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Glossary & 
Abbreviation

AI

AIDC

AID
 
UX 

Accenture Interactive MobGen

Accenture Interactive Designer

Accenture Interactive Design Chapter

User Experience

Way of Working (WOW) Topic Cluster

Deliverable

Things to take note

Describes the act or approach a 
person or community operates

A topic cluster is a group of content 
that share the same topic that enables 
site visi tors to satisfy their search 
query while visi t ing the site.

The design work that the AID submits 
to their cl ients

Content made bold and in blue 
denotes important information 
highl ights.

Knowledge sharing brings overal l 
value to organizations in the growth of 
the business and i ts people. 
For designers, sharing st imulates 
creativi ty and encourages personal 
development via col lect ive sharing 
within the community, making happier 
individuals and by extension, a happier 
team. For knowledge sharing to 
happen, cultural change and the way 
people do things need to be improved 
and this can be done through better 
management of knowledge within the 
organization. The company context 
of this project, Accenture Interactive 
(Amsterdam), wants to explore ways to 
support i ts designers in their creative 
process and strengthen their culture 
of sharing by streamlining the process 
of designing across the organization 
through a digital knowledge platform. 

Within this research, knowledge 
sharing is defined as the knowledge 
that is exchanged between people, 
and knowledge material is defined as 
materials required for the sharing to 
occur.

The goal of this research is to support 
the designer ’s process of designing. 
Information about the projects, people, 
and materials should be made visible 
and easi ly accessible across the 
organization. Therefore, an informative 
knowledge platform is designed to 
serve as a source of inspirat ion 
and foster sharing within the design 
team. This thesis documents both 
the f indings of the research as well 
as the development of the knowledge 
platform.

The chal lenge of this project is to 
understand what content do designers 

in Accenture Interactive share within 
the design team, what do they 
generate and how can sharing of 
knowledge be faci l i tated. The research 
wil l  provide insights and define 
requirements that wi l l  contr ibute to the 
bui lding of the digital platform. 

To this end, the central aim of this 
research has been to explore ways for 
the sharing of knowledge that supports 
designers in their creative work. A 
practice-based research methodology 
has been employed, with research 
methods including interviews, case 
studies, and observations that have 
been done with the design team across 
different departments and roles.

The outcome of this project is 
a conceptual design of a digital 
knowledge platform, a commonplace 
where designers can access shared 
design resources, share t ips across 
the design teams that can be 
faci l i tated, thus fostering the sharing 
culture. The platform was designed in 
col laboration and evaluated with the 
designers in practice

ABSTRACT
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01
Introduction

Chapter overview

This chapter aims to provide an overview of the project, 
motivation, and project aim. Fol lowed by framing the problem 
statement and the three main research questions the project 
aims to address. To conclude, the chapter presents the 
assignment and the design approach fol lowed through the 
project.

1.1 Project overview
1.2 Accenture Interactive introduction
1.3 Project challenges
1.4 Research question
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1.1.1 Motivation

1.1 Project Overview

Sharing knowledge for innovation 
has become the trend and 
this is no exception for design 
consultancies where projects and 
product development moves at a 
rapid speed. However, this has put 
designers under constant pressure 
to del iver innovative solut ions for 
their cl ients. Noting this r ising issue, 
large organizations such as IBM, 
Invision, and Facebook developed 
innovation labs and communit ies with 
the intention to innovate ‘ the way we 
do things’,  meaning to improve the 
employee’s experience (EX) to del iver 
a better customer experience(CX) to 
their cl ients. The company context 
of this project, Accenture Interactive 
(Amsterdam), sees the importance 
of innovating their ways of working, 
wants to explore ways to support i ts 
designers in their creative process, 
and strengthen their culture of 
sharing by streamlining the process 
of designing across the organization 
through a digital knowledge platform. 

Through the contextual research phase, 
a few key chal lenges that obstruct 
sharing were highl ighted. First ly, 
information within the organization 
archive was not organized for ease 
of use, causing the lack of ut i l iz ing 
avai lable resources and tools. 
Secondly, uncertainty towards sharing 
of project related information due 
to confidential i ty which resulted in 
uneasiness for sharing information 
expl ici t ly. 
These chal lenges disrupt the abi l i ty to 
share as information is decentral ized, 
not retained for reference, and 

Hypothesis

1.1.2 Project Aim

This master thesis is the result of 
a graduation project for the master 
Design for Interaction at the Delft 
University of Technology. 

The central aim of this project is to 
design a web-based knowledge 
platform to support Accenture 
interactive designers in the process 
of designing .  The purpose of the 
platform is to help the designers to 
increase eff iciency and productivi ty 
and the argument put forth in this 
research is that i f  information 
support ing the process of designing 
is central ized and well  organized, 
the higher chances of knowledge 
exchange across design teams 
occurring within the company. 

high r isk of knowledge loss when 
employees leave and decrease in 
productivi ty. Therefore, the thesis 
claims that by increasing the 
awareness of information would boost 
knowledge sharing within the company.



1.2 Accenture Interactive Introduction
Accenture Interactive(AI)  is part of Accenture Digital,  one of the largest end-to-
end providers of digital transformation capabil i t ies in the world. Within Accenture 
interactive Design Chapter(AIDC),  they provide a wide range of design services to 
create meaningful experiences across the entire customer journey for their cl ients.

There are 3 different departments 
(Service, Product, Lab). Service 
defines social or cultural issues and 
helps cl ients with strategic planning. 
Product focus on the outcome of the 
solut ion, turning business plans to 
digital solut ions. Labs investigate 
technological solut ions, bringing new 
perspectives to solve complex issues.

The spir i t  of sharing within the design 
chapter is highly valued, Weekly 
gatherings to share different contents 
such as design-related f indings and 
tools, achievements, and project-
related discussions happen quite often 
amongst the teams. 

1.2.1 Organisation structure

Culture

  

Within the design chapter, the most 
commonly used information systems 
are Box, a cloud content management 
system and Slack, a communication 
platform. 

A cloud content management system 
where the team stores most of their 
project related information, design 
materials such as templates, images, 
i l lustrat ions, video, e-books, and 
design art icles for reading.

The team uses Slack for dai ly 
communication of general 
organizational queries, sharing of 
achievements, and design-related 
art icles to bring inspirat ion to the team.

1.2.2 Internal information systems

Box - Information storage 

Slack - Communication tool

12 13



To develop a central ized web-based 
knowledge platform that opens up 
communication and not only within the 
design team but with other sectors 
such as business, development, and 
more within Accenture Interactive. 
Showcasing the design capabil i t ies, 
project achievements of the design 
team in hopes to establ ish a strong 
design identi ty within Accenture. 

My role within the project is to 
create the design of such a platform, 
support ing the designers by increasing 
the visibi l i ty of resources they need 
and past projects to inspire the team. 
The research effort aims to contr ibute 
to the creation of a minimal viable 
product (MVP) to be further tested 
within the design team.

A platform that aim to promote 
knowledge sharing through improved 
visibi l i ty, accessibi l i ty of shared 
resources and past projects. 

1.2.3 Vision 1.2.5 Accenture Interactive.design

1.2.4 Project scope

1.3 Project Challenges

The archives for projects are not 
organized in a manner for easy 
reference and retr ieval.  According to 
several interviews, this was due to 
adhering to different projects’ cl ient 
specif icat ions and the absence of 
project descript ions. 

There is a lack of standardization 
in fi le management ,  result ing in 
inconsistent project structure of 
organization across various projects. 
Resources that could be shared are 
often hard to f ind and can only be 
easi ly retr ieved by those who are 
famil iar with that project or aware of 
the resource within the platform.

This results in the inability to tap 
onto similar past projects for 
reference  and causing projects to 
start from scratch instead of learning 
from previous experiences. Shared 
resources are hidden under layers  of 
folders which are  hardly visible and 
difficult to access .

The designs done by AID(Accenture 
Interactive Designers) do contain 
cl ient-specif ic data and design 
outcomes confl ict with the idea of 
sharing within the AIDC. Project 
information such as user interview 
insights, design reports (e.g usabil i ty 
test ing report),  and images contain 
cl ient sensit ive data which requires 
addit ional effort for the AID to remove to 
make these data shareable. 

Hence, individuals tend to share 
information verbal ly within their team or 
to l imit the sharing of information.

1.3.1 Archive not organised for 
use

1.3.2 Confidentiality over project 
information

14 15



1.4.1 Project Approach

The project approach fol lows the 
Double Diamond framework(Design 
Counci l ,2019) which describes 
the process of exploring an issue 
in a broader manner (divergent 
thinking) and then narrowing to an 
action(convergent thinking) going 
through 4 phases: 

Discover  -  Covering theories behind 
sharing while also looking into 
understanding the context of the 
company

1.4 Research Questions 
How can shared knowledge within the design team be facilitated to 
support designers’ design creation?

Research Question 1: What types of content does AID create?

Research Question 2: How can design content be managed?

Research Question 3: How can design content be shared through the platform to 
support creative work?

Define  -  defining the users, core 
chal lenges and design requirements to 
be addressed

Develop & deliver  -  Several design 
concepts were then generated through 
i terat ive prototyping approach to 
evaluate with the end-users and 
stakeholders as a means to investigate 
the possibi l i t ies of certain ideas and 
the considerations needed to address 
for these ideas to be effect ive.

16 17
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Chapter overview

This chapter starts with giving a short background definit ion 
of knowledge sharing, common types of knowledge within an 

organization, how knowledge can be managed.

Secondly, what are the motivators for people to share and to 
understand why information transparency is one of the key 
motivational drivers for people, the section touches on the 
psychological studies of why and how this would encourage 

people to share.

Thirdly, a short explorat ion to study how other large organizations 
such as Spoti fy and Facebook spread their design knowledge 
and how this way of sharing return business value to the 
company. This provides a basel ine understanding of what has 
been explored and done, what are the tone and voice they use, 

and how they differentiate themselves.

Lastly, considerations and chal lenges of designing such a 
knowledge platform wil l  be addressed.

A summary comprising the research f indings and indication of 
what wi l l  be needed to be further explored in the contextual 

research wil l  be provided at the end of the chapter.

