access study materials and engage in learning
activities on-the-go.’



User Stories

Sarah - High School Student
» Age: 16
« As a student, | want to be able to access a diverse range of educational
resources, including textbooks, lecture notes, and videos, so that | can study
and review materials anytime, anywhere.
+ As a student, | want to have interactive quizzes and practice exercises
available in the app to test my understanding and reinforce my learning.

James - College Student

- Age: 20

« As a student, | want to be able to collaborate with my peers through
discussion forums or group projects, allowing us to learn from each other and
share knowledge.

« As a student, | want to receive personalized feedback and guidance from
instructors on my assignments and quizzes, helping me identify areas for
improvement and enhancing my learning experience.

Emma - University Student
« Age: 22
« As a student, | want the app to recommend additional learning resources or
suggest related topics based on my interests and previous engagement.
« As a student, | want the app to support offline access to certain learning
materials, so that | can study even when | don't have an internet connection.

Alex - Distance Learning Student
« Age: 30
« As a student, | want to receive notifications and reminders for upcoming
assignments, quizzes, or important deadlines, helping me stay organized and
on track.
« As a student, | want the app to offer a user-friendly interface and intuitive
navigation, ensuring a smooth and enjoyable learning experience.

Maya - Visual Learner

» Age: 19

« As a visual learner, | want to track my progress and performance within the
app, including a record of completed activities, grades, and overall
achievements.

- As avisual learner, | want the app to provide interactive visualizations,
diagrams, and infographics to enhance my understanding of complex
concepts.




Brainstorming

During the brainstorming session for the e-learning mobile app, the development team, designers, and
stakeholders can come together to generate innovative ideas and potential features. Here are some
brainstorming ideas for the app:

» Gamified Learning: Explore the idea of incorporating gamification elements such as badges, levels, and
leaderboards to make the learning experience more engaging and motivating for students.

+ Virtual Reality (VR) Experiences: Consider integrating VR technology to provide immersive educational
experiences, allowing students to explore virtual environments and interact with three-dimensional objects for
subjects like biology, history, or architecture.

- Intelligent Recommendations: Develop an intelligent recommendation system that suggests relevant learning
resources, courses, or activities based on students’ learning history, preferences, and performance.

- Virtual Study Groups: Create a feature that facilitates virtual study groups, enabling students to form study
groups, schedule group sessions, and collaborate on assignments or projects within the app.

- Interactive Simulations: Include interactive simulations and virtual experiments to allow students to practice
and apply theoretical concepts in a practical, hands-on manner.

- Adaptive Learning Paths: Implement an adaptive learning system that adjusts the learning path and content
based on individual student's progress, strengths, and weaknesses, providing a personalized learning
experience.

» Social Learning Communities: Build a platform for students to connect with fellow learners, ask questions, and
participate in discussion forums, fostering a sense of community and facilitating knowledge sharing.

» Performance Analytics: Develop a comprehensive analytics dashboard that provides detailed insights into
students’ performance, progress, and learning patterns, helping them and instructors identify areas for
Improvement.

- Offline Mode: Enable students to download learning materials, videos, and quizzes for offline access, allowing
them to continue learning even when they have limited or no internet connectivity.

» Language Support: Consider adding support for multiple languages to make the app accessible to a broader
audience, accommodating students who prefer to learn in their native language.

These brainstorming ideas serve as starting points to spark creativity and generate potential features that can
enhance the e-learning mobile app’s functionality, engagement, and effectiveness. The team can further refine
and prioritize these ideas based on feasibility, user feedback, and project goails.



Card Shorting

Card Sorting is a method used to organize and prioritize information or features in a way that makes sense to the
users. In the context of the e-learning mobile app, here is an example of how card sorting can be done to prioritize
features:

+ Create a set of feature cards: Write down each feature or functionality of the e-learning app on separate
cards. For example, "Access to educational resources,” ‘Interactive quizzes, "Collaboration tools,” "Personalized
feedback,” "Progress tracking,” etc.

« Gather a group of representative users: Invite a diverse group of potential users, including students, educators,
and other stakeholders, to participate in the card sorting activity.

 Explain the purpose and instructions: Provide an overview of the e-learning mobile app and explain that the
goal is to prioritize the features based on their importance and relevance.

