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User Experience Improvement Project
This document covers some topics that were discussed at a meeting between Derk Solko, Jennifer
Geske, and Michael Adcock on July 15th, 2009.

Background
BoardGameGeek is preparing to launch a related site covering RPG games and materials. This new site
and the original BGG site will be presented under a more general GeekDo branding. During the nearly
10 years that BGG has existed, it has grown in content, functionality, and number of users. This growth
has been gradual, and it has been a while since the design was critiqued. With the planned expansion of
the GeekDo brand, there is concern about the user experience and information architecture (UX/IA) of
the BGG site (and the RPG site).
BoardGameGeek seems to be built around two core ideas:
•

It is the premier information resource for boardgames on the web.

•

It supports an active community of boardgame enthusiasts.

Approach
Since a dedicated, active, and vocal community has grown up around BGG, care must be taken when
proposing any changes to the site. All changes should address specific goals, and should be based on
user research. Done correctly, this research can both inform us about possible changes, and also give
the community a sense of participation or ownership of these changes. (Note that I’m not suggesting
design by committee – just because we provide a way for the users to contribute, it doesn’t mean we
have to do what every one of them suggests!) An even higher level of transparency and collaboration
should exist between the IA/UX team and the stakeholders (Scott Alden, Derk Solko, etc.), considering
the distributed nature of the people involved.
Things we need to answer:
•

What are the stakeholder goals for this project?

•

Who are the users, and how do they currently use the site?

•

What currently works well on the site? What shouldn’t change because people depend on it?

•

What doesn’t work well on the site?

Possible Goals
The following are only suggestions to consider based on my initial review of the site, and the discussion
in the BGG is Looking for a Web Designer thread. These are also very general – the real goals that drive
the project should be more specific.
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Assist new (and existing) users
•

Improve the identity/branding of the site across all pages. (Where am I?)
o

Put the site banner across the top of each page, and provide a brief description of site.

•

Create a better landing page for new users who are not registered. (What is all this stuff
about?)

•

Showcase features/functionality in a way that encourages discovery. (What can I do on this
site?)

Earn more money
•

Find ways to retain current users.

•

Bring new users to the site.

•

Organize ads in a meaningful way.

•

•

o

The store ads should be grouped and labeled (example: “suggested retailers”).

o

Remove banner ad at the top which affects credibility and identity of site.

Encourage new and current users to visit the Marketplace.
o

Make the Marketplace easier to find (should be easily visible on game details page!)

o

Allows users to monitor the Marketplace more easily.

Make donating easier or more attractive.
o

Clearly show what you get by donating.

o

Offer transparency to show that donating keeps the site alive. (We need $X this
month/year and have only collected $Y, help us reach our goal…)

Build and grow community
•

•

Perform user research to identify the common types of users.
o

Research can take the form of surveys (on/off BGG site), polls, feedback, server logs,
etc.

o

Create personas to represent users, and guide future development decisions.

o

Identify user task flows through the site – where do they come from and where do they
go? Do we know why, and how can we direct them to things we want them to see?

o

Based on this research, we can identify more specific goals.

Ensure that the community is in some way part of the redesign process.
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Thinking About Users and Content
To really understand how to create a great user experience, we need to understand the users! Sure, we
could try to organize the menus better, but without an understanding of how people currently use the
site, we might create a nicer looking menu that few people end up using. Even worse, we risk alienating
users when something they expect to find gets moved. The content should be organized in a way that
makes sense to users. Granted, we won’t be able to make everyone happy, but we can at least try.
Possible research techniques and tools:
•

Surveys – Once we’ve identified questions we want to explore, we can create a survey and post
the link on the BGG discussion forum. It will probably also be useful to create specific subgroups
of users, and only send a survey to this smaller group of volunteers.

•

Card Sorting – This is particularly useful for sorting out the menu and navigation of the site.
There are online card sorting sites, so it doesn’t have to be done in‐person. Essentially, how the
participants choose to group the labels on a site can be very instructive.

•

Content Inventory & Site Map – In the case of BGG, it would be very helpful to have a clear list
of all the different areas of the site. The site is very feature rich, and to be able to organize the
content, you must know what is there.

•

Competitive Analysis – Is there anyone else on the web that provides the same thing BGG does?

•

Heuristic Evaluation – Basically, this is an “expert evaluation” of the site, using well defined
usability criteria.

Documentation to explain design choices and support development efforts:
•

Personas – A few sample user descriptions born out of the user research findings might make it
easier to discuss how different people would react to proposed changes.

•

User Flows – Based on what we learn from the research above, it might be helpful to display this
in a visual form. It would show how users currently move through the site, or how we’d expect
users to move through the site after the redesign.

•

Wireframes – Describe how the content should be laid out on each page.

•

Site Maps – In this case, the site map would describe the new organization of the site.

Appendices
At the end of this document are some current screenshots, current layout diagrams, and design
inspirations/suggestions that will be used for discussion.
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Types of BGG Users

• wants to meet new
enthusiasts online or
in person (cons)
• likes hanging out on
BGG to discuss stuﬀ

• may have come from
Google search or
friend referral
• wants game info
• What is all this stuﬀ?

Newbie

Social Geek

• wants to ﬁnd new
games to play
• learns more about
types of games,
designers, etc.

Enthusias8c
Player

• How can I ﬁnd out
more about ____?

♫

Casual Player

• wants to manage
game collec<on
• interested in buying
more games

Collector

• How do I track my
collec;on on BGG?

Designer

• How can I join the
community?

• knows about BGG
but rarely visits
• looks up game info
occasionally
• Where's the info
about that game?

• wants to ﬁnd
comments and
ra<ngs on speciﬁc
games
• may research
exis<ng games for
ideas, etc.
• What kind of games
do people like?

• accidentally
discovered BGG
• Where am I?

Non‐Geek

Note: This is not meant to be an
exhaus<ve list of possible user
types or ques<ons!