2.1 Knowledge sharing background
2.2 Motivation behind sharing
2.3 Challenges of knowledge sharing
2.4 Key takeways

02
Theoretical background on 

knowledge sharing



2.1.1 Definition of Knowledge 
sharing & Knowledge types

Knowledge can be defined as a 
combination of information with 
experience, context, interpretat ion, 
ref lect ion which are highly 
contextual(Morrissey, 2005). And 
in any organization, there are two 
types of knowledge: tacit  and expl ici t 
knowledge.

This section provides an overview about knowledge and knowledge sharing 

The knowledge that is diff icult  to 
art iculate and developed from direct 
experience and action which are 
commonly shared through highly 
interactive conversation, storytel l ing, 
and shared experience. eg. ‘aesthetic 
sense or innovating thinking.

Knowledge or ski l ls that can be easi ly 
art iculated and understood even when 
i t  is separated from its original context 
of creation .e.g. content of report, 
spreadsheets, and training manual.

Tacit Knowledge

Explicit Knowledge 

2.1 Knowledge sharing background 2.1.2 Knowledge management (KM)

2.1.3 Benefits of KM

Facil i tat ing knowledge sharing within 
an organization can be done either 
through codif icat ion or personalization 
mechanisms(Handzic,M., 2007). 

Information being coded and stored 
which can be accessed and used 
by others by assigning keywords or 
providing a textual descript ion. The 
advantage of codification is that it 
allows easier management of large 
amounts of documents(expl ici t 
knowledge) and the result of i t 
increases accessibi l i ty. 

However, coded knowledge does not 
provide a rich medium  as compared 
to personalized knowledge information 
as i t  is l imited to what the coder 
perceived as useful to be coded.

Connecting the codified information 
to its creator  and shared mainly 
through person-to-person or person-
to-people contact(Hansen, Nohria, 
& Tiemey, 1999) provides the r icher 
medium for communication where 
transferr ing of more contextual 
information from one person to another 
are done, making the information 
provider an effective carrier of that 
knowledge. 

The downside of this is a r isk for both 
knowledge seekers and providers as 
may ref lect one’s lack of knowledge 
on a given topic and that sharing can 
only occur when knowledge seekers 
are aware of what others know  to 
have the abi l i ty to reach out to the 
r ight knowledge providers.

Personalisation

Knowledge management enables 
learning within the organization which 
not only benefi ts the organization by 
retaining and building an internal 
knowledge pool  but also helping 
individuals to acquire ski l ls and 
information by ensuring knowledge is 
avai lable and accessible throughout 
the organization.

Building a knowledge

Increase col laboration and idea 
generation

Optimise a culture of knowledge 
sharing

Employees feel respected for 
their knowledge

Capture and store knowledge for 
future reuse

Explicit
Codified knowledge found in  
documents, databases etc. IT 

is essential for transfer & 
storage

Tacit

Intuitive knowledge, know-how, rooted in context, experi-
ence, practice & values, hard to communicate, reside in  

the mind of the practitioner, best source of long term com-
petitive advantage and innovation, IT mainly as support

20 21



By nature, human beings are 
social creatures, we appreciate the 
companionship of others of our kind. 
According to Tegze (2018), there are 
f ive main reasons why people share 
their knowledge: From the same study, 73% of 

respondents said that they process 
information more deeply, thoroughly, 
and thoughtful ly when they share 
i t .  This helps the sharer to ref lect 
and ref ine the information they share 
and the receiver to acquire more 
understanding and learning from the 
exchange.

This section explores what are the motivation mechanism to encourage people to 
share.

2.2 Motivation behind sharing

We share to look good 
(Impression Management)

We share to teach and help 
(Information Acquisition)

We share to connect 
(Social Bonding)

We share to convince 
(Persuading others)

We share to feel good 
(Emotion Regulation)

Many designers share their works on 
Behance, Coroflot,  and Dribbble as 
these platforms are well-known within 
the design industry for showcasing 
creative works and gett ing their work 
recognized in a wider pool of audience 
and even potential employers from 
various design industr ies. 
Social interaction elements such 
as the number of l ikes, fol lowers, 
or shared ways to ref lect one’s 
recognit ion from others.

A study done by the New York Times 
Customer Insight Group found that 
69% share information because i t 
al lows them to feel more involved in 
the world, this ref lects on increasing 
self-fulf i l lment and connectedness to 
feel included within the community.

People are motivated when they feel 
they can relate to a group with shared 
interests and values which results 
in users feel ing more comfortable in 
their decisions around people who 
care about the same stuff or with 
similar goals. Facebook group feature 
encourages l ike-minded people to 
connect and share information that 
they deem useful. 

People tend to guide their behavior 
referencing the behaviors of others. 
Social proofing design elements such 
as rat ings, customer reviews, social 
presence, and test imonials inform 
the user to formulate better decision 
making which is typical ly found in 
e-commerce websites.

Reciprocity and rewards for 
sharing in organisation

According to Hall  (2001) The 
wil l ingness to share in organization 
typical ly drives on two types of 
reciprocity: direct(factors depend on 
the duration of social bond between 
the knowledge provider and receiver) 
and indirect(Third-party provides 
knowledge without expectat ions of 
a return from the receiver). Either 
type does ult imately anticipate some 
form of rewards in return therefore, 
i t  is important to look at the types of 
rewards.

Explici t  rewards are perceived as 
tangible returns such as monetary 
reward (eg. salary gain, bonus), 
posit ive indirect effect on employee’s 
performance (e.g. promotion, 
performance review, job security), 
access, and balance of information 
contr ibution.

Indirect rewards are intangible 
returns such as acknowledgment 
from peers(personal reputation) and 
personal satisfact ion such as given the 
abi l i ty to demonstrate individual talent 
and abi l i ty (pro-social behavior).
These drivers give a background 
understanding of the common 

motivation drivers that would support 
the notion of encouraging knowledge 
sharing which should be taken note 
of when designing the platform and 
what goes beyond the practical usage 
that needs to be enforced by the 
organization.
A study(Half,2020) conducted over 
500 business leaders across on hir ing 

trends and career ambit ions stated 
that “Businesses with a strong learning 
culture enjoy employee engagement 
and retention rates around 30-50% 
higher than those that don’t.  This 
means that i t  is beneficial for the 
organization to increase knowledge 
exchanges and openness within the 
company and by doing so inherently 
increase the loyalty of the employees 
and bui lding a happier organization as 
an overal l .

Benefits promoting knowledge 
sharing within organisations

22 23



2.3 Challenges of knowledge sharing

Although being well  aware of the 
benefi ts of cult ivat ing such pieces of 
knowledge wil l  help the company to 
accelerate and innovate, Taminiau 
et al.(2009) noted that generating 
general knowledge requires much 
effort and Werr and Sjernberg(2003) 
suggested that making individual 
knowledge avai lable for organizational 
needs where the transfer of knowledge 
can be faci l i tated through sharing. 

To do so, codif icat ion of individual 
knowledge is required in the process 
of knowledge transfer where 
consultants have to record a ref lect ion 
on their project context which often 
consultants do not have t ime to do. 
Thus, defining what is the cri t ical 
information that is useful for the 
designers would determine what would 
be required of them to be shared.

Described in Robertson et al.(2003)
study found that the enforcement 
of codif icat ion largely depends on 
the inst i tut ional sett ing in which 
the consultancy f irm operates(e.g. 
Law f irms are more incl ined to 
practice codif icat ion as knowledge 
is highly valued in their industry). 
Nevertheless, without having a clear 
structure to manage these knowledge 
properly and having an overload of 
knowledge can have a reverse impact 
on the performance of the company. 
Therefore, there is a need to create 
a balance to faci l i tate knowledge 
sharing within the company and while 
exploring the possibi l i t ies which this 
project str ives to uncover.

Striking a balanceTime

Social loafing refers to the tendency of 
individuals to put forth less effort when 
they are part of a group.

Studies have found that numerous 
f irms that adopted ICT(Information 
and communication technology)-based 
knowledge management systems(KMS) 
to assist knowledge sharing between 
employees face a serious problem 
of high fai lure rate due to social 
loafing(Zhang et al.  2013; Cabrera 
and Cabrera,2002; Wasko and 
Faraj,2005; King and Marks, 2008) 
and do not contr ibute their valuable 
knowledge to others through these 
information technologies (IT) systems 
due to the lack of knowledge sharing 
visibi l i ty(KSV)within organizations 
(Zhang et al.  2009). 

The lack of visibi l i ty impacted the 
motivation to share as a col lect ive 
therefore, i t  is important to create 
knowledge visibi l i ty within the 
organization and the research wil l  aim 
to uncover how information can be 
faci l i tated to address this issue.

Social loafing
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2.4 Key takeaways

Knowledge sharing background Sharing motivation

Knowledge can be defined as a 
combination of information with 
experience, context, interpretat ion, 
ref lect ion which are highly 
contextual(Morrissey, 2005). The 
act of exchanging information or 
understanding between individuals, 
teams, communit ies, or organizations 
is knowledge sharing. Two forms of 
knowledge can be shared, Tacit  and 
expl ici t  knowledge. Tacit  knowledge 
is diff icult  to art iculate and i t  derives 
from direct experience and action 
which are commonly shared through 
conversation, storytel l ing, and shared 
experience whereas expl ici t  knowledge 
is the opposite of tacit .  More formal 
and precise knowledge st i l l  can be 
art iculated even when i t  is removed 
from its source.

As sociable creatures, the reason 
behind sharing typical ly based 
on 5 key cri teria(Tegze,2018), 
maintaining self- image (Impression 
management), to feel appreciated 
(Emotion regulat ion), the abi l i ty to 
assist and support others ( information 
acquisit ion), feel ing of connectedness 
(Social bonding) and last ly, to convince 
others (Persuading others). Hall 
(2001)’s study noted that to encourage 
sharing, reciprocity should be taken 
into account within the organization 
which can be done through expl ici t 
rewarding such as monetary related 
gains or posit ive effect on employee’s 
performance and indirect rewarding 
such as acknowledgment from peers or 
providing opportunit ies to demonstrate 
individual talent and abi l i ty to enhance 
personal satisfact ion. 

