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Agenda

- Let’s get to Know each other
- Design Thinking
- Design Thinking for Digital Products

- Remote Digital Product Innovation Process



About Me

Design Thinker
Chaitrali Palande

Sr. Digital Consultant at Robosoft Technologies

| am an experienced UX Researcher and Innovation
Consultant, with around 7 years of experience conducting
Design Thinking Projects, Design Sprints, and User
experiences research for digital and physical products. | help
companies tackle complex problems and innovate using
Design Thinking methodology.




Thinking



Design Thinking

Design Thinking

Brainstorming

Ilterative

PROTOTYPE

Human Centric
Brainstorming



Design Sprint

Build

Learn

GD Launch

» The sprint gives teams a

shortcut to learning without
building and launching

- Five-day process for

answering critical business
guestions through design,
prototyping, and testing ideas
with customers



Design Thinking for
Digital Products



Remote Innovation

-
Desirability

PEOPLE (HERE)

o
Feasibility

TECHNOLOGY
(DELIVER)

.-
Viability

BUSINESS (CREATE)

Human Center Design



Technology

N,
Digital
Product
Innovation



Commencement

Planning

Foundation of the
Project is built by
understanding
expectations,

Problems and Market

from key stakeholders.

Discovery

Discovery stage is about

Research and learning

from users, competitors

and Product/Technologies

Co-creation

Immersive
Workshops

Collaborate with key
business stakeholders
to define our Vision as
well as Ideate &
Validate solutions to

bring it alive

Consolidation

UX/UI Design
Prototypes

Design Prototype of
selected
concept/solution and
Strategy to develop
it..

00 O
<IZ@

Usability testing &
Solution Proposal

Test if Prototype

achieves our vision.
Collect feedback &
update. Create
Proposal to understand
Design + Dev efforts

required.



Remote
Innovation



Who needs it

- Bringing a concept of new product to life
* For an existing product, exploring and planning future steps

- For an existing product, Solving Key problems



Why Remote

* Innovating Beyond Boundaries
Figma

-Less Time and Cost investment for individuals

- Avallability of Tools

- Acceptance of remote working and communication * Microsoft
Teams




Planning

- Discussion with Key stakeholders and relevant departments/teams
- Understand Business Objectives, Priorities and Product vision
- Define the Target market & User personas

- Define key problem statements for Research



Discussion with Key stakeholders and relevant departments/teams

Stakeholder Meeting

Agenda : Gurrent State and Key Problems

Attending :
1. Matt, Customer Engagement
2. Jenny, Analytics

Questions : Target market

« Initial target Merkel :
Country and Tndustry

« What kind of users wil! be
our initial custcmer base?
( Target market)

« Currenl Stale key issues
yau have onserved

|dentify Key Stakeholders

Stakeholder Meetings and Interview

Scope Buy_in
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Understanding & Defining clear scope

@ Vision Help teams create great, UX-rich products

Q Target Group

Users:
Product managers
and product owners

Customers:
Mid-size to large
enterprises

0 Needs

Easily integrate
UX artefacts into
a product backlog

e Product

Tablet app; data 1is
held in GreenHopper

Looks like a
physical canvas;
intuitive to use

Provides guidance
and templates

@ Business Goals

Open up a new
revenue stream

Develop our main
brand

|dentify the core purpose for creating this Solution.

Key business objectives

Our value proposition for end-users.

Who is our right end-user

16



Discovery

- Research Planning

- Hire end-users and schedule interviews
- Design Interview Questionnaire

- Conduct empathy interviews

- Analyse the data

- Competitive analysis & benchmarking

- Design audit and Tech Audit : review current websites and identify problem areas



UX Design Audit

Movement &

Skip in between the content flow is a
negative push and prompts user to skip.
Allow user to pick categories and then
skip the screen. Position skip on top
right.

Visual Hierarchv &

Category title font need to be bigger and
legible.

+ and - icons are not required. Use the
thumbnail to select/unselect.