 Ask participants to sort the cards: Distribute the feature cards to the participants and ask them to group and
sort the cards into categories or sections that make sense to them. Encourage them to discuss and collaborate
with each other during the process.

» Observe and take notes: As participants sort the cards, observe their thought process and discussions. Take
note of any patterns, common groupings, or interesting insights that emerge.

» Discuss and consolidate: After participants have completed the sorting, facilitate a group discussion to share
their insights and reasoning behind their groupings. Encourage them to explain why they prioritized certain
features over others.

» ldentify common themes and priorities: Look for patterns and commonalities among the participants’ sorting.
Identify features that were consistently prioritized highly and those that were considered less important.

- Analyze the results: Analyze the collected data and insights from the card sorting activity. Use the information
to inform the development team's decisions on feature prioritization and the overall app roadmap.

The card sorting activity helps to gather user perspectives on feature importance, identify commmon priorities, and
ensure that the e-learning mobile app is designed with the users' needs and preferences in mind. It provides
valuable insights for the development team to make informed decisions during the app’s design and
development process.



User Flow

The user flow for the e-learning mobile app will guide users through the various steps and interactions they will
have within the app. Here is an example of a user flow for the e-learning mobile app:

1. User Registration:
» User launches the app and is prompted to create a new account or log in.
 User provides their basic information such as name, email, and password to create a new account.
« User verifies their email address through a confirmation link sent to their registered email.
2. User Login:
« User enters their registered email and password to log in to the app.
» App verifies the credentials and grants access to the user's account.
3. Dashboard/Home Screen:
» User is presented with a personalized dashboard or home screen upon login.
+ Dashboard displays a summary of the user's ongoing courses, upcoming assignments, and notifications.
» User can quickly navigate to different sections of the app from the dashboard.
4. Course Selection:
« User browses or searches for courses they are interested in taking.
 User selects a course from the available options and accesses the course details page.
5. Course Details:
» User views the course description, syllabus, instructor information, and ratings/ reviews.
« User can enroll in the course or add it to their wishlist for future reference.
6. Learning Modules:
» User accesses the course modules and lessons.
« User can view video lectures, read text-based content, or engage in interactive learning materials.
 User can track their progress within each module and mark completed lessons.
7. Assessments/Quizzes:
» User completes quizzes or assessments associated with each module or lesson.
» User receives immediate feedback on their performance and can review their answers.
8. Collaboration/Community:
» User can access discussion forums or participate in virtual study groups for the course.
» User can post questions, share resources, and engage in discussions with fellow learners.
9. Progress Tracking:
« User can view their overall course progress, including completed modules, achievements, and grades.
 User can access detailed analytics and performance metrics to monitor their learning journey.
10. Personalization and Recommendations:
 User receives personadlized recommendations for courses, learning materials, or additional resources based
on their interests, preferences, and learning history.
11. Account Settings:
« User can manage their account settings, including profile information, notification preferences, and
password updates.
12. Logout:
» User can log out of the app to end their session securely.

This user flow provides a general overview of the main steps and interactions a user would have within the e-
learning mobile app. The actual user flow may vary depending on the specific design and functionality of the app.



User Journey Map

USER JOURNEY MAP / E-Learning Mobile App

STAGES

GOALS

ACTIONS

PAIN POINTS

EMOTIONS

TOUCHPOINTS

OPPORTUNITIES

STAGE 1 b

Discovery

* User becomes aware of
the e-learning app through
advertisements, word-of-
mouth, or app store
searches.

* User downloads and
installs the app on their
mobile device.

Application name & icon
should be user friendly

Good (® ¢
L

)

We can improve and give
more time for Branding,
website and posts of the
whole application

SCENARIO

This user journey map highlights the different stages and touchpoints a user experiences while engaging with the e-learning mobile app. It helps to
understand the user's motivations, interactions, and emotions throughout their learning journey, allowing the app developers to identify areas for
improvement and provide a seamless and satisfying user experience.

STAGE 2 »
Onboarding

« User launches the app for
the first time and is
greeted with a welcome
screen.

- User is guided through the
registration process,
creating an account, and
providing necessary
information.

» User receives a
confirmation email and
verifies their account.

Maximum 4 - 5 screens for
onboarding which first time
users can easily understand.