Challenges of designing a 
knowledge base platform

The research f indings define the 
chal lenges for designing the platform 
and need to take note. 

First ly, the huge t ime and effort 
required for codifying al l  the 
information from al l  projects.

Secondly, the codif icat ion of 
information increases accessibi l i ty 
of information however, information 
overload can have a negative 
impact on the workload of the users. 
Therefore, defining the information 
needed for the designer ’s designing 
process wil l  determine the materials 
that wi l l  need to be coded. 

Lastly, information visibi l i ty reduces 
social loafing to share knowledge, and 
with the understanding of what would 
encourage employees to share.
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Chapter overview

To understand how sharing takes place within the design chapter 
and the characterist ics of the designers, observations during 
company sessions, small  discussion groups, and up-close 
interviews with the designers were done to give the readers 
sensing of the sharing culture within AIDC. These insights aim 
to sum up the essence of the platform should ref lect so that i t 
resonates with the designers themselves. Then, understanding 
what kind of content the designers create for their work wil l 
define the content that the platform needs to host. To do so, a 
breakdown of the del iverables was created based on a cl ient 

project.

3.1 Accenture Interactive Analysis
3.2 User research
3.3 Typical AID process of designing
3.4 Created contents
3.5 Information system analysis
3.6 Vision clusters
3.7 Learnings over discussion
3.8 Key takeaways
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3.1.1 Service offerings

Accenture Interactive is a leading global professional services company that provides 
a wide range of services to create meaningful experiences across the entire customer 
journey for their cl ients. With the constant pressure to generate creative solut ions at 
a fast pace, the company seeks to create a platform as a central ized hub to support 
i ts designers. 

Each team provides different services 
to meet the cl ient’s needs. These 
design services are formulated based 
on the different phases of a typical 
design innovation process. Depending 
on the different cl ient project needs, 
i t  is common for different designers 
across the three teams to work 
together to create solut ions and 
provide their expert ise, giving different 
perspectives on the work they do. 

3.1 Accenture Interactive Analysis
The company has a strong sharing 
culture, AI designers are driven to 
share their knowledge actively on 
different channels and platforms 
about their learning experience and 
exchanging ideas frequently with 
people across different professionals. 
During their free t ime, they took on 
external courses and workshops 
to further advance their ski l ls and 
knowledge and they enjoy sharing 
their learning experience with the team. 
Because each individual has different 
interests and ski l ls, they bring in 
different knowledge and learnings to 
share with the team as much as they 
can.

The designers l ike to share about 
their experience and chal lenges they 
encounter this is because the designs 
are the fruit  of their labor, a part of 
themselves ref lected on the works. 
They hold high regard for the design 
decisions that led to the outcome. 
Therefore, i t  is important to emphasize 
that the designs they create should be 
valued and their contr ibution should be 
made known. 

Sharing culture

Most of the projects within AIDC 
fol low the Agile framework, a 
famil iar methodology to cope with 
the rapid changes in the customer-
driven marketplace(Danning,2016) 
through continuous i terat ion product 
development cycles instead of end 
product del ivery al l  at once at the end. 

Agile WoW

Assigned to different projects

3.1.2 Way of Working (WoW)

AID is often assigned to different 
project groups that consist of other 
professionals such as the business 
analyst, developers, and project 
manager to del iver solut ions per sprint 
cycle that satisfy the cl ient’s goal.
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3.2 User research

3.2.1 Empathizing with the users

Survey

Expert Interview

Interviewees

Interview protocol

A google form survey was sent 
through the slack channel to gather 
insights from the whole team to 
understand their perception towards 
the situation within the company and 
their perception towards sharing. The 
results from nine survey respondents 
were gathered.

Running interviews to get a better 
insider overview of the situation, nine 
interviews were conducted in a one-
on-one session within the company. 
Three design leads, two product 
designers, one service designer, and 
two lab designers part icipated in the 
interview across the span of two weeks 
fol lowing the same protocol consist ing 
of f ive questions.

(1I)Product Lead
(2I)Service Lead (2.4 years)
(3I)Lab Lead (6 years)
(4I)Design Manager (5.5 years)
(5I)Senior product designer (5.8years)
(6I)Senior service designer (3 years)
(7I)Senior Lab designer (8 years)
(8I)Lab designer (2 years)
(9I)Service designer(1year)

1. What kind of design services do you 
offer to your cl ient?
2. How is your current experience with 
the information systems?
3. Could you share with me how your 
envision walk through to be l ike on the 
platform?
4. How would you envision yourself 
using this design repository to 
col laborate with the people in AIDC?
5. What do you want to see in the 
platform?

3.2.2 Different roles & deliverables

Primary users

Secondary users

Accenture Interactive Designers (AID)

Design Lead

Design Manager

Designers are separated into three 
teams. Each team generates different 
del iverables for their cl ients. These 
del iverables are created in different 
formats for a variety of use cases.

Product

Service

Lab

Responsible for bringing ideas 
to development, this means the 
designs they create are used for f inal 
production of the product. 

Focus on solving social or cultural 
problems for their cl ients using design 
research methods.

Explore knowledge of innovative 
technologies and trends to help their 
cl ients think out-of-the-box solut ions.

Focusing on support ing the team and 
overseeing the capabil i t ies and ski l ls 
of the designer under each team.

Oversee and manage the projects and 
the designers across al l  teams. 

Image representation (poster/Figure)

Report (Document/presentation

Interactive medium (prototype/demos)
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3.2.3  Personas 3.2.4 Design information they share

Dave , Senior Product 
designer, 4 years

Background & responsibilities

Templates

Reading materials

Design assets

Primary User

Common practice

Common practice

Interest

Goals
Quote

Dave’s job involves a lot of col laboration on 
different project teams, creating designs, and 
doing quali tat ive research. On the side, he 
part icipates in workshops and UX seminars to 
update his knowledge and share useful design t ips 
and project experiences with his col leagues.

Templates for different design 
processes to speed up their work and 
act as a guidel ine for information to be 
f i l led.

Project f i les are stored in their internal 
system (Box). More wil l  be explained 
in the later chapters.

Reading resources to help boost 
design knowledge within the team

Icons, images, audio f i les, video f i les 
are some of the other materials they 
share within the team inside their 
current system.

• Create del iverables, market research and 
keeping update with the latest design trends

• Create design templates to help speed up 
their work

• Helping out with design projects 
• Finding ways to improve workf low for the 

team

• Always eager to learn new knowledge 
• Enjoy sharing and exchange ideas with others

• Access to resources quickly
• Share knowledge with others
• Get internal ly inspired

Thomas, Design Lead, 6 years

Secondary User Background & responsibilities

Interest

Goals
Quote

Thomas is focused and has a keen sense of 
design. His role is to support various design 
projects and the team through his years of 
experience. He spends his t ime strategizing ways 
to improve communication and al ignment in the 
design process within the team.

• Bringing new design trends and inspirat ion to 
the team

• Shared al ignment in process with the team
• Oversee projects easi ly
• Share inspirat ion
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3.3 Typical AID process of designing
This section aims to provide a gl impse of the process of designing by an AID 

3.3.1 Design thinking process

3.3.3 Reference for understanding

The design thinking process is a non-
l inear, i terat ive process that teams use 
to understand users, define chal lenges, 
and create solut ions to prototype and 
test which f i ts well  with the Agile WoW 
in product development. 

Figure 3 shows an adapted design 
thinking process with the information 
provided by the AID. Showing both 
the steps in the process (darker grey) 
and the information that the designer 
refers to/bui ld at different stages of 
designing the application(l ighter grey). To create a del iverable, designers look 

for information that would help them 
to understand the project context, 
user, and the product they design 
for but also f inding design reference 
from completed del iverables to 
communicate their works better.

To speed up their designing process, 
ready-made templates and materials 
are commonly used, tai lor ing their 
design outcome to suit  their cl ient’s 
requirements.

Reference materials highl ighted:

Persona (Target audience)
Customer journey map (How the 
audience interacts with the product)
Competitor analysis (Similar product 
that exist in the market)

3.3.2 Materials to creating
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The reference materials from the 
previous section are clustered into 2 
types, image-based and document-
based. In this analysis, one from each 
format (Persona and usabil i ty report) 
wi l l  be further explained.

Persona is typical ly used to get an 
idea of the type of users the product 
is designed for. In this case, the 
personas are designed to target onl ine 
shoppers and their preference towards 
l ightbulb purchase.

A typical persona contains:

• A personali ty image
• Basic information of the user (age, 

work, race etc.), 
• Personali ty descript ion
• Goals and motivation
• Painpoints

3.4 Created contents

3.4.1 Deliverable format clusters

3.4.2 Image based - Persona

Automating the content analysis can help to extract data that could be relevant to 
the users but i t  requires large amounts of images that are organized and classif ied 
beforehand. This section aims to analyze the del iverables and information i t  contains 
that can be captured. 

The different personas could be 
classif ied under different types such 
as color, name, persona type and 
personali ty image(refer to Figure 5).
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A usabil i ty report is a documentation 
of f indings from usabil i ty test ing. The 
example is a report of the f indings 
of product detai l  page screens of the 
Lightf inder appl icat ion.

I l lustrated in Figure 6, the types of 
information that could be extracted 
from the report are the report t i t le, 
part icipant type and number, date, 
author, prototype l ink, and test aim 
which could be general ized across 
similar usabil i ty test reports. 

The f igure excludes information about 
user rat ings and feedback as this 
information is confidential to cl ients.

3.4.3 Document based - Usability test report

A typical report contains:

• A cover image
• Part icipant select ion
• Prototype l ink
• Records (video/audio)
• Methodology (Approach)
• Test results
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3.4.4 Topic clusters 3.4.5 Things to take note of

Content clusters is a concept in 
SEO(search engine optimization) 
content strategy, that goes beyond 
insert ing keywords in content, i t  uses 
topic modeling and internal l inking to 
improve the UX of content searching 
performance.

