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NVIDIA GeForce Experience Redesign and Evaluation 

 

Figure 1. NVIDIA Control Panel (left) and GeForce Experience as it is now (right, version 3.15, 

released in October 2019). In the bottom right, the system tray shows that both programs are tied 

to a single program icon. 

 

I have had about a decade of experience using NVIDIA GPUs (graphical processing 

units, the piece of hardware in your computer responsible for outputting graphics to your 

monitor) in my computers, and nothing is more overtly frustrating than using NVIDIA’s 

GeForce Experience companion application for Microsoft Windows. The GeForce Experience 

application is required for automatically updating your graphics card to the latest set of drivers, 

affording the user increased stability and performance (see Figure 1). It also lets you automate 

graphics optimization for many different games you own, as well as let you set parameters for 

screen recording and sharing that footage with yourself or others. The one-click optimization of 
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graphics is useful, because users do not have to guess which settings to use for their current PC, 

or rely on game manufacturer’s recommendations as well, because they tend to be inaccurate. 

This way, the user knows that their games look the best. 

Two major problems that I will focus on are: one, the need for a NVIDIA account to use 

the app, and two, the lack of integration between the NVIDIA control panel and the GeForce 

Experience app. In late 2016, the GeForce Experience app requires users to create an account 

just to use it, creating problems for those who are concerned about privacy. Before, you were 

able to use it freely without an account, allowing the automatic optimization of gaming 

performance, updating drivers, and managing the screen recording feature called ShadowPlay. 

The NVIDIA Control Panel is a separate app that is tied to the same tray notification icon yet 

lacks any resemblance or integration into GeForce Experience. How can it truly be a good 

“experience” if all the elements involving maintaining your NVIDIA GPU are so disjointed? 

Having everything in one place best works if it is organized properly, so this redesign will focus 

on this requirement. 

The solution I have for the first main problem, the need for having an online account, can 

be solved by having the option of a local account tied to GeForce Experience, bypassing security 

and usability issues that users face. You cannot continue into the application past the welcome 

screen because a NVIDIA account must be logged in first. If there are server issues, you cannot 

use the application whatsoever, so adding a local account with the option of having an online 

account will help mitigate these problems. Every aspect of this application must be reachable 

even without an internet connection or connection to NVIDIA servers. Telemetry can still be 

collected through a local account, but it will not be tied to any one user; I think this move is more 
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user-centered than the business-centered approach of collecting data through accounts using real 

names just to use features promised to users on the box. 

A solution to the second main problem with GeForce Experience is to integrate the 

NVIDIA Control Panel into GeForce Experience, updating the design of Control Panel to look 

like the GeForce Experience UI. Going through the settings available on the Control Panel app, I 

do not see why it cannot be moved into its own section of setting in the GeForce Experience app. 

I will also add another tab next to drivers called “CONTROL”, keeping with the theme of the 

other two tabs currently present on the application, “HOME and DRIVERS”. As per user data I 

have gathered, I will also redesign optimization tab, as it fails to show if graphics optimizations 

are available to the user, or if smaller changes to setting can be made for optimization. In the 

current iteration, you must click on each game manually to see if there are optimizations. There 

is no visual information telling the user that the game is already optimized; it just shows that 

there are optimizations required. I will also address readability issues with the games requiring 

optimizations, as they do not stand out from the games that are optimized. 

Another aim of this redesign is to have better integration of the settings, so care will be 

put into how to organize them. This design must enable the user to access settings efficiently, 

without frustrating them. Settings for the screen recording function in the in-game overlay are 

located in a place that is not the settings button on the application, but in the “share” icon you 

click (see Figure 2). The inconsistent location for in-game overlay settings makes it difficult for 

the user to remember where certain settings are for, because there are settings scattered over 

different places within the application. For example, account settings are located when you click 

your account picture, and when you click the “gear” settings icon. The settings for the in-game 

overlay used for streaming content and recording your desktop are located through launching the 
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full screen overlay itself. Clicking the settings option for the overlay in the actual settings page 

will simply launch the overlay; the user must then navigate to the settings option in the overlay 

to make changes. 

 

Figure 2. The in-game overlay. Launched through pressing the green “share” icon next to the 

gear icon, or by pressing Alt+Z. 

Users 

 I have contacted 10 stakeholders through social media. I used reddit to create a thread in 

the r/NVIDIA board to get right to the heart of NVIDIA users who use this program and asked 

them what they would like to see out of GeForce Experience. I also asked my friends and their 

friends for information as well, as we are all pc gamers. I received 10 responses from 10 

different people. All 10 out of 10 users expressed dissatisfaction with the fact that there is no 

longer an option for a local account, and that you must have a connection to the NVIDIA servers 

and the internet in order to use the application.  
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 Below (Figure 3) is a scan of a modified “mind map” I developed from my research on 

gripes and requested features, to keep them together and to discover overlap and interconnections 

while developing prototypes and establishing requirements. 