Annoyed B ¥
—_—

(=

We can design onboarding
illustration with some
multiple bright colours and
readable fonts

STAGE 3 >

Setting Preferences

« User is prompted to set
their learning preferences,
such as subjects of
interest, preferred learning
styles, and language
preferences.

+ User can choose to skip
this step and set
preferences later.

First time users will not give
more time after onboarding,
so there should be skip
actions added here...

Annoyed B ¢
A—

We can put setting
preferences in profile

STAGE 4 b

Exploring Courses

» User is presented with a
curated list of
recommended courses
based on their
preferences.

« User can browse through
different categories or
search for specific
courses.

« User selects a course to
view more details.

Course filter, list and basic
details

Frustrated B3 €

—_—

(=

On user type, preferences we
can use auto filtered

STAGE 5 b

Enrolling in a Course

* User reviews the course
details, including the
syllabus, instructor
information, and ratings/
reviews.

+ User decides to enroll in
the course or adds it to
their wishlist for future
reference.

+ User proceeds to the
payment or enrollment
process if the course is
paid or free respectively.

Free courses and payment
process

Frustrated "9 &

—

')

Latest courses, new discount

STAGE 6 >

Learning and Interacting

User accesses the course
modules and begins learning
through videos, readings, or
interactive materials.

User engages in quizzes,
assessments, or assignments
to test their understanding.

User participates in
discussion forums, virtual
study groups, or instructor
Q&A sessions to interact with
peers and instructors.

Happy g

=)

Most important action on
dashboard after start learning
first course.

USER JOURNEY MAP / E-Learning Mobile App

STAGES

GOALS

ACTIONS

PAIN POINTS

EMOTIONS

TOUCHPOINTS

OPPORTUNITIES

STAGE 7 b

Progress Tracking

» User can track their
progress within the
course, seeing completed
modules, assessments,
and achievements.

* User receives feedback
and grades for completed
assessments or
assignments.

« User can view overall
performance metrics and
analytics to monitor their
progress.

Happy "=',

SCENARIO

This user journey map highlights the different stages and touchpoints a user experiences while engaging with the e-learning mobile app. It helps to
understand the user's motivations, interactions, and emotions throughout their learning journey, allowing the app developers to identify areas for
improvement and provide a seamless and satisfying user experience.

STAGE 8 [ 4

Personalized
Recommendations

- User receives personalized

course recommendations
based on their learning
history, performance, and
preferences.

* User can explore and
enroll in suggested
courses directly from the

recommendations section.

Happy ::;

o

Add some marketing ads,
posts

STAGE 9 4

Support and Assistance

* User can access
customer support or
help resources within
the app if they
encounter any issues
or have questions.

* User can contact
instructors or submit
inquiries for course-
specific assistance.

Can't find immediate support
and assistance

Not Well "o &
o~

Boat-chat kind of
improvement needed for
better support and
assistance.

STAGE 10 >

Continuous Learning

« User completes the initial
course and explores other
courses within the app.

» User can discover new
topics, enroll in advanced
courses, or pursue
specialization paths.

Happy ";;

STAGE 11 b

App Engagement and
Retention

+ User receives app
notifications for upcoming
courses, assignment
deadlines, or new
features.

+ User may opt to share
their achievements or
course progress on social
media platforms.

* User continues using the
app for ongoing learning
and personal growth.

Happy g

Add some marketing ads,
posts on this.

STAGE 12 *

Offboarding

« User can easily access
account settings to update
personal information,
preferences, or
unsubscribe from
notifications.

« User can choose to delete
their account if they no
longer wish to use the

app.

Happy é.__',

o)
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Create a new account to access the app
Name

Enter your name
Email

Enter your email address
Password

= |
cnier your passwaorc
3 .

Register
| 2" : £y
A= o £
Home Notes Profile

V4Nl 1230

{ Course Details

Course Description

[ Enroll Now >]
Learn the basics of e-learning

Introduction to E-Learning
Course introduction and overview.