Deliverables are made to tai lor 
according to different cl ient’s needs, 
this means that there could be 
variat ions that would not be able to be 
automatical ly identi f ied and classif ied. 
Thus, some human effort would be 
required to help to bui ld a l ibrary of 
organized content.

Understanding that these del iverables 
are often generated for their cl ients 
and these del iverables serve both as a 
f inal project output and an inspirat ion 
source, I  attempted to cluster these 
materials into topics and group 
related content together. Other related 
information such as templates and 
people who are more experienced in 
the process can act as an advisor to a 
specif ic topic so that others know who 
to reach out to for specif ic process 
enquires.

Combining with other information that 
are shared within the team

How it works

How to increase visibility 
of these contents?

Not all deliverables of the same type 
are built the same

Content clustering works in defining 
three main components:

1) Pi l lar page - a broad, 
comprehensive piece of content that 
serves as the cluster ’s core
2) Cluster content - pieces of 
information that l inked to and from a 
cluster ’s pi l lar page
3) Internal Links - the l inkage that 
binds the clusters together

42 43



3.5 Information systems analysis

3.5.1 Box 

Existing information systems

Box is a cloud content management 
and f i le sharing platform for internal 
and external col laboration. The AIDC 
uses this to store al l  their project f i les 
and resources such as templates, 
imagery, and reading materials.

This section analyses the two exist ing information systems and identi f ies the 
advantages and disadvantages that could help identi fy what is expected from the 
platform.

Absence of tag cloud

Box Heuristic evaluation

A tag cloud is a visual representation 
of text data, often used as a 
categorization method for content 
i tems. The current platform al lows 
users to apply tags on f i les but does 
not display exist ing tag categories. 

Absence of project description

Lack of nudging to provide more 
information

Searching similar information is 
possible but challenging 

Visually unappealing

Due to the different f i le structure 
and naming per project, f i le retr ieval 
becomes diff icult .

According to surveys and interviews, 
general ly, AID f inds Box as a simple 
tool for f i le storage but not a place 
for them to f ind inspirat ions due to 
the lack of visual attract iveness and 
interaction.

The lack of descript ion prevents people 
who are not involved to know about the 
project context or the type of project 
i t  is. Obstructing the potential use of 
projects as a source for learning.

The f i le onboarding to the system is a 
‘drag-and-drop’ process, although i t  is 
quick, this does not encourage users 
to categorize their f i les.

Example Box - folder layers

Resources in 

different folders
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Information lost overtime

High sharing and interactivity

Heuristic evaluation

3.5.2 Slack

As seen in image 16, shared 
information is neither tagged nor 
categorized for easy referral within the 
conversation, thus making information 
diff icult  to f ind.

AID general ly prefers Slack for sharing 
design resources and inspirat ion 
as i t  creates a casual space for 
communication among the team. They 
feel more connected to the platform 
due to the high engagement level.

Slack is a business communication 
platform and is used for team 
communication and sharing of design-
related art icles. AID often shares 
design art icles, achievements, and 
self-writ ten art icles within the team 
channel to share new trends and 
promote their work.

Based on understanding both 
platforms, below are the requirements 
that the platform needs to take note of:

How would the different systems 
interact with the platform?

The platform wil l  showcase the 
f inal ised f i les and AID can provide 
l inks direct ly to the project folder to 
retr ieve the f i les.

For archiving of art icles that are 
shared in Slack, AID wil l  archive the 
shared l inks for others users to read 
up on.

To assist users in tagging their f i les in 
pre-exist ing categories 

Encourage the sort ing of f i les to 
happen when the moment when they 
upload their f i les.

Reducing the off ice-l ike appearance 
of the system and promoting tools and 
projects visual ly.

Sharing of art icles, achievements, 
exchanges of ideas and knowledge are 
some of the activi t ies people in AIDC 
enjoy and those should be part of the 
platform.

3.5.3 Requirements

Tag cloud feature is necessary 

Tagging should be introduced during 

Must be visually appealing

Allow other form of social 
engagement apart from work to 
increase usage
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3.5.4 AID perceptions of using different information systems

Different Ways of Working (WoW) 
affecting file organisation

AID are open to share but wary of 
confidentiality

Resources are not visible 
enough 

Projects are organized differently 
due to adhering to the cl ient’s 
WoW, result ing in the folder and f i le 
label ings to be inconsistent across the 
different project folders.

Although many support the idea of 
sharing a number of them stated that 
the ‘grey area’ of sharing project 
related information needs to be clearly 
defined.

Working with mult iple information systems can be chal lenging for AID when i t 
comes to information gathering. Below are some of the facts and chal lenges that 
AID encounters.

Shared materials such as templates, 
reading are not easi ly retr ievable as 
many commented that the searching 
within the system is diff icult . 

Secondly, the information shared 
within Slack is hard to retr ieve from 
being buried under messages or 
unable to recal l  the post. 

Absence of project context

The confidential issue affects the way 
they share project information. Fi les 
that are stored does not contain any 
project descript ion. Therefore, their 
only means was to seek advice from 
the people involved or f iguring out 
while working on the project.

Promote more cross-learningMore at ease to share in a casual 
way

Even though AID are differentiated by 
their roles, many stated their interest 
in learning ski l ls from their peers for 
personal growth and improvement. 
Mentioned by the stakeholder, some 
processes are similar (such as market 
and product research, usabil i ty test ing) 
and others that are unique to the role 
(service blueprint)between service and 
product, i t  would be beneficial for such 
methodologies within the teams to be 
accessible for al l  to encourage more 
learning within the company.

Interactions are more active on the 
Slack channel because i t  creates a 
casual space for sharing and people 
are more connected. AID is proactive 
in sharing and Slack provides a less 
than off ice feel experience which 
al lows sharing to take place easi ly 
than compared to Box. 
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3.6 Vision Clusters

3.6.1 Platform Vision

Bridging across other daily 
used platforms

Fuss- free

Showing growth & 
improvement

Information touchpoint

Opening up to other parts of 
Accenture interactive

Source for inspiration

Tools to support design

Framing insights using the 5 bold 
steps vision canvas, insights were 
clustered into 3 big themes which 
were further broken down into smaller 
clusters of sub-themes below.

The platform can include 
information such as external 
shared art icles and tools that 
are shared actively within 
the design team in the Slack 
platform.

The information required to 
be populated in the platform 
should be concise and 
summarized.

The information displayed in 
the platform should be part 
of the documentation of the 
project so that others can see 
the progress. 

The platform should have al l 
past project data 

The platform becomes 
a reference point where 
other professionals can get 
connected and uti l ise the 
resource with the design team.

The information that is 
uploaded to the platform wil l 
be accessible and visible to 
act as a reference for others.

The platform should have al l 
the design materials shared 
across the whole team.

 

3.6.2 From Vision to requirements

Turning visions for the platform to requirements to achieve through the platform. The 
requirements are separated into content and system requirements to be achieved 
through this platform. 

Content requirement

Creating content should be 
summarized

Content can be genericContent should be 
informative

Content should highlight 
challenges & achievements

Related content should be 
grouped

AID needs digestible 
information so they can learn 
fast and also contr ibute the 
necessary information without 
taking too much of their t ime.

Templates and imagery can be 
reused for several purposes. 
The project descript ion should 
be made generic (means 
removing the specif ic detai ls of 
the cl ient and cl ient-provided 
data). More detai ls under the 
concern section)

Content from the projects 
and resources should provide 
information that other AIDs can 
learn about and know who to 
reach out for.

AID share their achievements 
and learnings quite actively 
with each other, sharing what 
chal lenges they faced and the 
impact their design brings with 
the team brings posit ivi ty and 
provides a source for others to 
learn about.

Cluster related information 
helps AID in speeding up the 
information gathering process 
to kick-start their design 
quickly.

Content should include 
contributors
The content should include 
the contr ibutors to direct the 
seekers to the r ight person for 
help.
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System should serve as a 
source of reference

System should be part of 
the project documentation 
process

System should provide links 
to related information

The platform should serve as 
the single source of truth for 
AID to f ind design inspirat ion 
from del iverables done and 
tools shared within the team 
that are accessible and visible 
for use.

The platform should be the 
main system for project 
documentation process to be 
done for al l  information 

The platform should display 
the information that are related 

Systems requirement

System as a centralised hub

System should make on-
boarding of information easy

The platform should pul l 
design information across the 
systems that AID uses. This 
would require a mapping of the 
types of information, where the 
information exists, and how 
they should serve this system. 

The information should 
be sorted, organized, and 
provided with descript ive 
meta-data so that the 
information that is relevant to 
AID’s search can be retr ieved. 

Content should be actively 
updated
Keep everyone up to date 
on new shared resources 
and projects added to the 
platform. The new content wi l l 
need to be added actively so 
i t  keeps the users engaged 
and increase trust with the 
information shared from within.

3.6.3 Learnings over discussion

Project Content Confidentiality Status of project

For the pi lot stage, project 
del iverables wil l  be manually 
reviewed by the design manager, and 
design leads before the content is 
publ ished. Users would be provided 
draft guidel ines to identi fy classif ied 
information that could not be shared. 

In the future, uploading of project 
related information and materials 
would have to go through a workf low 
process within the portal.  These 
materials would be submitted to the 
project leaders and they would scan 
through these materials before they 
can be viewed by the rest of the 
organization.

The issue of uploading projects that 
are in progress could run some risk of 
sharing data that are not curated.

Different i terat ion stages wil l  cause 
information duplication (different 
versions of the same design task) and 
potential information overloading
the constant change of project 
descript ion (due to cl ient changes)
causing confusion to others who want 
just a high-level understanding of the 
project.
 
To mit igate this situation at the 
current moment, either the lead of the 
project or a team effort to curate the 
del iverable before uploading.

After interviews, concerns have been identi f ied and brought to discussion.
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Project ownership dilemma File version

Proposed Solut ion: For the pi lot stage 
of the platform for displaying project 
information, only the f inal authors of 
the project wi l l  be shown to remove 
potential confusion for the users of the 
platform. 

