
An innovative life skills learning platform

Agenda What We Accomplished

What We Accomplished

The Challenges
Overcoming & Learning
Things to Improve
Next Steps

Adult Financial Literacy Modules
 - 4 Modules
 - 4 Journals
 - Wireframes, prototypes, videos
HUB Website 
 - Visual Face-lift
 - New sections designed
 - Wordpress setup 
Sound Point Audio
Original Video Content (Abandoned)
Design Brief Template
 - Sketch Wireframe Template (Desktop + iPad)
 - InDesign template
WOTR (Unfinished)
YMCA (Unfinished)
Resume Builder (Unfinished)

Not started:
Adult Employment Program 
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HUB Website 
Face-lift

Adult Financial Literacy 
Workbook Journals

Adult Financial Literacy 
Module #2 Prototype

Resume Builder

YMCA Ideal School 
Module Design
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Agenda The Challenges

Things to Improve

What We Accomplished

The Challenges
Overcoming & Learning
Things to Improve

Next Steps

No Process 
 - HUB Design Process 

Expectation Alignment 
 - Definitions/Expectations
 - Project Champion Success Story 

Lack of Feedback
 - User Testing 
 - 2 success 
 - 4 failed attempts 
 - (I think lack of clear organizational structure, and roles, ... )

Focus on Identity
 - Brand
 - Style

Deadline Timings
 - Over-promising
 - Leave enough time for myself when working with others

SPPELLLLLIING 
 - (last 10% of presentation work)
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Project Champion 
Success Story

STEP 1: UNDERSTANDING & 
RESEARCH
(1.5 - 2 WEEKS)

STEP 2: IDEATING & 
PROTOTYPING
(7.5 - 13 WEEKS)

RECEIVE 
RESOURCES FROM 
CLIENT
Project official kickoff

- What’s on the internet?
- What’s on their site?
- Any articles, research papers, 
other resources?
- Similar projects? 

- Project Summary
- Personas
- Settings
- Deliverables

Your project should include 2 - 3 
personas for each project. Ideally, 
these personas should be based on 
real information provided by the 
client or well researched (research 
could be online or offline through 
interviews). 

A journey map of the outline of 
slides, and how they flow. No 
detailed content yet on slides.

Choose the illustration style and 
concepts to draw inspiration from. 
Use Pinterest to digitally create an 
inspiration/mood wall

Follow the template, on the top 
left is the proposed slide with 
rough hand drawn illustrations. On 
the top right are swatches. On the 
bottom is Concept Direction, 
Learner’s Experience, And 
Illustration Direction

STEP 1.1: 
OUR OWN 
RESEARCH 
(1-2 WEEKS)

STEP 1.2: 
UNDERSTANDING 
PRESENTATION
(3-6 DAYS)

STEP 1.2: PERSONAS 
TEMPLATE

STEP 3.2: USER TESTING -  
FUNCTIONAL PROTOTYPE + 
TEST/QUIZ TO VALIDATE
(2-3 WEEKS)

STEP 2.7: USER TESTING - 
PRINCIPLE MOCKUPS
(1 DAY)

STEP 2.4: USER TESTING - 
PENCIL DRAWINGS
(1 DAY)

THE TOTAL TIME OF EACH PROJECT IS 
ESTIMATED TO BE 10 - 17 WEEKS, 
DEPENDING ON THE PROJECT REQUIRMENTS 
AND ASSUMING NO DELAYS

HUB’S DESIGN PROCESS
THIS IS A DESIGN PROCESS FOR ANY PROJECT OR MODULE

STEP 1.4: 
JOURNEY MAP 
(2-3 DAYS) STEP 2.1: MOODBOARD/

INSPIRATION-SWATCHES
(2-3 DAYS)

STEP 2.2: WIREFRAMES/
ILLUSTRATIONS
(1-2 WEEK)

STEP 2.2: WIREFRAMES/
ILLUSTRATIONS TEMPLATE

STEP 2.3: 
CLIENT MEETING: 
(FEEDBACK)

STEP 1.3: 
CLIENT MEETING: 
(FEEDBACK)