Pick the categories you are most
interested in

Tech Audit

User Interface

USER

il
¢ &

PRESENTATION

E Local Data

DATA

BUSINESS

DATA

Data Access

Workflow

Data Access

Presentation Logic

Application Facade

Components Entities

Data Utilities

SVc

Service Tools

Services

Sync

COMMON

Configuration
Security
Communications

U Mobile Device

Remote
Infrastructure

18



Discovery

Understanding our end users
S

Hiring Right users for Interview 1 on 1 interviews Build a questionnaire as topics of conversation

Build the connect through empati

|[dentify the right persona’s and elicit
emotional responses / insights from tl
individual stories their feelings, needs

interests, lifestyle and analyse pain pc Q

across the journey.

19



User Research : Research Session

Have a conversation

Listen more

Screen sharing is your secret weapon

Limit number of people on call

20



Assessment of feature
highlights that add value

Study competitor products (UX/
Design) and compare features of
strategic fit

1. Clean and simplistic design
interface when it comes to
analyzing the investments.

1 & nutual Fuards analysis

8,075

*ardcho Vakie

¥2.00C 1

Equ ty Split

Reaims

Proz & Cons
Roturn Caleularor - SIP / Ona “ima
sie e
Caollectionrs
» 3l w a
- h TS
Pee- Comgenson
U7 Hexi Cap Fund nject Growth

Edelweiss Flexi Cag “urd Direct Growtl
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Competitor Benchmarking

T

Te 300

¥ 1.84,021

3

10 4%

3. With just 3 steps and minimum
user input it caters effortless and
convenient investment journeys.

3(-519

Enter Instalment Amour®

¥ 500

00 | B200D | WHC

G SF Daw 1 af eniny maeh W

2. New users, can pick up funds from the
objective driven collections, whereas,
in the same journey an expert can
evaluate the fund using comparison
parameters and calculators providing
similar yet different experiences to both.
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Immersive Workshop

- Define Product Vision and Roadmap
- Ideation and Solution designing

- Validating journeys and features

- Feature Prioritisation

- Consolidation of workshop



Remote Workshop

MIro  Solutions for Enterprise LT K

P Ha@NQO A >

Miro for Enterprise

W

Scale
innovation

S~

Accelerate
problem-selving
and alignment
Anna

mira.com

T

Skyrocket \\\\\
engagement f Simplify \\)

collaboration

.,-—_'_r'"""___,_,.,-ﬂ_:—"""_'
Centralize
T ———
No more death tools and
by PowerPoint communication
meetings
T ——— '
).
O on P Lo

L LE

Ewedaoa B

120

Build and Maintain creative environment

Provide tool walkthrough

Template and Instructions for each Activity
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Remote Workshop

......................................................................................................................................................................................................................................................

Lset Per§onas & Mapping Gainpoints & : Feature Prioritisation
Interviews . i Journey Mapping i
Painpoints -
: : — : : Detailing &
Competitor : - : Feature Brainstorming . .
Benchmarking Build Value Proposition Logic Creation

Strategic Direction

---------------
..........................................................................................................................................................................................................................................

WORKSHOP PRINCIPLES

S R - R

: | | ; ' i 1l
- ; | [0000, i :

Defer Judgement | Go For Quantity ~ Embrace Differences

..............................................................

Prototype creation

Product Roadmap
& MVP

o
...............................................................

See The Hidden
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Prototype Design

- Design Wireframes for key Journeys
- Creative Vision

- Prototype Design



UX Wireframes

The blue print

ayouts. Create wo

Mapping the features into
B/W structured screen

rkflows

pased on user goa

S,

scenarios/use cases,

user interactions &

build

Interactive prototypes.