Proposed Solut ion: Since the purpose 
of the platform is to provide knowledge 
sharing and al lowing designers to get 
inspired quickly, only the completed 
and the f inal version of project-related 
f i les wil l  be showcased in the platform. 
Links to the project folder should 
be provided so users can see more 
detai ls of the project i f  they need i t . 

AID does not have a ful l  overview of 
the project (refer to the agi le process) 
therefore, concern about providing the 
project descript ion has been raised 
during the discussion. 

Proposed Solut ion: At the end of a 
project team discussion would be 
needed or the project manager can 
step in to provide the high-level 
descript ion of the project. 

3.7 Key takeaways

Accenture Interactive analysis Information system analysis

Process of designing

Vision clusters

Three different teams namely service, 
product, and labs, offer different types 
of services and generates different 
del iverables for their cl ients. Working 
in an agi le environment, the designers 
are assigned to various project teams 
and their weekly sharings become 
a touchpoint for them to share their 
learning experience with the rest 
internal ly. 

Most of their project information is 
stored within their project groups 
and sharing of project information is 
not mandatory to practice internal ly 
therefore, f inding out what others are 
working on and the projects that were 
done were either through exploring 
within the information system or asking 
around within the group chat.

Box, an internal cloud storage platform, 
and Slack, a communication tool,  are 
both used within the team to faci l i tate 
f i le sharing and communication within 
the team. 

After the analysis of the capabil i t ies of 
the systems, the missing l ink between 
the two systems is a central ized place 
for information to be organized and 
access easi ly. 

There were a few pointers were 
highl ighted such as different ways of 
working and confidential i ty affected 
the ways of project sharing within the 
team. Secondly, the visibi l i ty of the 
shared resources is cr i t ical as i t  is a 
chal lenge to locate them within the 
current systems.

The platform should faci l i tate a 
casual way of sharing information 
between the teams, reducing the 
off ice-l ike interface, and encourage 
cross-learning by making processes 
and information shared within teams 
avai lable for others.

The design process is often not l inear 
and i t  runs at a fast pace, designers 
have to sif t  out information from 
various sources quickly to create 
designs. 

Design del iverables, act ing as both 
f inal outcome for their cl ient and 
a source for inspirat ion to others, 
are analyzed to understand the 
elements that attr ibute to the creation. 
Identi fying the key topic clusters, and 
connecting information together.

After gathering al l  the information 
from interviews and observations, the 
vision canvas was created, identi fying 
the vision of the platform that the 
team aims for. Translat ing vision into 
requirements for both content and 
system of the platform.
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Chapter overview

This chapter contains the overview of al l  the requirements found 
from the earl ier chapters, leading to the defined design goal to 
move forward with the next phase of ideation and i terat ion.

4.1 Requirement overview
4.2 Design Goal

04
Design requirements & 

design goal
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4.1.1 Onboarding information should be easy & simple

4.1 Requirement overview

The platform should provide some guidance on the content needed.

This section provides an overview of the requirement gathered across theoretical 
research, future vision and user research. The clusters defines the overal l 
requirement the platform should aim towards and be explored in the design phase.

The platform should assist designers by providing a space for self 
ref lect ion.

4.1.2 The platform should provide space for individual reflection 
on project progress

No. Description Found in Type
1 Codif icat ion by assigning keywords or providing 

descript ion
Chpt 2 Requirement

2 Simpli fy information required from the user Chpt 2 Requirement

3 Defining cri t ical information that is useful for them 
so they know what to share

Chpt 2 Requirement

4 Support capturing of key knowledge Chpt 3 Requirement

5 Fuss free Chpt 3 Requirement

6 Content should be summarized Chpt 3 Requirement

7 Tag cloud is a must Chpt 3 Feature

8 Automation can help extract r ich information from 
del iverables

Chapter 3 Consideration

No. Description Found in Type
1 Generating individual knowledge take t ime at 

the end, i t  is encourage for individuals to have a 
record of their ref lect ion on their project

Chpt 2 Requirement

2 Personalised information are more resourceful; 
mostly t ied to carr ier so i t  is important to know who 
has the knowledge

Chpt  2 Requirement

3 Should be part of documentation Chpt 3 Requirement

4.1.3 The platform should highlight contributions & achievements
The platform should highl ight the team’s acheivement and promote 
posit ivi ty

No. Description Found in Type
1 People share to connect Chpt 2 Motivation

2 People share to feel good Chpt  2 Motivation

3 Indirect reward: acknowledgement, abi l i ty to 
showcase individual talent and abi l i ty

Chpt  2 Motivation

4 Content should include contr ibutors Chpt 3 Requirement

5 Content should highl ight achievements Chpt 3 Requirement

6 Showing growth and improvement Chpt 3 Requirement

Information shared within the platform wil l  be open for everyone 
within the company to have access to

4.1.4 Information should be informative & accessible

No. Description Found in Type
1 Prevent social loafing, increase visibi l i ty of 

shared knowledge
Chpt 2 Challenge

2 To enrich shared knowledge so that sharing can 
st ick and others can learn from

Chpt 3 Requirement

3 Information touch point Chpt 3 Requirement

4 Content should be informative Chpt 3 Requirement

5 System should serve as source of reference Chpt 3 Requirement

6 Shared resources not visible/easi ly accessible Chpt 3 Requirement
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4.1.5 The platform should look semi-formal
The platform should provide some guidance on the content needed 
that is simple and quick.

The platform should group related and relevant information together

4.1.6 Related content should be clustered 

No. Description Found in Type
1 Must be visual ly appealing Chpt 2 Requirement

2 Source of inspirat ion Chpt 2 Requirement

3 Accenture branding guidel ine Requirement

4 Simple and clean interface Chpt 3 Requirement

5 Side navigation bar Chpt 3 Requirement

No. Description Found in Type
1 Related content should be grouped Chpt 2 Requirement

2 System should provide l inks to related information Chpt 2 Requirement

4.1.7 Content need to be curated
The information shown in the platform should be checked and veri f ied.

No. Description Found in Type
1 Content can be generic Chpt 2 Requirement

2 Content should be actively updated Chpt 2 Requirement

3 The contr ibutor need to curate the extracted 
information to ensure i t  is shareable

Chpt 3 Requirement

4 Confidential i ty hinder sharing Chpt 3 Requirement

5 Same del iverable type may have variable 
outcomes therefore, the platform would need 
assistance from users to identi fy related contents

Chpt 3 Requirement

Some ‘How Might We’ to be 
explored in the ideation phase:

Understanding what was required from the platform, an overal l  design goal for the 
platform was formulated. 

Looking into how should information be 
designed and displayed for designers.

Exploring ways to address the topic on 
confidential i ty.

Exploring ways to improve the 
information search experience.

Ideating ways to motivate and 
encourage more sharing and how can 
i t  be faci l i tated 

4.2 Design Goal

A centralised platform for designers to share key learnings from projects, 
best practices and resources within the design team.

How might we encourage designers to 
share their learnings?

How might we create the project 
browsing experience informative and 
inspiring?

How might we ensure all the information 
uploaded to the platform remains shareable?

How might we make information 
search easy?

How might we encourage more 
sharing through the platform?

Looking into ways to nudge designers 
to contr ibute content to the platform.
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Chapter overview

Moving into the ideation phase,  mult iple co-creation and 
discussions took place with the design team and design students. 
Three rounds of design i terat ions of the platform were done to 
ref ine the detai ls before heading to the evaluation phase.

5.1 Co-creation
5.2 Project page design
5.3 Tool page design
5.4 Final design overview

05
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5.1 Co-creation
This section wil l  cover the explorat ion of ideas. Some of those were outcomes from 
co-creation while others are exist ing solut ions that can be considered to address the 
issues that were addressed in the earl ier chapter.

2 co-creation sessions were done to 
get inspirat ion for the platform design.

An hour of co-creation with 3 
designers to init ial ize the project card 
design arr iving at 2 different designs 
to display the project information 
and another co-creation session with 
design students were done separately 
to design the layout and information 
display of the page. 

(1P) Senior Product Designer - 4.4 years
(2P) Senior Product Designer - 3 years
(3P) Product Designer - 1.9 years
(4P) Senior Service Designer - 3.8 years
(5P) Design student (DFI)
(6P) Design student (DFI)
(7P) Design student (SPD)
(8P) Design student (SPD)

Co-creation setup Participants

Idea 2 - chat bot idea 

Idea 3 - Facebook-inspired page for 
each project

The idea is to provide a form 
that contains a tag cloud so that 
contr ibutors can select specif ic tags 
quickly. The form also provides a quick 
example of a descript ion for the user 
can refer to.

Adding the addit ional step during the 
f i le onboarding increases the chances 
of users adding more descript ive meta-
data to the f i le.

The bot asks for the required 
information conversational ly while 
breaking down the upload task into 
steps. After the chat is complete, the 
f i le wi l l  be organized and sorted in the 
system.

A social media-l ike page for project 
team members to post a short 
descript ion of the del iverable and 
create tags on the f i les as a social 
feed so that the documentation of 
learnings can be accumulative and 
traceable. 

5.1.1 How might we encourage designers to 
share learnings from projects?
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The idea was to ease the search 
process of the user by uploading a 
request to the platform and the AI 
extracts information that is related 
to their search queries. The user can 
decide i f  i t  is useful or irrelevant to 
their search needs.

The idea was targeting at ensuring 
detai ls relat ing to the project (members 
involved, the status of the project, 
del iverables) are al l  structured within 
a project template with integrated with 
an onl ine project management tool so 
that users can have the ful l  overview 
of the project.

AI search engine 

Information upload template

5.1.2 How might we make 
information search easy?

The idea was to al low users to ‘shop 
and keep’ information that is relevant 
to their search query. By doing so, the 
users can cluster their search results 
and giving them a theme. Each i tem 
wil l  be assigned to the tag so that i t 
ref ines the search results for the users 
and for others to f ind the same type of 
information.

File cart

5.1.3 How might we create the project browsing 
experience informative and inspiring?

Clustering projects with similar topics 
together in a divergent circle diagram, 
highl ighting the different topics would 
give the viewer a sense of the cl ients 
that the company has been receiving 
and being more experienced in a 
specif ic industry.