 

Figure 3. Modified mind map of concepts during the requirements gathering process. 

 

 

Scenarios 

These three personas, and by extension, the three scenarios that bring them to life helped 

me in the process of gathering requirements and in creating my prototypes. For example, the first 

persona is incredibly concerned with privacy, hence why I chose to add the option to create a 

local account. With the second persona, she was not as concerned with privacy, but saw the 

creation of an account as a roadblock. The third persona is the type of person who clicks accept 

without reading the end-user license agreement, so that aspect of the redesign will not affect him 

as much as the other two. However, Raul does place importance on efficiency and utility. The 
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redesign choices such as increasing the memorability of the program through more logically 

ordered lists, the integration of NVIDIA Control Panel into GeForce Experience, and the new 

settings tab itself. 

 

Scenario #1: 

David is a 39-year-old businessman. He has three children, and when he comes home 

from the office after a long day, he wants to enjoy a long-time hobby of his, computer gaming. 

Gaming since the 386 days, he no longer has time to fiddle with settings. He just wants his PC 

games to work. He is concerned with privacy and is wary of businesses obtaining telemetry data 

that is not anonymous. He is attracted by automation but does not want to needlessly create 

accounts to put a name to his data. Because he likes automation, he goes to his GPU 

manufacturer’s website and find GeForce Experience. He likes the fact that his drivers 

automatically download, and any games he purchases will have a one-click optimization. He 

installs it and runs the .exe for the first time and is greeted by a login screen. He looks for a 

“skip” button, or any way he could get the program started without having to log in. Frustrated, 

he closes the program and instead plays with his children. 

 

Scenario #2: 

Kimberly is a 21-year-old college student whose hobby is playing video games. She 

watches YouTube videos of people streaming her favorite video game. She wants to start 

streaming her gameplay to an audience too, so she looks for a method to record her gameplay. 

Kimberly has recently purchased an NVIDIA graphics card. Excitedly looking at the box, she 

realizes that there is a companion application called GeForce experience. She downloads it in 
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order to automatically update her new graphics card in order to maximize performance, and to 

record and stream her desktop. She is interested in an all-in-one solution for her needs, and 

especially likes the automation of the driver updates and graphics optimization so that she can 

focus more time on her classwork and gaming. It asks her to create an account and she is 

surprised by this. She is confused as to why she must make an online account in order to simply 

use the features promised to her on the box. She looks to the bottom part of the log in screen and 

sees (create a local account) and clicks it. She is relieved to have the functionality of using screen 

recording and game optimization quickly available to her, allowing her to better optimize her 

time so she can game right away without relying on server availability hampering her path to 

gaming. 
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Figure 4. Storyboard for scenario #2. 

 

Scenario #3: 

Raul is an 18-year-old computer science major from NYC. He has been a computer 

hardware enthusiast ever since he bought a prebuilt PC from Best Buy as a preteen. Now that he 
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is older, he knows more about hardware choices than he did before. He does not care about 

accounts, because he rationalizes that all companies will get data somehow and is not worried 

about privacy. He does, however, get frustrated when he cannot easily use a program. Raul wants 

to create clips of his desktop for class presentations and uses his brand-new PC meant for gaming 

only for classwork now. He is frustrated by the “share” function, as it took him ten minutes 

looking through the user interface (UI) to find the setting to change the quality of the video 

taken. Raul loves intuitive UIs; he thinks it is boring to read a user manual and hates having to 

look up how to use an application online. 

Raul downloads GeForce Experience and creates an account to use the software. He is 

horrified by how it is laid out; he sees setting in three different areas. He looks at the home 

screen and is confused how to know which games need optimization. Raul must explore the 

program to learn the locations of all the settings and gets increasingly more annoyed by the lack 

of integration of the control panel and the scattered settings. 

 

 

Requirements 

1. Option of creating a local account for users, removing the mandatory login to use features 

such as streaming, capturing video, downloading drivers, and modifying graphics for 

games. 

a. By far the biggest complaint about the software 

b. Privacy issues 

c. Putting data to a name 
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d. 10/10 of user I am in contact with express their discontent with this; so much as to 

move to a different company for their GPUs 

i. “It makes me want to go team red” (Buy and use AMD products) 

2. Easier to find settings 

a. The settings for the in-game overlay require you to launch the overlay itself to 

reach them  

3. Change settings for the “Share” overlay, without launching the overlay itself 

a. I want to change this because while researching in past forums, this was a gripe in 

over 12 threads. 

b. Desktop recording is not only useful in game, but for presentation as well. Being 

able to quickly tweak settings without launching the overlay is helpful in desktop 

situations 

4. Show us clearly if our games can be optimized on the “HOME” tab 

a. Only shows a grey circle on the main “HOME” screen only if games need 

optimization; should be able to view potential optimizations quickly 

b. Users experience frustration with not being able to easily tell if games need 

optimizations, or is already optimized 

5. Make games marked as “favorite” easier to access 

a. This is because past research and four users expressed wanting this feature. 