STEP 2.6: 
CLIENT MEETING: 
(FEEDBACK)

STEP 2.9: 
CLIENT MEETING: 
(FEEDBACK)

STEP 2.5: EARLY MOCKUPS
(2-4 WEEKS)

STEP 2.8: POLISHED 
MOCKUPS
(1-2 WEEKS)

STEP 2.10: 
FINAL FIXES 
(1-2 WEEKS)

STEP 3: DEPLOYMENT
(1 - 2 WEEKS)

STEP 3.1: 
PROTOTYPES 
ASSETS 
(1-2 WEEKS)

PROJECT 
HANDED

PROJECT 
STARTED 

Learner Experience
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250 words max 250 words max

Illustration Direction

Screen 
Visuals

iPad Screen 
Size Ratio 
(4:3)

Desktop 
Screen Size 
Ratio (16:9)

[Design]

[Swatches]

[Swatches]

[Caption] [Caption]

[Caption] [Caption]

On the top left is the proposed slide 
with rough hand drawn illustrations. 
On the top right are swatches. On 
the bottom is Concept Direction, 
Learner’s Experience, And 
Illustration Direction

Tablet
4:3

Desktop
16:9

1920x1080

can be scaled 
down to

1366x768

1,440 x1080
scaled up 
version to 

simplify design

can be scaled 
down to any 

iPad resolution

Anchoring 
Points

STEP 3.1: SCREEN SIZES 
TEMPLATE
In order for your design to scale properly on 
different screens, your illustrations/design 
should work regardless when anchored to 
one of these points (for example, your 
design will be anchored to one of the two 
pointed points depending on being viewed 
on tablet or desktop screen. Your design 
should work on both)

Project Understanding 
(Phase 1) 

Ideation & Prototyping 
(Phase 2)  

Development 
(Phase 3)

WORKING WITH A CONTRACT DESIGNER IN 

THREE PHASES

Understand the user

Conduct 2 non-verbal sit-in sessions in the learning environment, 
experience/study the learner’s learning behaviours. 

Understand the style

Review the module brand deck, understand the colours and styles 
used when designing a module. 

Understand the module content 

Develop a module content flow map by taking the content and 
divided into engaging pages. (Only text and layout is needed, no 
sketches).

Understand the module engagements

Use learning personas to develop a module learning journey map, 
pinpoint the learning outcomes, and learning engagements.

Understand learner's trends

Research and create 3 mood boards that will be used to 
understand the learner's culture and visual identity, what they like 
and dislikes.

Observation and feedback

Use the brand deck

Use the module content flow map template

Use the learning journey map template

Use the mood board template

Create a module storyboard

Create rough module sketch wireframes using the proposed 
module content flow. This phase should be done in pencil, but 
digital sketches are also fine if the designer is more conformable 
with a stylus. 

Tell a creative story

Create a concept direction deck. This should include; pencil 
sketches, inspiration/mood boards, illustration directions, learning 
experiences. 

Get design feedback early 

Create a fast working mock-up with sketch/InVision and test with 
facilitators. Refine the sketch into illustrations with the feedbacks. 

Place the design into the learner's environment 

Create a refined prototype using principle app and test it in the 
learners' environment, conduct 3 sit-it sessions. 

Feedback matters 

Improve the design with the feedback received and test again, 
make sure the people are the same from the previous sit-in 
sessions.

Observation and feedback

Observation and feedback

Use the module storyboard template

Use the storytelling presentation template

Use mock-up template (Sketch)

Meet the developer

Once the design is solid, work with an in-house developer to 
export the illustrations into a development package for 
production. 

Expect to look different

The design may look slightly different, make graphic refinements 
with the paired developer.

Module enters infancy 

Once the module is launched, a one-month module validation will 
be conducted to improve the learning experience.  

Use development package check list

Use design refinement document

Designer on standby

Design Brief

HUB Design Process
& Three Phases Checklist
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Next Steps

- Evaluating Job Offers 
- Travel
- Most likely, will take next 1-2 months to focus on side projects