Visual Clustering

The f i l ter wi l l  sort the projects based 
on the user ’s preferred choice of 
select ion. The f i l ter can be customized 
to the user ’s choice based on a few 
parameters that were mentioned 
such as role-specif ic (e.g. Product-
related, Service-related) or the type of 
del iverable.
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5.1.4 How might we ensure all the 
information uploaded to the platform 
remains shareable?

User consent checklist

Reciprocity sharing

When the user uploads a f i le, the 
form pops up and the users have to 
check the f i les they uploaded meets 
the cri teria to share the f i le. Then, the 
f i le wi l l  be sent to the manager/project 
lead to veri fy.

The idea is targeting at the moment 
when a user sees a piece of 
information that could be useful to 
another, they can choose who would 
most l ikely benefi t  from. The system 
wil l  subtly remind the user to share 
something back to others as a way 
to repay the kindness. This way of 
sharing can help the system to identi fy 
interest topics that would appeal to the 
user.

5.1.5 How might we encourage more 
sharing through the platform?

Interest group within the platform

Ask for help

Summary

By connecting people with a common 
interest, the sharing of information 
would be useful and relevant to the 
topic, creating a ‘special ized’ pool of 
information.

A place where users can ask 
questions and reply to queries 
within the platform. Based on this 
question-feedback loop, the system 
can learn to match information over 
t ime and provide more relevant 
recommendations for similar questions 
that have been asked by others.

The ideas that were generated are 
used as part of the inspirat ion for the 
prototype design. The next section 
wil l  cover the i terat ion process of the 
platform design.
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5.2 Information architecture

The graph(on the left) indicates the key pages and the contents that wi l l  be places 
within and below are the required detai ls to be displayed.

5.2.1 Detail requirement list for Project 
& Tools page

Projects Page
• Have a projects page that l ists al l  projects developed by Accenture. Recent 

projects are placed at the top of the l ist.  Display the name of the cl ient, the type 
of appl icat ion that was developed(.e.g. Shopping, navigation) and the project 
name

• Group projects based on the industry of the cl ient(.e.g. Business,Education)
• Al low users to f i l ter projects by cl ient and industry.

Project Details Page
• Show screenshots of the completed application
• Show the chal lenges that were met during the development of the application.
• Members involved as well  as their role in the project
• Deliverables that were produced during the project. The user can cl ick on the 

del iverable to reveal a popup which contains information such as the chal lenges 
of the task as well  as the author of the del iverable. Screenshots of the 
del iverable can also be seen in the del iverable popup

Tools Page
•  The tools page is to l ist down the various design resources avai lable in 

Accenture.Tools are separated into processes and materials. Processes mainly 
comprises information on how to conduct a certain workf low for example a l ist of 
steps to fol low in order to conduct a usabil i ty test. Processes are further broken 
down into the subcategories such as Branding , Research and Workflow.

• Materials consist of templates, stock imagery and examples that can be used for 
inspirat ion.

• Users can f i l ter tools by their respective categories and subcategories
• Each i tem in the l ist is label led by their subcategories , the name of the tool as 

well  as a short descript ion about them.

 Process Details Page
• Should include a brief introduction to the process
• Different steps in the project as well  as l inks to the Materials that were used in 

each step
• Pro t ips section where other designers share insights on the process and how 

they did i t .  Al low the user to also submit their own t ips through this page.
• Credits to the contr ibutors of this process.
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2 - Side navigation

5.3 Project page design development

Indications

4 - Reduced cluttering of details on 
card

4 - Image focus on the project 
outcome

The init ial  stage was al lowing users 
to f i l ter by both industr ies and project 
categories. Further changes were 
introduced such as f i l ter ing projects 
based on cl ients and project category 
to simpli fy the f i l ter ing option.

The design started off with some low-
f idel i ty prototype without any images 
to test out with the users in terms of 
the navigation and content placement. 

1 - Primary Navigator
2 - Side navigator
3 - Page header
4- Project card

The init ial  card design focus more on 
highl ighting the members behind the 
project this however, creates visual 
noises on the site. The overal l  design 
was further reduced to displaying the 
name of the project, the category type 
and the cl ient’s name as a reference. 
Detai ls of members are placed within 
the project detai l  page.

The init ial  ones focused more on the 
cl ient (using cl ient logo to represent 
the projects), users commented that 
showing images of the product they 
created would help them to recal l 
better hence the change in the use of 
images.

5.3.1 Major changes - Project
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The layout design was based on a competitor study across similar design platforms to 
ensure minimum usabil i ty problems and combining with some of the ideas from co-
creations for the different component design.

5.3.2 Iteration 1 - Project

1 - Primary header design

2 - Side navigation ( Project category)

3 - Page header

5 - 1st version of the project card 
design

4 - Center navigation (Industries 
category)

For sort ing cl ients based on the 
industr ies they are clustered in. 

Displaying the status of the project, 
the members involved and the tags 
associated with the project.

Having both project and industry 
categories confuses the user in what 
to expect when a certain topic and 
industry was selected. The decision 
was to reduce the f i l ters to one for 
further round of test ing. 

Having both project and industry 
categories confuses the user in what 
to expect when a certain topic and 
industry was selected. The decision 
was to reduce the f i l ters to one for 
further round of test ing. 

During the test, 3 users mentioned that 
they forgot which page they were in, 
and 2 scrol l  up to check which page 
they are in the midst of test ing. this 
can be interpreted in two ways, the 
header presence is too small  or more 
white spaces required to reduce the 
overloading of information displayed at 
once in the screen.

Learnings 

projects with industry categories

Reducing the number of 
information shown on the card

More emphasis on the page header 
needed

For f i l ter ing projects across different 
cl ients based on the type of project 
outcome it  is developed for.

The t i t le of the page to help users 
be aware and understand the f low of 
content within the page.

The primary header includes al l  the 
l inks to different pages, a search 
bar, quick access l inks to box and 
slack, an upload button for adding of 
new documents , bookmark and user 
prof i le. 
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After discussion with the stakeholders 
on the uploading of projects, the 
arrangement for project to be 
moderated before publ ishing on the 
platform were made. This is to ensure 
the quali ty of content and ensuring the 
removal of cl ient sensit ive data before 
the work can be shown on the platform. 

Secondly, user prof i le was removed 
due to budget constraint and potential 
technical complexity of creating the 
account database for al l  users, 

Feedback was given to reduce the 
visual clutters and provide more 
emphasis on the brand as i t  is a 
key touchpoint for users during 
the test ing to ‘reset’ or ‘go back to 
home”. Secondly, users commented 
that ‘resources’ and ‘art icles’ could 
belong under the same branch. The 
latest version of the design discussed 
with both visual designer and product 
designer to keep the language of use 
simple and with lesser ambiguity, the 
word “resource’’ was changed to ‘ tools’ 
and ‘art icles’ was changed to ‘stories’.

Improvement on the page labelling1 - Reducing the features & 
complexity

5.3.3 Iteration 2 - Project

Further suggestions were made to 
remove the check-box to keep the 
interface and the logic behind the 
sort ing system to be simple and 
to al low sort ing of projects based 
on cl ients to be added to the side 
navigation as both perform the same 
function of sort ing out the projects.

During the development stage, a 
request by the stakeholder was made 
to add the design manifesto of the 
team, more improvement wil l  be 
needed to improve the page presence. 

Based on the user test ing, suggestions 
to have the project designs to be 
displayed, enabling quick preview 
while browsing the projects. This 
would also improve the ux of the 
project information display where the 
selection of projects direct ly l inks 
to the project detai l  page with the 
members involved in the project can 
be displayed.

2+4 -  Improvements on the side 
navigation bar 

3 - More emphasis on the header 

5- Reversing the cards to display the 
projects of the clients 
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Collaborating with both visual design 
lead, Mart i jn, and senior product 
designer, Hui, the overal l  layout was 
further improvised to provide more 
clari ty in the information display and 
the aesthetics of the design. 

Due to the changes suggested on 
the project card design, suggestions 
to combine the cl ient and project 
category into the side navigation to 
keep the user interaction consistent. 

Users commented that ‘resources’ 
and ‘art icles’ could belong under the 
same branch. The latest version of the 
design discussed with both the visual 
designer and product designer to keep 
the language of use simple and with 
lesser ambiguity, the word ‘resource’ 
was changed to ‘ tools’ and ‘art icles’ 
was changed to ‘stories’. 

Language used for page labelling

Overall key improvements The side navigation bar

5.3.4 Iteration 3 - Project Project Detai l  page v3

Final ised product 
images wil l  be shown 
in a carousel manner

Users can go to 
information direct ly 
from the side 
navigation

Descript ion of the 
project

Project members with 
images and quick l ink 
to prof i le

Final ised and 
shareable project 
del iverables 
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5.4 Tool page development

The category label l ing were improved 
to accomodate more types content that 
would be added in the future.

The section t i t le ‘Processes & 
approaches’ in the 2nd i terat ion was 
used to separate processes page from 
the materials(e.g. templates, imagery).

The page t i t le and secondary text 
change over t ime to improve page 
scannabil i ty and reduce the ambiguity 
of the content the page contains.

The init ial  intention in i terat ion 1 was 
to separate processes into roles 
while st i l l  being accessible via the 
‘Collect ion of best practices’.  To 
reduce the complexity of the interface, 
the ‘sort by roles’ can be considered 
for future development.

1 - Side navigation bar

2 - Page header

3 - Tools card
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5.4.2 Tool detail page development

From user test ing, many commented 
that the templates were hidden in the 
interface, only to be found after 3 
cl icks. The changes in the information 
display were made into a blog post 
version. This is so that the steps of 
the process are presented clearly 
while also providing quick access to 
the template and other processes with 
anchor l inks.

Social features were introduced during 
the third i terat ion. This is to encourage 
users to share their experiences 
with others and showing grati tude to 
contr ibutors for their knowledge and 
help with creating the content are 
shown on the page.

Reducing complexity Protip & Content contributor appreciation
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5.5 Accenture Interactive.Design

A one-stop information point to access 
content curated and designed by 
our design team. A combined effort 
of creative minds to craft the design 
processes practiced within the team 
in simple steps. Central izing the 
necessary information to help you 
kickstart on your project.