Rakesh

Menmgee acate )
Il N

@ VIV Kspiri ot INnd rg
0 EAT TS TA TS |

Dashboard

Transact N

LUrmpsum

SWP

My Portfolio

My systematic transactions
Statements and reports

My transactions

Favorite transactions

OTM / E-Mandate

Watchlist

Dark Mode @

Switch From

Salact Schama ta switch from

UTI Largecap Fund

B L T

U o iy

12345658 w7

hasirallrnid Laved Vi x ‘seUre
e LA LA R L BN R3N

UTI Mastershare Fund

e I

LM indane

T2dbns8 T

hesirsudre iy LarnedVids “Nurs
e llau 1339150 R3St

UTI Core tquity Fund

e o

e MY Mo Yars

140058 0T

heairedadreiy aredVix -xurs
L4 PR R 21R339.150 R3%l

Settings
Melp and suppart

Logout

UTI Facuswd Equity Fund

Mrmt v

e MY Mo Yars

123100586 LT

NATEMATEIY e VY - -l

Continue

& Select Scheme to switch in to

Q searcn

Trarding Fund I YPSTNY EORS S I - FEREE pvet |

Trending funds Direct v

(®) Furd Tilel

Shdwn

) Furd Trle 2

() FurdTrle3

Viww All Fund >

(— Swiltch Detail

Switch From

UTI Mastershare Fund
DaMy N2

Switch To
uTl value Dppaortunities Fund

Oarian

[ Growtn TR E AT R

IS oriswibutze  RIVRPM

M'EIQ D;l"il"‘ +

Switch Cption
LR AT Lrr

Jnit
833

reeslre A Mude (3) |

“— Rewview
Myt Ll M
Racesn Shelry 12345678
Swrechfrem

T Masterskare Fund

HOAY - vl

‘wetch lo
T Bluechip Tund
Cromth - Dorect

Swnch Aroant

25, 25,000

Fxtlead will be anplicanke
€ 2,350 <heck the selculeten

By dic<i~g oncontirue oo confirm
thar you have read rrang~ avr
terms and coneitinns

26



(_)reative Vvision

Design System : mapping the brand identity

Planning, designing, testing and coding are all
streamlined to reduce overproduction of Ul
screens and increase efficiency.

Creation of Ul components and design
templates: Typography, fonts, brand colours,
icons and overall look & feel, Visual design,

screen transitions animations.

COLOURS

TYPOGRAPHY

N

ICONS

27



UX Design

Product Roadmap

Desigh and Development through phases

Phase 1

Product usability
improvements

A ‘go back’ button will be
added on each screen for
additional user convenience

Program toggles will be
added to ease switching
between content scrolling
and module completion.

Phase 2

New Features

Enable in-app avatar
creation for profile with
customizable features. Add
newer, cooler features as
unlockable achievement due
to program progression.

Completed modules can be
emailed as PDF transcripts
for future reference and
studying materials.

Users can choose meme
themes for different
modules, allowing for

different humorous cartoons
to accompany each module.

Phase 3

Administrator feedback
feature

A tool will be added for
administrators to directly
interact with users who run
into problems during
module use.

Administrators will be
taught how the new tool
functions. How test its
performance and report
back to measure whether
this has improved user
experience or not.
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Prototype

Clickable Prototype
to bring Product 5 Lo s -

Which kind of recipes

vision to life st

& .
%S

¥ you 300Y 0t mear 97 Mo we wil omy dhew pou
R O e Sety wepes

Daily Recipes
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Usability/User Testing

% Showing all clicks v recorded from all testers v

Conduct a Usabillity study to evaluate the
new experience on the Ul Design Prototype A

and reassess the features, Valic

¢) Heatmaps

ate UX - B

journeys and tasks against goa
ooints.

Remote testing

s and pain

© Robosoft Technologies 1996-2022 - Confidential Document

on this screen
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Tasks

o

Task Time

............................................................................................................................................................................................................................................................................................................................................................................

To provide a
measure of
average amount of
time that auser
took to complete a
stage.

Errors

To provide an
average count of
deviations
encountered by
user before being
able toreach
correct option to
accomplish a task

Completion
Rate

This gives anidea
of how many user
percentage were
able to complete a
task without
support, or with
minor support (like
nudge), or had to
be provided with
major supportin
form of detailed
instructions

Usability

This determines
how much easy or
difficult to use the
tools/options were
when trying to
complete a
particular task
(higher score
means easier to
use)

© Robosoft Technologies 1996-2022 - Confidential Document

User Emotions

O © 0

AN
13

Satisfaction

This is satisfaction
level with results
obtained by user
after having
completed a
particular task -
higher score is
better satisfaction
levels
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