6. Move NVIDIA control panel into GeForce Experience  

a. This is contingent on allowing the creation of a local account, as Control panel 

modifies local settings of the GPU. Locking that behind an account would be 
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unacceptable because you would have your driver’s control panel linked to a 

name and account. 

7. Update NVIDIA Control Panel so navigating feels more modern (like GeForce 

Experience) and not use outdated buttons and menu layouts 

a. “it looks like it was pried from Windows XP” 

b. Users report Control Panel being laggy and unresponsive 

 

Prototypes 

 For this redesign project, I used a mix of low and high-fidelity prototypes. They are all 

still images of how the application will look and function. Higher fidelity prototypes were used 

when aesthetics was of more importance, and lower quality prototypes were used when the 

function and rough layout of components were of more importance. All were produced using 

Paint.NET, an open source image manipulation program, using as much of GeForce 

Experience’s assets as I could find in the program files with my current skills. 
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The Login Screen 

    

Figure 5a and 5b: The login screen before (a), and the proposed redesign (b). 

The simplest solution for my redesign is the biggest problem with users. As 100% of the 

users interviewed, along with countless threads on forums and videos showing you how to 
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bypass this, this redesign removes the mandatory log in to use GeForce experience. A simple 

“skip” option was added to the bottom of the log in dialogue box, which appears when you 

launch the program from the .exe. I left the option of logging in with existing accounts to give an 

option for users who do not mind logging in that way. The option of skipping will instead use a 

local account tied to the machine. This is also useful as a failsafe in the case of losing connection 

to NVIDIA’s servers or internet loss, as you can still access and use features of the program 

(except for streaming, of course). There is still value optimizing games and settings for the 

desktop recorder, as well as tweaking driver settings while offline. 

As NVIDIA’s purpose of creating an account is to collect user data, anonymized data 

from hardware and usage can still be collected from a local account that is collected through the 

internet, provided that users consent to granting access to that information. Collecting user data 

is extremely helpful in improving the product and user experience, so I did not want to 

completely shut off access to that data, but creating an online account forces the user into giving 

their data, tied to their name, to the company. Thus, by creating a local account and consenting to 

anonymous data collection, users concerned with privacy will be able to control who has their 

data. 

The simple addition of a clearly marked “Skip” object will catch the user’s eye looking 

for a way out of account creation. For users like my persona Raul, who does not place privacy as 

a top concern, the option of using an account is still at the forefront of the redesign. 
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The “HOME” Tab 

 

Figure 6. The HOME tab before. The only way to tell if a game needs optimization is if there is a 

gray circle with a line through it. Games that are optimized have no markings. 
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Figure 7. A proposed redesign. Added a new tab called “Control” which puts all the settings in 

one place, rather than scattered throughout multiple applications. You can more easily see games 

that need optimization with their names in red. A green check means that the game is already 

optimized. 

 

 This tab is the first screen users see as soon as they log into the program (or skip, 

bypassing the login and using a local account instead). It is made up of a list of all the games on 
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your hard drive that GeForce Experience has found. In this screenshot, only a few games have 

been recognized because they are the only ones that have been installed on my C drive.  

 A main change from the current version of GeForce Experience is the addition of the 

CONTROL TAB next to the HOME and DRIVERS tabs. This will be explained in detail more 

later. Because all the settings have been moved into the CONTROL TAB, the settings button 

located to the right of the share button to the right of the program is removed. 

 My proposed redesign enables the user to simply see which of their installed games need 

optimization without clicking on any of them. Green is good; it means that your game is fully 

optimized. A gray and red exclamation point and the game’s title in red font means that they 

need different settings to be optimized for your hardware. The current version of GeForce 

Experience only shows a gray circle with a line through it in the corner of the cover art if your 

games still need to be optimized. The red makes it stand out, as well as increases readability for 

quickly seeing if there are optimizations required. (UPDATE: 4/11/19: I sent feedback to 

NVIDIA and the green check feature described in this project is present in a new update. Many 

other users have asked for a more readable optimization page, so I do not believe that my 

prototype had anything to do with it, but it is nice to think!).  

 Another important part that I redesigned is adding games marked as “favorite” show up 

first on the list, in their own category. To view the favorite games in the current version, the user 

must click the “hamburger” menu next to changing the list view and click “favorites”. Putting the 

favorites first is helpful because not only is the game optimization accessed by clicking the cover 

art, but there is also an option to launch the game too. Therefore, keeping the games marked 

favorite at the top of the list allow you to launch them more efficiently. 
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Game Optimization 

 

Figure 8. The current “before” image of the individual game optimization screen. 