Quick overview

Design works shouldn’t be stashed 
away in folders but be used as a visual 
reference to inspire others. 

The platform offers a quick overview 
of projects and resources through a 
clear visual ized interface with category 
selection to assist the navigation 
experience.

Project showcase

Design tools & resources

Each project tel ls a different story 
and unique experience that can be 
shared through the platform. The page 
displays shareable project detai ls and 
the people involved to reach out.

Central ized information gets you 
covered with the necessary materials 
you wil l  need to have with the steps to 
guide you through the process. 

Collaborative design hub

Features
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5.6 Finalised overview

Differentiat ing the variety of projects 
by using the end outcome image of 
the project and highl ighted topic tags 
on the project card helps to increase 
project visibi l i ty and scannabil i ty of the 
page.

Projects can be sort by cl ients and 
topic categories from the sidebar 
navigation to have an overview of 
the projects done under a cl ient and 
get inspirat ion from browsing across 
projects under similar topics.

Within the project detai l  page, the 
main product image is shown on the 
top with information about the project 
chal lenge and the members involved in 
the project. The f inal ized del iverables 
wil l  be chosen and displayed on the 
site. 

1 - Project page 2 - Project detail page

The tools page showcases different 
processes and materials shared within 
AIDC. Each process card leads to a 
ful l  information detai l  page.

Each process is i l lustrated in steps to 
provide users an understanding of the 
method. Quick access to templates 
and related examples assist the users 
by providing a point of reference 
and the materials needed to bui ld 
the del iverable. Other designers can 
enrich the content by sharing their 
t ips in the protip section. The content 
contr ibutors are highl ighted at the end 
of the page as a way of appreciat ion 
for their contr ibution. 

1 - Tools page 2 - Tools detail page
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Chapter overview

This chapter gives an overview of the evaluation test procedure, 
the results, and feedback gathered from surveys and discussions 
during the test ing session. The chapter wi l l  conclude with some 
future recommendations.

6.1 Evaluation of the platform
6.2 Future recommendation

6.4 Limitations

06
Evaluation & Future 
recommendations



There are two sections in this chapter. The f irst section wil l  introduce the process for 
evaluating the prototype, the obtained results fol lowed by the comments given for the 
platform. Limitat ions and recommendations to improve the platform wil l  be covered in 
the second section.

• Navigation experience of the 
platform

• Accessing the r ichness of the 
content

• User ’s perceived usefulness of the 
platform

• Identi fy UX issues on completing 
the task

The platform was evaluated with nine 
designers in a moderated sett ing via 
the Lookback.io platform. Two out 
of nine designers were consistently 
tested across al l  three versions of the 
prototype to track the changes and 
development of the design.

The part icipants are a mixture of 5 
AID, 1 TUDelft  design student, and 
three external UX designers. They are 
selected based on their roles (design 
trained) and their experience with 
internal f i le management platforms in a 
corporate sett ing. 

(1F)AID,Product designer, 2 years
(2F)AID,Lab designer, 2 years
(3F)AID,Senior Product designer, 4 
years
(4F)AID,Senior Product designer, 4 
years
(5F)AID,Service designer, 3 years
(6F)External UX designer(Govttech), 3 
years
(7F)External UX 
designer(Anywhere365), 3 years
(8F)External UX designer(Mitsubishi), 
3 years
(9F)Design student, SPD

Objective

Introduction Participants

6.1 Evaluation of the platform 

The test was done through the 
Lookback.io platform and each of the 
part icipants was given access to the 
digital prototype via a URL l ink. Al l 
nine rounds of test ing were recorded 
in both audio and video. Each round of 
test ing lasted approximately one hour.

Test setup

During the session, the part icipants 
are prompted with questions related 
to content clari ty, the r ichness of the 
content, wi l l ingness to contr ibute, and 
overal l  feedback of the platform. The 
survey contains questions related 
to how the users perceive the value 
of the platform and their l ikel ihood 
in using the platform, the AttrakDiff 
scale (Hassenzahl ,Burmester & 
Koller,2003) which consists of several 
pairs of descript ive words to measure 
attract iveness, pragmatic and hedonic 
qual i ty of the interface and last ly, 
three open-ended questions to gather 
user feedback that wi l l  be discussed in 
the result section.

1) You are working on a cl ient project 
that requires you to do a usabil i ty test 
report and you want f ind a template, 
how would you go about f inding i t 
through this platform.

2) You are working for a project related 
to shopping and you would l ike to see 
the kind of projects done within the 
team related to the topic. how would 
you go about f inding i t  through this 
platform

Through f i l l ing in the post-test survey, 
the experience of using the system 
was scaled. The quali tat ive results are 
presented in Figures separately. 

• How l ikely would you be encouraged to contr ibute information to this platform?
• How l ikely would you support the development of this platform?
• How l ikely would you use this platform to support your work?
• What do you l ike the most about the platform?
• Any suggestions you would l ike to see in the future?

Method

Test task

Evaluation results

Questions
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The AttrakDiff  scale is used for 
product evaluation based on the 
user ’s perception while interacting 
with the product. I t  should be noted 
that these word pairs are not al l 
extremely posit ive or negative but a 
representation of the characterist ics 
of the system. An analysis was done 
to evaluate Box as a reference to 
improvement in the users’ perception 
of the system. The scale was based on 
the number of people part icipating in 
the test that voted for one of the word 
pairs therefore, the scale ref lected a 
more decisive result.

There are a few major improvements 
made with the new platform as 
compared to Box such as being more 
integrating, professional, excit ing, and 
more human. The difference between 
the systems on one of the parameters 
(Easy and chal lenging) was closer 
due to one part icipant experiencing 
diff iculty f inding the template during 
the test. Overal l ,  the platform received 
posit ive reviews of the overal l  usabi l i ty 
and design however, the result may be 
subjective as the product is new to the 
part icipants which would require an 
extended period of use to have a more 
balanced comparison.

AttrakDiff Scale

6.1.1 Evaluation results

Comparison results

From the col lected results, al l  the 
part icipants gave a high to moderate 
rat ing of using the platform to support 
their work and inspirat ion.

This ref lects a posit ive start as the 
users are general ly happy with the 
platform and would l ike for i t  to be 
developed.

Part icipants f ind that the information 
organized within the platform 
encourages them to ut i l ize the platform 
more frequently as a source for 
inspirat ion and gathering resources.

The content cluster appeals to the 
users as i t  provides information that 
is useful but not direct ly related to the 
topic within a single page. 

The part icipants general ly felt  that 
the navigation experience was simple 
and easy to use. The simplici ty in 
the way how the information is being 
categorized and structured increases 
their l ikel ihood of using the platform.
60% of the part icipants see the 
potential of the platform encouraging 
more sharing within the company
The browsing of projects (70% of the 
part icipants agree) and resources 
(60% of the part icipants agree) was 
made easier. 

Well organised and clear 
documentation 

Curated content cluster enhances 
value of information

Better user experience and visual 
clarity

Positive ratings

Overall feedback
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During the session, most of the 
part icipants commented that there 
needs to be more content to better 
understand the project. This would 
help to properly assess the page value 
aside from having the information 
about the members of the project and 
the f inal del iverables.

For the del iverables section, two of the 
part icipants commented about having 
the working f i les and the different 
variat ions of the project outcome in the 
platform would be useful to understand 
the mind of the designer ’s design 
decision and see more in-depth detai ls. 
These were discussed before in 
chapter 3 (Project ownership di lemma 
and f i le version). My recommendation 
for this issue wil l  be discussed in the 
recommendation section.

The clear dist inct ion between the two 
f i l ter ing categories helps the users to 
navigate the projects with ease. One 
commented that there would be a need 
to redesign the side navigation bar to 
accommodate more cl ient l ists and 
improve the user reassurance on the 
interaction with the side navigation 
when the topic/cl ient is being selected. 

More project content to increase 
content richness

Overall feedback

6.1.2 Feedback - Project section

Side navigation improves browsing 
experience
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Detailed feedback on project pages
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In general,  the part icipants stated 
that the information clustered into a 
single page is useful and speeds up 
their process to gather information 
as i t  provides a good sense of the 
design process, the experts to look for 
and the necessary materials needed 
to bui ld the del iverable. During the 
test ing session, other content that was 
not known but could be added helpful 
and valuable for others such as the 
part icipant recruitment agency contact 
l ist and workshop presentation about 
conducting usabil i ty test ing.

Five part icipants mentioned about 
separating the information into 
concise parts helps in understanding 
the content quicker and learn easi ly. 
This can be interpreted as shared 
knowledge that can be easi ly stored 
and transferred through this format of 
sharing.

Information clustered enhance value 
of shared content

General feedback

Concise content for quick readers

6.1.3 Feedback - Tools section
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Four part icipants mentioned that 
the hand-drawn image creates more 
relatedness and attract iveness to the 
page. This could be an alternative way 
to encourage AID to feel connected by 
showcasing their i l lustrat ions as part 
of the platform.

Four part icipants mentioned that the 
protip helps to captured knowledge 
for future reference and knowing who 
to look for directs them to the r ight 
person quickly. 

Hand-drawn images enhances 
relatedness to the designers

Pro tips encourages sharing and 
learning

The page display both types of cards 
(one leads to a page and the other is 
a downloadable card). This confuses 
the users in what to be expected after 
they interact with the card. Thus, my 
recommendation would be either to:

1. Remove the downloadable card 
from the Tools page

2. Separate the different cards into 
sections on the page

The material support page uses the 
same label for both the page t i t le and 
material section which confuses the 
user in the hierarchy of content. The 
suggestion was to re-look into the 
label l ing and swap the posit ion of the 
example and material section.

Placement of different content

Critical feedback

Double label confusion
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Detailed feedbacks on tool pages

102 103



Explore ways to increase awareness 
of sharing ethics within organisation

Integration of social activities 

As found in earl ier surveys, there 
were concerns that the format of 
sharing projects would incur personal 
r isk of gett ing negative effects on 
one’s working ethics which creates 
an emotional barr ier to share on the 
platform. My recommendation is to 
have a more open discussion with 
the management team and designers 
together to define the parameters 
of sharing while keeping in mind 
other emotive concepts such as 
hindrance(Chapter 2).

