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Statement of Purpose

The problem area that I’m looking to research is a lack of an all-in-one
community hub for gamers; specifically for esports players. Currently, gamers and
esports players have fragmented and unnecessarily convoluted ways of
communicating, finding others to play with, finding teams, and finding in-person events
to attend and play at. This problem has been uncovered via investigative research into
current products that aim to solve some of these problems but not all, like the services
Steam, Discord, and Slack. [1] [2] [3]

Looking further into the topic, I’m aiming to focus on esports. While esports have
been around since the 1970’s, it wasn’t until the 2000’s that they started to take off [4]
and they continue to grow every year; with projections estimating the industry will
generate 1.8 billion dollars in 2022, [5] and some high-earning players making
multi-millions alone in event purses. [6]

Surprisingly, despite this industry's recent boom, there is a lack of a centralized
community hub/service for esports players, event coordinators, brand managers, and
spectators. If a player wanted to join an esports team they would have to randomly
meet someone inside of a game, without any prior knowledge or filtering of a player’s
seriousness of play, their schedule, or their personal geographic location. If they
wanted to attend and play at a LAN (local area network, or “in person”) event, then they
would have to scour news sources to find announcements about events.

The purpose of this project is to remedy these by solving several user problem
areas and designing an all-in-one solution that allows esports players to find others to
play with and to find events to attend. This product will also focus on other use cases,
such as event coordinators; allowing them to schedule events, sell tickets, and sort
through attendance logistics inside of the product. It also can support esport brands,
by using in-app functions to recruit players and content creators, and manage things
like try-out sessions.



Research Questions

○ How do gamers find ways to meet and possibly befriend others to play with?
○ How do gamers find ways to join gaming communities and/or teams?
○ How do gamers feel about their current process of making friends, joining

communities, and joining teams?
○ How do gamers find LAN (local area network) game events to go to?
○ Would gamers be interested in a service that allows them to find others to play

with, by filtering options like games-interested-in / schedules / time commitment
/ level of serious-ness / location-based for events?

○ What would a gamer expect out of this service / any additional functions?
○ What device(s) do gamers prefer to use when communicating and looking for

others to play with?
○ Do demographics, and things like matching seriousness-of-play stop people

from playing with others?



Design Process

This design process will focus on a quick, iterative workflow that allows for as
many rounds of usability testing as possible. The project will start with an initial round
of generative research which will investigate the topic further and glean feedback
straight from potential users. This feedback will be turned into design artifacts which
will then guide the process as design work will be completed with regards to user goals
and overall user groups in mind.

○ Initial Idea
○ Research

■ Interviews
● 2 Esports Players
● 2 Event Coordinators

■ Competitive Analyses
○ Artifact Creation

■ Persona Empathy Maps:
● Esports Player
● LAN event coordinator

■ Task Flow Charts
○ Design Lofi Paper Wireframes

■ Thumbnails / Sketches
○ Test on basic functionality and layouts

■ Usability Test
○ Iterate, Design Lofi Digital Wireframes

■ Lofi Digital Wireframe with interactions
○ Test Digital Format and also Interactions

■ Usability Test
○ Iterate to final, hifi version

■ Hifi digital wireframe with iteration on interactions, and all
personas designed for

○ Test Final Version
■ Usability Test that prepares for presentation

○ Present



Research Methodologies

The below methodologies will be used in two phases; generative research to
begin, and evaluative research throughout the project. Generative research will be
conducted in the form of user interviews, to glean insights straight from users that fit
the population types. Competitive analyses will also be conducted at this initial phase
of research in order to better understand existing products, what they successfully
offer, and areas of improvement.

Usability testing will be conducted often, following each phase of design iteration
in order to test things like proposed features, logistics of layouts, and information
architecture.

○ Generative Research
■ Interviews

● 2 Esports Players
● 2 Event Coordinators

■ Competitive Analyses:
● Discord
● Slack
● Xfire
● Steam

○ Evaluative Research
■ Usability testing at each design iteration

Target Populations

○ Esport Players
○ Esport Brand Stakeholders
○ Esport Event Hosts / Coordinators



Schedule/Timeline of Deliverables

Week 1 Proposal Draft

Week 2 Proposal

Week 3 Research Conclusions

Week 4 Design Concept Draft

Week 5 Design Concept

Week 6 Design Concept + Prototype Draft

Week 7 Design Concept + Prototype

Week 8 Final Design Draft

Week 9 Final Design

Week 10 Presentation
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