Syllabus ( Add to Wishlist >

Lesson 1: Introduction to E-
¥ Learning Completed

Lesson 2: Advantages of E-
%= Learning Completed

Lesson 3: E-Learning Tools and
¥ Pplatforms In Progress

Lesson 4: E-Learning Best
%= Practices Not Started

9 NOUrs

Instructor

John Doe

[ View Profile > |

John Doe

[ Message Instructor » |
f E-Learning g

Jane Smith

Great course! Highly

recommend.
{ Add to Wishlist J Enroll Now
B = Q
Horme My Courses Search
V4R 1230
{ Account Settings Q

._J_Dhl'i _DDE Edit Profile >

il sy
L LTIENT

Account Information

Name

John Doe

Email

john@doe.com

Language

English  Spanish French

Notifications

Notification icon Notification icon

Push Notifications Email Notifications

Enabled Disabled
Security
Recommended
Lock icon Fingerprint icon
Change Password Touch ID
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John

Beginner

What is HTML?

Hypertext Markup Language Hyper Media Languagt
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[ Skip

Question 2

Pl ol Tk
(4 points)

v

Intermediate

What is CSS?

Cascading Style Sheets = Computer Style Standards
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What is JavaScript?
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Remember, wireframes focus on the structure and layout of the app rather than
visual design details. Use simple shapes, placeholders for images, and minimal
colors to convey the app's functionality. The wireframes serve as a blueprint for
the design and development process, helping to ensure a clear understanding
of the app's user interface and interactions.
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Joined 3 months ago
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Discussion Forum! [ Start a New Discussion >]
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Samantha
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meeting

Looking for a partner to collaborate on a project related to
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David

A picture of a person working on a laptop
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SQL  Learning

How to Start a Business

Tips and Tricks
Entrepreneurship  Business

Starting your own business can be
challenging...

John Smith =

Introduction to Data Science
Data Science Learning

Data science is an interdisciplinary field that

uses scientific methods, processes...
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Post a New Discussion

Enter your discussion topic
Please be thougntful and respectiul with your topic
[ Cancel J Post

Join the discussion and start
collaborating with your peers!
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Pattern Library

A pattern library for the e-learning mobile app provides a collection of reusable design elements, components,
and patterns that ensure consistency and streamline the development process. Here are some components

that can be included in the pattern library for this project:

UX/Ul Design & Product
Design

UX/Ul Design & Product UX/Ul Design & Product
Design Design
B 9iess 0 ' s - © 78ns3

- Navigation Bar: A consistent navigation bar that allows users to access different sections of the app,
including the home screen, courses, community, account settings, etc.

« Course Card: A visually appealing and informative card that displays key details about a course, such as the
course title, instructor, duration, rating, and an option to enroll or add to the wish-list.

. Video Player: A standardized video player component that supports video playback, controls (play, pause,
seek), fullscreen mode, and possibly additional features like playback speed control.

. Quiz/Assessment Interface: A template for presenting quiz or assessment questions and options, along with
a progress indicator, timer, and feedback for each question.

 Progress Tracker: A visual representation of a user's progress within a course, displaying completed modules,
overall completion percentage, and the ability to navigate to specific sections.

- Discussion Forum: A design template for the discussion forum section, including thread lists, individual post
layouts, user profiles, and options for creating new posts or replies.

» Notifications: A consistent style and layout for displaying notifications to users, allowing them to stay
informed about course updates, deadlines, or new community interactions.

- Search Bar: A search component that enables users to search for courses, topics, or specific content within

the app, with an intuitive and responsive design.



High-Fidelity Interactive Prototype

A high-fidelity interactive prototype for the e-learning mobile app provides a detailed representation of the
app's interface, interactions, and user flows. It simulates the actual app experience, allowing stakeholders,
designers, and developers to test and validate the app's functionality before implementation. Here are some
features and interactions that can be included in the high-fidelity interactive prototype:
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« Onboarding Process: Interactive screens that guide users through the
account creation and setup process, including input fields, validation, and
progress indicators.

« Course Selection and Exploration: Users can browse through courses, view
details, watch course previews, read descriptions, and enroll in or add
courses to their wish-list.

 Learning Modules: Interactive screens that allow users to access and
navigate through course modules, view video lessons, read textual content,
and access supplementary materials.

« Quizzes and Assessments: Interactive screens for users to complete quizzes
or assessments, select answers, submit responses, and receive immediate
feedback on their performance.
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- Community Engagement: Screens for users to participate in discussion
forums, post questions, view and reply to threads, and interact with other
learners.

 Progress Tracking: Screens that display a visual representation of a
user's progress within a course, showing completed modules, overall
progress, and achievements.