This section wil l  be discussing on areas of improvement for the future development of 
the platform.

Other forms of social act ivi t ies 
related to the designer ’s functional 
responsibi l i t ies such as part icipant 
recruitment for user test ing and 
promoting company design catch ups 
could be added in future development. 
This might help to increase the 
retention and value of the platform 
through the integration of other user 
act ivi t ies.

6.2 Future recommendation

Other tag recommendations

Adding more tags to art icles helps to 
improve the searching capabil i t ies of 
the system. Below are some other tag 
recommendations found through the 
research for consideration.

Topic group Tag suggestions
Design 
technicality 

Icons, device mock-
ups, guidel ines, design 
patterns, Material Ui, 
Material Icons, Device 
resolut ions

Software 
related

Figma, Jira, Confluence

Industry 
related 

energy trends, 
energy transit ion, 
sustainabi l i ty, 
sustainabi l i ty trends, 
demand response, 
agriculture, future 
of agriculture, tool 
f inancial analysis, 
farmer

Topic 
elaboration

Improve col laboration, 
art iculate design 
decision, scrum 
methodology

Feedback for continuous 
improvement

Platform as a documentation 
touchpoint

I t  is important to gather user feedback 
to improve the platform to provide 
better product service experience and 
identi fy and el iminate problems that 
might occur over t ime. Features such 
as site rat ings, customer surveys, or 
l ive chat could be considered.

Defined in Chapter 4, using the 
platform as part of the company’s 
practice to document knowledge wil l 
help to bui ld up the content for the 
platform and encourage more sharing 
of insights amongst the designers as 
an organizational practice.

Documentation of the project on the 
platform would help designers to 
ref lect on their work. These materials 
could also be used during performance 
review sessions.

This could benefi t  the design leads to 
be aware of the status of the project 
the AID is in.

In the end, these can be reviewed 
and summarised into case studies for 
design managers. 

Some suggestions for tracking:
 
• Visitor demographic (Age, 

profession, region)
• Site activi ty monitoring (when i t  is 

most act ive)
• Most visi ted page (define the user ’s 

intention of visi t ing the platform)

104 105



For the content to stay active and up 
to date, i t  requires a certain amount 
of dedicated effort and a team to 
maintain the activi ty in the platform.

The content management team should 
ensure al l  contents are suff iciently 
documented(gathering text, images, 
and documents), establ ishing and 
maintaining content qual i ty. He/she 
also strategize future content creation 
to be added on the platform.

Manages the content, shared 
resources and updates the platform 
regularly. Ensuring al l  shared contents 
are organized and sorted properly.

Content management team

Suggested team & responsibility

Knowledge manager

Service model to drive the platform 
forward

Responsible for the outputs, arranging 
interviews, and arrange the schedule 
of launching the contents. Ensuring 
the content f lows smoothly and gets 
publ ished on t ime.

Ensuring al l  contents are sharable, 
comply with company pol icy, and 
checking on content consistency 
before publ ishing. Project management 
ski l ls would be handy for the role.

Project content - Prepare the relevant 
f i les, project descript ion, and learnings 
for the content curator.

Process content - Providing their 
expert ise in a specif ic process and 
structure them into steps.

The wizards behind creating usable 
templates in relevant formats for 
the team. Ensuring that the shared 
templates fol low the Accenture 
interactive branding guidel ine(Font, 
color, style).

Work alongside with the editor to 
promote shared resources and bring 
new content ideas to the team.

Editor

Content curator

Content experts

Template team

Content marketer

With the clear delegation of roles, the 
workload of populat ing the pages can 
be distr ibuted, reducing individual 
workload while maintaining the quali ty 
of the content. I l lustrated in the 
Figure, the template designer focus 
on creating the template with the 
standardized Accenture Interactive 
branding guidel ine and style. 
Meanwhile, the content experts can 
focus on del ivering key content that 
would guide users in understanding 
the process, l inking other related 
information such as software used, 
tools, methods, and t ips. These 
information wil l  then be then packaged 
in a single folder to be reviewed by 
the curator before sending i t  to the 
knowledge manager for uploading i t 
into the content database.
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With the gathered content, a session 
with the designers and project 
manager can be faci l i tated. 
Knowing that more insightful 
information derives from the 
conversation, the group session 
covers two objectives, to gather 
more personalized insights and 
project learnings as a team. By doing 
so, encourages people to be more 
comfortable to share their learnings 
and strategize ways for these content 
to be documented during these 
sessions.

Project learning sessions can be 
done similar to a scrum retrospective 
session ( image X)where the members 
ref lect on how the project went in 
regards to the people, relat ionships, 
process, and tools. The session can be 
held in person or onl ine via Miro, an 
onl ine col laborative whiteboard. 

1) Project review session to identi fy 
the contents and interesting learnings 
that can be shared with the rest of the 
team.

2) Using the project documentation 
template as a guidel ine to gather the 
required information from the project 
team. The information can then be 
f i l led in as a project team or an 
assigned project lead.

Steps to gather project content

Personalised content & team 

Co-creation session with 3 designers 
who are famil iar with the part icular 
process
I) Each co-creation takes about an 
hour (4 designers x 60 minutes) 
Preparing the co-creation session with 
the objectives in mind (½ designers x 
30 minutes)
Give a descript ion of what the process 
is ( i f  everyone agrees, move on)
Define what would be useful for others 
to know (Priori t ise)
Provide specif ic information of how 
to’s
How useful i t  is for you to use this 
process for your work

How can it be done?

Process content would require sourcing for subject experts and template designers 
to coordinate the content to be designed, the guidel ines for designing, del ivering 
the steps to the users, and gathering related information to piece up together for the 
process page.

When designers share their art icles 
to the design channel, the designer 
should inform the platform moderator 
(for the t ime being) to be uploaded on 
the platform. I f  possible, the designer 
should l ist some keywords associated 
with the art icle for future purposes. 

Gathering the process content

Gathering the article content
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Designing a digital product from 
start to the current stage and having 
a f irst run through process in an 
agi le working environment was an 
enl ightening experience for me to 
understand the role of a UX designer. 
Throughout the journey, I  learnt a 
lot about the different methodology 
and techniques in the planning of the 
platform and picking up new software 
ski l ls to create and col laborate with 
the team. 

The project started off with defining 
the contextual si tuation and the 
outcome of the project. Init ial ly, i t  was 
to design a research repository but 
after the analysis phase i t  became 
a more organisational wide content 
management platform for designers 
to access avai lable content that 
was shared within the company. 
Although i t  is beneficial to acquire 
a comprehensive overview of the 
context, si tuation and many potential 
content have been discovered earl ier 
in the research phase, the focus of the 
project to ref ine the project and tools 
page and f low was scoped during the 
mid term. 

The outcome of the l i terature research 
might have touched on the broader 
aspects of knowledge sharing within 
the organisation however, within 
the f ield of knowledge management 
requires more extensive and in depth 
information into the organisation’s data 
management, organisation structure 
and pol icy and process management. 
The research attempted to look at the 
different aspects but i t  might not be an 
accurate ref lect ion due to the lack of 
t ime and information accessibi l i ty.

6.3 Reflections
Broad scope

Gathering information 

Experience during the Covid-19 
outbreak

evaluation round

Throughout the project, I  real ised the 
impact of not having a central ised 
database lengthens the process of 
designing the platform. Different 
people have bits of information 
which requires some t ime to gather 
and connect the information into a 
packaged content for use.

The chal lenge for the project went 
beyond making data more visible, but 
also the necessary changes in the 
way people work in order to reach the 
goal of a visible and accessible and 
connected information space to bring 
value to i t ’s users.

The experience working during the 
outbreak was rather chal lenging 
but interesting as well .  The sudden 
changes has brought l imitat ions to 
social interactions with the team and 
peers in school. Some changes to 
the way the user test ings and co-
creation sessions had to be done 
virtual ly to adapt to the new changes. 
Under pressure and uncertainty of the 
situation have also added certain level 
of stress load during the thesis period. 

The f inal evaluation was done with a 
mixture of part icipants, both internal 
AID and external designers, and a 
design student, this was part ial ly 
due to the crunch period at AIDC so 
a l imited number of designers were 
able to avai lable to part icipate. On 
the other hand, having an external 
point of view of the platform would 
provide a different perspective and 
point out detai ls that might have been 
overlooked as mult iple AID have been 
tested during the i terat ion rounds.

During the early stages of defining the 
shareable materials across projects 
that can be shared within the team, 
there are some concerns on the 
detai ls that can be shared and the 
key person responsible for sharing 
the project detai ls arises. In order to 
move forward, some recommendations 
for consideration were provided to 
the company such as conducting bi-
monthly data cleansing of works for 
sharing which can be done manually 
to exclude sensit ive data or exploring 
technical solut ions to automate the 
process of data scrubbing.

The information to bui ld the platform 
requires a lot about understanding 
the ful l  picture of organisation, the 
way of working, f i le structure and 
management, connecting with the r ight 
people for specif ic information which 
are scattered or missing from their 
current systems. 

The information that was presented 
is only a sample of a project that is 
provided from the stakeholder which 
is not an accurate depict ion of the 
actual complexity of the projects 
hosted within their exist ing information 
system.

Needed resources and information 
arrived too late in the process

Limitation of the amount of accessible 
knowledge 

Due to inexperience in platform 
development and content management, 
several i terat ions and changes in 
the design requirement was made 
throughout the designing of the 
platform while test ing with the users. 
More advice and closer col laboration 
with developers would help to speed 
up the process.

The prototypes that were tested were 
not ful ly functioning to provide a closer 
to real i ty test ing of the concepts 
therefore, further development, 
i terat ion and longer user test ing of 
the platform would be needed on the 
concepts proposed within the project.

Technical considerations

6.4 Limitations
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Project documentation template
Please visi t :  https://bit . ly/35Vinjg
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