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. Essential UX/UI Design Skills

"Unlock your UX/UI design potential with Upskillment."
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ls is deS|gned to Introduce beglnners to the
es behlnd user expenence (UX) and user

rse offers an engaglng approach to creatlng

user- centered de5|gns that prowde both functlonallty and an enjoyable

user expenence Students Wlll

gain the essential skllls needed to research,

: de5|gn and test digital interfaces effectlvely, prepanng them to work on
real Weldle projects and succeed N the growing ﬂeld of UX/UI design.

= Du

Mode: Live Instructor Led Trai

ration: 32 Hours

ning (Weekend as well as weekday batches)



~ CURRICULUM
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Module 1 Introduct|on to UX/UI De5|gn

Thrs foundatlonal module mtroduces the UX development llfecycle the methods and
technlques used to develop user- fnendly de5|gns It covers the key principles of UX
design, |nclud|ng user- centr|C|ty, problem solvmg, and de5|gn iteration. Students will
explore how UX and Ul are interlinked, and the importance of understandlng user

'  needs to create effective and Intuitive mterfaces

| Key Toplcs
o UX Development Llfecycle Understand the stages of UX design, from research to
wireframing, prototyping, and testing. _
e Methods and Technlques Learn the design methods such as Design Thinking and
‘Human- -Centered Design.
e User Needs: Understand the role of user research in identifying real user needs,
~and how to prioritize those needs | in the design process.



This moc ule focuses on creatlng personas whrch are detalled proﬂles representmg

user seg

rnents These help deS|gn teams make |nformed dec:|s|ons by putting faces

to the data. Understandlng a persona S needs and paln pornts is crucial for creating

tallored deslgn solutlons

Key Toplcs

o What are Personas? Learn the concept of personas and their |mportance in UX

design.

3 Identify Persona'’ S Needs Understand how to use research data to plnpomt the

-unique needs of each persona.

e Creating Personas: Learn the step-by-step process of developing personas,

including gathering demographlc and psychographic data.
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In the Ideat|on module students W|ll learn techn|ques to bra|nstorm and generate
. |deas based on the data gathered from user research. This phase of design focuses
on turnlng |nS|ghts |nto tanglble solutlons that meet user needs

- Key Toplcs

o Introductlon to Ideatlon Understand the |mportance of bralnstormlng and |dea

generatlon in the design process

.. Generatlng Ideas Based on User Needs: Use user research |ns|ghts to develop

multi

e |deation Technic

ple solutions to address the identified problems.
ues: Learn techniques such as mind mapping, bralnstormlng,

d

gle sketchlng to fuel creat|V|ty and innovation.

e Evaluating Solutions: Understand how to assess potential solutions based on

feasibility, viability, and desirability.



In th|s module students W|ll earn about wrreframes wh|oh serve as the skeleton of
the Ul de5|gn ereframes he pin deﬂnlng the structure and layout of a Webpage or
- e applloatlon before d|V|ng |nto vrsual deS|gn |

“ Key Toplos | _
° Introduotlon to ereframes Learn the pu rpose and role of W|reframes 1 UX/UI
Sl _ design. _ o .

. ereframlng Tools Get hands-on experlenoe using tools like Flgma or Adobe XD
, to create wireframes.
° Best Practices for Layout and Content Structuring: Learn how to organize

| content hierarchically to improve usability and navigation.
. Creating Wireframes: Develop basic wireframes for simple interfaces.



- FlowChartS a
| |nterface In t
' V|sually rep

~ Module7: Flowcharts

nis module students will explore how to create fl

Key Toplcs

resent the paths users take to achleve goals withi
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re essentlal for mapplng out processes and deC|S|ons within an

owcharts that
n a product.

° Flowchart Technlques Learn how to create S|mple and complex flowcharts

that represent decision- making processes.

. Paper VS. Computer Generated Flowcharts: Understand the pros and cons i

using manual vs. digital flowcharting tools.

o Creatlng Flowcharts Develop flowchafts that illustrate the user's journey

th rough dlffere nt scenarios.



i Module _8_-:- Prototypes =

Th|s modu e |ntroduces prototyplng, where students will learn to create Interactive,

cllckable p_ ototypes that slmulate real world user |nteract|ons Prototypes help test
deS|gn |deas and iterate qmckly based on feed back '

| | Key Toplcs o
o Advantages of Prototyplng Learn why prototypes are essentlal for testlng
o usability and refining design. |
° Low VS. ngh Fldellty Prototypes Understand the d|fference between low- ﬂdellty
- wireframes and high-fidelity prototypes, and when to use each.
‘e« Prototyping Tools: Explore tools such as InVision and Marvel App to create
' interactive prototypes. '
e Creating Prototypes Build both low and high-fidelity prototypes to test user
|nterac:t|ons and reﬂne deslgns
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ISTQB Training Features:

, FleX|ble Learnlng and Reschedullng Optlons '
Tallor your learn|ng schedule W|th weekday or weekend classes and mornlng ol
evenlng sessmns to ﬂt your commitments. Mlssed a sessmn? EaS|ly reschedule and
| e Jom a batch that matches your avallablllty -

| | | Personallzed Learnlng Support - |
Benefit from a dedlcated Learning I\/Ianager who prowdes personallzed guldance
| resolves your queries, and supports you throughout the course to ensurea
seamless learnlng experience. | '

- Practlcal and Job-Focused Training
Gain hands -on experience through industry-relevant projects and real-world
simulations. Enhance your employaollity with dedicated job assistance, including
resume building, interview preparation, and placement support.




ISTQB Tralnlng 0utlook

° Exploswe Growth |n Demand The global software testlng market is forecasted to grow
from $40.7 bllllon in 2023 to $7O 3 bllllon by 2028, driven by the moreasmg complexity
of software systems and the need for robust quallty assu rance praotloes This surge is

supported by the adoptlon of aglle and DevOps models aoross lndustrles (Souroe
| I\/Iarket Research Future)
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e Shift Toward Test Automat|on & AI The rise of AI drlven testlng tools IS reshaplng the

industry, with the test automation market projected to reach $34.1 billion by 2027. Al

and automatlon are enhancing efficiency, reducing manual effort, and enabllng faster
more accurate testing. (Source: MarketsandMarkets)

e  Critical Focus on Security Testing: As cybersecurity threats continue to grow,
organizations are increasingly focusing on security testing. The cybersecurity industry is
projected to reach $200 billion by 2025, highlighting the critical role of testers in
safeguarding software systems from vulnerabilities. (Source: Statista)
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