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Introduction



League of Legends, LCS, & Fantasy Sports

League of Legends 
(“LoL”)

League Championship 
Series (“LCS”)

Fantasy Sports



Goals

Iterative Prototyping and User Feedback

Usability Improvements

Feature Development



Methods

Prototyping 
(Low, Mid, 

High)

Surveys & 
Interviews

RFP Evaluation 
& Usability 

Testing



Tools Used

Figma

Microsoft Office & Teams

Google Workspace

Optimal Workshop

Discord



Initial Research



Context & 
Motivation

• Viewership Decline
• LCS Summer Split 2023 hit the lowest 

viewership in years, with a peak at 223k 
(down from 373k in 2022) and an 
average of 77k viewers (down from 117k)



Target 
Audience

• Demographic Focus
• Mainly Adult Gen-Z, with 90.43% of LCS 

viewers falling into this category

• Geographic Concentration
• 68.31% of the audience is based in 

Europe or North America, which are 
also the primary market regions for 
fantasy sports



Human-
Factors 
Basis

• Users typically fall into one of three 
categories

1. Casual Players
• Engage for exploration and enjoyment of 

fantasy sports
2. Skilled Players

• Driven by stat-tracking and in-depth 
analysis

3. Isolationist Thrill-Seekers
• Seek the adrenaline rush of competition



Competitive 
Analysis

• Sleeper, DraftKings, & E-GO
• Competitor Strengths

• Modern design 
• Innovative features and customizable 

league options

• Advantages of Our Platform
• Intuitive information architecture
• Robust help center with active 

customer support
• Transparent communication with users
• Enhanced user experience



Concept Model



Persona 
#1



Persona 
#2



Sitemap



Surveys & Interviews



Class 
Activity & 
Survey on 
New Users

• Sports Engagement
• Varied types of sports 

watched, including frequency 
and viewing platforms

• Fantasy Sports Perception
• Most have not participated in 

a league, but would be 
interested



Major Takeaways

Rejected Features
Sports Betting

Viewed negatively; seen as 
detracting from the fun 

aspect

Accepted Features
Tutorials and Guides

Essential for engaging new 
users

Social Features

Important, though specifics 
were unclear

Preferred Format
Season-Long Leagues



Interviews 
on Expert 
Users

• Experience with LoL/LCS
• Most users have several years of 

experience
• Riot’s own platform brought 

players in; now only Sleeper 
remains

• Platform Usage
• During non-active periods, 

engagement drops
• Motivation driven by friend 

groups and low-investment 
competition



Major Takeaways

Trust and accuracy are 
vital

New user integration 
through onboarding 
videos and consistent 
platform functionality

Social features could tie 
into more popular 

platforms for greater 
engagement

Enhancing trading 
functionality

League and scoring 
customization is a heavy 

request



Low-Fidelity 
Prototyping



Task 1: Drafting a Player



Task 2: Acquiring a Free Agent



Task 3: Exploring Help & Support



Evaluation Request for 
Proposal



What We Covered on the RFP

Results
Difficulties in reaching 

specific pages and unclear 
back navigation paths

Insufficient visual distinction 
between UI elements

Excessive use of white space 
impacting content focus

Identified the need for better 
error prevention mechanisms 
to enhance user interactions

Objective
To conduct a heuristic evaluation on the 

low-fidelity prototype to enhance UX 
before advancing to the mid-fidelity 

stage

Adjusted standard heuristic evaluation 
template to match current 
development checkpoints

Analyzed results to inform design 
decisions for the mid-fidelity prototype



Mid-Fidelity 
Prototyping



Task 1: Drafting a Player



Task 2: Acquiring a Free Agent



Task 3: Exploring Help & Support



Usability Testing



How We Performed Usability Testing

• To assess the usability of our mid-fidelity prototype with both new and expert users

Objective

• 3 New Users
• Less familiar with esports and fantasy sports

• 3 Expert Users
• Extensive knowledge and experience in esports and fantasy sports

Demographics

• Participants tasked with executing three tasks
• Gathered insights on user experience, challenges, and satisfaction levels

Methodology



Observations & Insights

Design 
Improvements

- Need clearer notifications for 
drafting
- Enhance connection to 
content via game-related 
icons

- Prioritize platform articles 
over user-generated content

UI/UX 
Enhancements

- Modify “Draft is live” 
indicators for better visibility
- General UI cleanup for a 
more polished look

- Implement a consistent 
design scheme across the 
platform

Simplifying 
Interactions

- Add additional labels and 
information for player 
selections
- Aim to prevent information 
overload and facilitate user 
understanding



High-Fidelity 
Prototyping



Task 1: Drafting a Player



Task 2: Acquiring a Free Agent



Task 3: Exploring Help & Support



Task 3: Exploring Help & Support



Task 3: Exploring Help & Support



Further Discussion



Looking Back & Moving Forward

Reflection

Aimed high with broad goals

Insufficient time for a 

thorough research plan

Knowledge on components and user 
actions mostly unrecorded

For the Future

More strategic focus on 

key screens and features

Establish a detailed testing plan early on 
for maximum effectiveness

Implement a content inventory to 
document component purposes and 

possible user interactions
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