Mapping Activities of a Project to the User Experience (the MAPUExXx Framework)

Project Phases: 1) Requirements and Analysis, 2) Design, 3) Development, 4) Evaluation
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1) analyze target audience (actor list)
1) identify user types (system roles)
1) conduct interviews and surveys (user needs)
1) conduct card sort activity (frequency chart)

2) model profiles/personas
2) conduct reverse card sort activity
— USE(S)
1) analyze user needs and goals (actor list)
1) identify use cases (outline)
) organize use cases (packages)
) model tasks (sequence/flow diagrams)
) document business rules
)

1
2
2
3) develop test cases
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BUSINESS GOALS
1) analyze the problem (problem statement)
1) identify stakeholders and goals (actor list)
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System Architect
Software Developer
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CRITICAL SUCCESS FACTORS
4) solves problem

GRAPHICAL USER INTERFACE

1) analyze comparable products

1) identify GUI elements and page types

2) model GUI (block diagrams)

2) design logo and brand (identity package)

2) design color scheme, tone, theme (mockup)
2) design text treatments, colors (style guide)
2) design navigation treatments

3) develop non-functional prototype

3) produce graphic elements and icons

INFORMATION ARCHITECTURE

1) analyze/identify existing content (outline/inventory)
1) organize/restructure content (groups & labels)

1) perform gap analysis (against user needs)

2) model content (sitemap & page models)
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Information Architect
Graphic Designer Subject Matter Expert (SME)
Content Author
[} Content Manager
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1) analyze current activity

1) identify features/requirements
2) model system (ConOps)

2) produce functional prototype
3) develop page templates

3) engineer & develop

3) test & deploy

—> PERFORMANCE
1) identify requirements

<> CONTENT
3) develop/collect content (owner, schedule, plan)
3) integrate/manage content (CMS tool)

AUDIENCE:

Project team members, managers, clients

OBJECTIVES:

1) Identify elements of the user experience (SCOPE)
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2) Associate project role(s) to element (ROLE)

Interaction Designer
role s Experience Designer
( ) Instructional Designer element
Usability Engineer

3) Organize project activities around element (RESPONSIBILITY)

element

& 1) analyze target audience (actor list)

[ I

activities

4) Assign project activities to a phase (SCHEDULE)

phase

1) analyze target audience (actor list)
2) model profiles/personas

t | activities
5) Associate output to project activity (DELIVERABLES)

activities
1) analyze target audience (actor list)
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output
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