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Competency 1: Foundations

WHAT I LEARNED FOR FOUNDATIONS (UCD, UCD VALUES, UXD, STRATEGY, TEAMING)

1. I developed understanding of the UCD process and values
2. I helped conduct project information planning

MY EXAMPLES

2

P1 KW HL - used to plan 
project scope and desired 
information

P4 timelines - used to 
plan out project efforts 
and strategy to 
complete deliverables

P4 usability dashboard -
strategy to completion 
of tasks by team 
members



Competency 1: Foundations

WHAT I LEARNED FOR FOUNDATIONS (UCD, UCD VALUES, UXD, STRATEGY, TEAMING)

1. I developed understanding of the UC D process and values
2. I helped conduct project information planning

MY EXAMPLES

3

P2 Sprint #1 Organizational 
Plan - used to plan and 
execute sprint testing 
based on tasks, divided 
among team members, 
served as a place to put 
data and information 
gathered



Competency 2: User Research and Design Requirements

4

WHAT I LEARNED FOR USER RESEARCH (METHODS, PLANNING, COLLECTING, ANALYZING, 
SYNTHESIZING)

1. I led user interviews
2. I helped my team synthesis data from user interviews

MY EXAMPLES

P1 Interview planning and data collection - displays list of insightful 
questions for interview and information gather from session P1 Interview synthesis - displays further 

analysis of findings and application to 
problem



Competency 2: User Research and Design Requirements
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WHAT I LEARNED FOR USER RESEARCH (METHODS, PLANNING, COLLECTING, ANALYZING, 
SYNTHESIZING)

1. I participated in affinity diagramming and helped narrow scope for project deliverables
2. I created a Proto-persona to create a plan for project efforts and design requirements

MY EXAMPLES

P1 Affinity diagramming - displays 
analysis of collected user research 
data, organization of data into 
topics

P4 Proto-persona -
showcases 
development of persona 
based on research data 
and planning for project 
efforts to meet the 
requirements of user 
needs, tasks, and 
fears/pain points



Competency 3: Conceptual Design

6

WHAT I LEARNED FOR CONCEPTUAL DESIGN (SKETCHING, CONCEPTS, USER FLOWS, SCENARIOS)

1. I learned how to brainstorm in different ways to create new and innovative ideas
2. I sketched different ideas to meet the design requirements and needs based on user project 

research

MY EXAMPLES
P2 Crazy 8’s -
brainstorming 
activity that 
involves quick 
sketching of 
possible design 
solutions

P2 Screen design 
sketches -
design ideas to 
meet the needs 
and design 
requirements 
based on 
research data



Competency 3: Conceptual Design

7

WHAT I LEARNED FOR CONCEPTUAL DESIGN (SKETCHING, CONCEPTS, USER FLOWS, SCENARIOS)

1. I developed a scenario based on an identified root problem to help further project efforts

MY EXAMPLES

P1 Persona and 
Scenario -
displays 
understanding of 
scenario and 
persona 
application for 
project 
deliverables



Competency 4: Evaluation Methods

WHAT I LEARNED FOR EVALUATION METHODS (USER FEEDBACK, USABILITY TESTING, DESIRABILITY 
TESTING)

1. I led a Heuristic evaluation to gain insight on project developments that need to be made
2. I gathered data from desirability testing to analyze findings

MY EXAMPLES

P4 Heuristic 
evaluation -
used to evaluate 
design features 
to make 
improvements in 
project 
deliverables

P4 Desirability testing - exhibits attempt at evaluation 
of data from desirability testing of project website 
mockups



Competency 4: Evaluation Methods

WHAT I LEARNED FOR EVALUATION METHODS (USER FEEDBACK, USABILITY TESTING, DESIRABILITY 
TESTING)

1. I helped conduct desirability testing with users to evaluate project design methods

MY EXAMPLES

P4 Desirability testing -
Displays further 
understanding and 
attempt to evaluate 
design improvements 
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MY TAKEAWAYS
1. UCD Processes and Project Planning

a. I learned the importance and value behind the UCD and strategic project planning and their benefits in 
projects and design efforts. I hope to use these ideas in my future assignments and potential projects in 
college and in a future job setting.

2. Interviews and Data Synthesis
a. I now understand the importance of structure behind an interview and the value in analyzing the findings. 

I plan to use interviews in future projects to gain a better understanding of things I may not have 
previously considered.

3. Brainstorming
a. I learned the value of different types of brainstorming such as quick sketching. I plan to use the different 

brainstorming activities from this course in future projects and assignments.
4. Heuristic Evaluation

a. I now know the value of evaluations in design and project efforts. They offer great insight and I plan to 
apply what I have learned in my upcoming projects and tasks in a work environment. 

5. User testing
a. I have begun to understand the importance of outside feedback and information. User testing has been 

very beneficial in my designs in this class and I hope to continue a pursuit for feedback in my personal 
projects and future assignments as they offer ideas that I may not have ever considered.


