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Add-ON Training 

Objectives 

To provide trainings focused to learners pursuing graduation / post graduation and professionals which 
will give them an edge in their pursuit of challenging career opportunities. 

 

Certification  

UI / UX Designers 

Add-On training is the professional organization to train learners on User Interface / User Experience 
(UI/UX) Designers. This would help an individual to understand the core of UI/UX Designers and 
various tools used in the project along with User Satisfaction. 

Following are the different Modules as per International Standards for UI/UX Designers which would be 
covered in Training  

Each of the Certification Package will include: 

 Hand-Outs Material 
 Mock test 
 Paper based Exam 
 Recognized Course Content 
 AddOn Training Certificate 

 Validate your skills and also knowledge of critical analytical concepts 
 Eventually it improves your overall performance and also broaden your career 

opportunities 
 Most noteworthy,based on best practice with practical learning techniques 
 Globally Recognized Course Content 
 As a result it helps them to  benchmark their skills against industry standard 

 

Benefits 

For Employees 

 Gain industry recognition as a User Experience and User Design 

 Validate your skills and also knowledge of critical analytical concepts 
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 Eventually it improves your overall performance and also broaden your career opportunities 

 Most note worthy, based on best practice with practical learning techniques 

 Globally Recognized Course Content 

 As a result it helps them to  benchmark their skills against industry standard 

For employers 

 Professional development and advancement for employees Employees gain practical skills and 
also increase their value to the business 

 Greater reliability and higher quality results through use of industry standard practices 

 Regular assessment process increases employee responsibility 

 Supports your organisation to retain, motivate and recruit the best people in for User Experience 
and User Design 

 Employees gain practical skills and increase their value to the business 

 
What are the learning outcomes? 
 
Candidates should be able to demonstrate knowledge and understanding of business analysis 
principles and techniques. Key areas are: 
 
 Gather and evaluate user requirements in collaboration with product managers. 
 Conceptualise original ideas that bring simplicity and user friendliness to complex design 

roadblocks. 
 Create wireframes, mocks, storyboards, user flows, process flows and site maps to effectively 

communicate interaction and design ideas. 
 Create design elements for the app, advertisement, social media. 
 Excellent understanding of typography, color theory, and layouts  

 
Who is it aimed at? 
The training is relevant to anyone requiring an understanding of UI/UX Designer  including UI/UX 
Designers, Graphic Designers, VFX Artist, Creative Individuals and people from technical 
background including Business Analsyst 
 
Entry Requirements 
There are no specific pre-requisites for entry  
 

 
DAY 1:  
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1. Introduction to UX design 
a. Different design approaches 
b. Overview of the user centered design process 
c. UX versus UI – what’s the difference 

 
2. Collaborative design 

a. Understanding your users 
b. Free and low cost user research methods 
c. Traditional user research methods 
d. User task analysis 
e. Customer journey mapping 
f. Personas and scenarios 
g. Documenting requirements 

 
 
DAY 2: 

3. Stakeholder User Behavior and Design Principles 
a. Wire-frame and prototypes 
b. Wire-frame design tools and technologies 
c. Interaction design principles & usability heuristics 
d. Presentation design principles 
e. User confidence, trust and credibility 
f. Accessibility 
g. Forms and application design principles including 

i. Input Controls D 
ii. Dealing with data 

iii. Error handling 
iv. Progressive Disclosure  

 
DAY 3: 

4. Modelling Usability testing 
a. What and When to test in the development life cycle 
b. Where to test 

i. Field Studies versus Internal Offices / Meeting Rooms versus Usability 
Laboratory 

ii. Design a usability study and writing a test plan 
iii. Recruiting test participants 
iv. Moderating test sessions 
v. Tips and traps for successful usability tests 

vi. Evaluating results 
vii. Communicating test results and convincing stakeholders 

5. Mobile & tablet UX 
a. Designing for tap 
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b. Mobile design principles – what is different for mobile 
c. Mobile app versus mobile web 
d. Prototyping for mobile 