» Account Settings: Interactive screens for users to manage their profile
information, notification preferences, privacy settings, and other
account-related options.

» Responsive Design: The prototype should showcase the app’s
responsiveness, demonstrating how the interface adapts to different
screen sizes, orientations, and device types.
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A/B Testing

A/B testing is a method used to compare two or more variations of a design or feature to determine which
performs better in achieving a specific goal. In the context of the e-learning mobile app, A/B testing can be
conducted to optimize certain elements or functionalities. Here are some examples of A/B testing scenarios for
the app:

- Call-to-Action Buttons: Test different
9:41 wl T =
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such as button colors, wording, or -
placement, to see which version generates S
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» Course Page Layout: Compare different learning space. Iearning Space.
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pricing models, such as one-time payment
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 Notifications and Reminders: Experiment
with different wording and timing for push
notifications and reminders to find the

most effective approach for engaging @
users and driving their participation.
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Usability Testing & Heuristic Evaluation

Usability testing involves observing users as they interact with the e-learning app to identify usability issues,
gather feedback, and evaluate the overall user experience. Here are some steps and considerations for
conducting usability testing for the e-learning mobile app:

i ——

» Define Testing Goals: Determine the specific objectives and metrics you want to
evaluate during the usability testing, such as ease of navigation, task completion
rates, or user satisfaction.

» Recruit Participants: Select a diverse group of potential users, including students,
educators, or individuals who fit the target audience of the app. Aim for a sample
size that allows for reliable insights.

 Create Testing Scenarios: Develop realistic scenarios and tasks for users to
perform during the testing session, such as enrolling in a course, completing o
module, or accessing discussion forumes.

» Observe and Collect Feedback: Observe participants as they navigate through
the app, completing the assigned tasks. Encourage them to think aloud, sharing
their thoughts, frustrations, and suggestions. Take notes and record the sessions
for later analysis.

- Analyze and Iterate: Review the findings from the usability testing sessions,
identify patterns, and prioritize issues based on their impact on the user
experience. Use the insights to make informed design decisions and iterate on the
app's interface and functionality.

Heuristic evaluation is a method where experts evaluate the e-learning app's interface against a set of
predefined usability principles or heuristics. Here are the steps involved in conducting a heuristic evaluation for
the e-learning mobile app:

- Define Heuristics: Choose a set of established usability heuristics, such as Jakob
Nielsen's 10 usability heuristics, that are relevant to the e-learning app. These
heuristics serve as evaluation criteria for the experts.

« Assemble Expert Panel: Form a group of usability experts or designers who are
familiar with the principles of usability and user-centered design. Aim for a
diverse panel with varied perspectives.

 Evaluate the Interface: Each expert individually evaluates the e-learning app's
interface, identifying potential usability issues and rating the severity of each
iIssue based on the defined heuristics.

» Compile and Analyze Findings: Consolidate the individual evaluations and
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» Provide Recommendations: Each expert provides recommendations for gllnn-lllllnnnnnnnlnln
improving the usability of the app based on the identified issues. These = = 4 ‘~

recommendations can guide the design and development team in making
necessary improvements.




Conclusion

The e-learning mobile app is designed to provide school and university students with a user-friendly platform
for accessing educational resources and enhancing their learning experience. The project followed the design
sprint process, incorporating various design thinking and agile methodologies.

The case study covered the project's overview, duration, problem, and goal. It outlined the empathize, define,
iIdeate, prototype, design system, test, and iterate processes involved in developing the app. User personas,
interview questions, user stories, brainstorming, card sorting, user flow, and user journey map were also
discussed.

The UX principles and wireframing techniques used in the project focused on creating a seamless and intuitive
user experience. The pattern library and high-fidelity interactive prototype helped visualize the app’'s design and
functionality.

The project also incorporated A/B testing, usability testing, and heuristic evaluation to gather user feedback,
identify areas for improvement, and optimize the app's performance. These evaluation methods aimed to
ensure that the app met user needs and provided an exceptional learning experience.

In conclusion, the e-learning mobile app case study showcases a comprehensive design sprint process for
developing an educational platform. It highlights the importance of understanding user needs, creating intuitive
user interfaces, and continually iterating and enhancing the app based on user feedback.

Thank you for taking the time to read this case study.
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