 

Clicking the game’s cover art in the HOME tab launches a page dedicated to tweaking 

and optimizing graphics for games, making it possible to click one button and have your games 

look its best for your current PC. The current version lists all settings alphabetically. The user 

must look at the “OPTIMAL” column to see which settings are the best for your current 

hardware. The user cannot currently change each setting individually in GeForce Experience, 

instead, they must launch each individual game and navigate to the menu within the game for 

video settings. GeForce Experience launched a feature to automatically optimize games, so you 

do not have to know what “decals” are, or what “post processing” is. The current 3.15 version of 

GeForce Experience sets options correlated to the current hardware inside of your PC. Users 

have had issues with the optimization being “all or nothing”, and not being very telling the user 
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as which optimizations are available to them. In my prototype, I address the issue of lack of user 

control and readability for the available optimal settings changes. 

 My proposed redesign (see Figure 9) puts the settings that need to be optimized first in 

the list, for increased memorability, and for efficient access to important information. The 

settings that are currently not set at the optimal settings will have red lettering; similarly, the 

recommended optimal settings will be written in green. I also added a feature where you can 

select individual unoptimized settings, and save them. This way, if you prefer to have only one 

or two recommended settings changed, you do not have to automate all the recommended 

settings to fit your needs. I kept the OPTIMIZE button intact to enable quick optimization of the 

selected game. In addition, from the HOME tab, you can click multiple games and choose to 

OPTIMIZE them all at once. This is an upgrade from the current version of GeForce experience, 

where you could only optimize all games at once, not multiple selections of your choosing. 

 

Figure 9. Proposed revamp of home and game optimization (low fidelity) 
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Settings: “CONTROL” 

 

Figure 10. The settings screen before 

 

Figure 11. Proposed redesign of the settings page.  
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I have added a new tab in the program called “CONTROL” to keep everything regarding 

settings in one place, in order to increase the memorability of this software. This is basically a 

rework of the “gear” icon and settings page in the program before my redesign. Because this is a 

program that heavily relies on settings (for the in-game overlay, accounts, game graphics, driver 

downloads, etc), I designed GeForce Experience to have its own tab for settings. The tab 

“CONTROL” becomes highlighted in green when you select it, allowing you to visually see 

where you are in the program (and to keep with the theming). I added a tab for the in-game 

overlay, which was previously a section of the “general” settings screen (see Figure 11). In 

addition, I removed the section for the overlay toggle and settings from the “general” section. I 

will explain more in detail in the “In-Game Overlay” section of this document. I also added a tab 

for “Control Panel”. This will be where the program NVIDIA Control Panel will be located and 

integrated into GeForce experience. 

 

In-Game Overlay 
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Figure 12. Current In-game overlay. You can launch it through the green “share icon” next to the 

notification bell or by pressing Alt+Z on your keyboard. Clicking the gear icon allows you to 

tweak settings, while still in the overlay.  

 

Figure 13. Previous location of the in-game overlay in the settings.  
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Figure 14. What the overlay settings looks like while in the overlay itself. 

 

Figure 15. Low-fidelity prototype of how the in-game overlay section looks like in the 

CONTROL tab. 

 

 Making the overlay settings available without launching the overlay itself was something 

that I did not consider until I talked with users. As for myself, I do not use the streaming feature 

of GeForce experience, but recording my desktop is useful for presentations and gathering video 

clips of movies and shows I watch. The in-game overlay allows users to tweak settings used for 

screen capturing and streaming, which when launched by pressing Alt+Z, fills the entire screen 
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(see Figure 12). This is great while in a game, as most gaming platform overlays fill the screen as 

well (e.g., Steam game overlay). However, if you were to use the screenshot and screen 

recording function outside of a game in a normal desktop environment, launching the overlay is 

jarring. Users wanted flexibility in changing settings, and in the spirit of keeping all of them in 

one place (so users do not have to search for them), it is its own section in the CONTROL tab. In 

its current state, GeForce Experience forces the user into the full screen overlay to change 

settings for screen recording, even if the “Settings” button is pressed while in the “General” 

subsection of the Settings screen, which does not have a full screen menu and has the ability to 

be manipulated normally in Windows (see Figure 11). A key point is that if the user desires to 

change settings while in the overlay, they can launch it and change them as usual. This is 

because the overlay is useful while in game, as the name suggests. This way, there are two 

different methods of activating settings for the in-game overlay: one is in the overlay itself, as it 

was before, and one additional location located in its own subsection of the settings 

“CONTROL” tab of GeForce Experience, for tweaking settings for video recording without 

filling up the screen in a regular desktop environment. In my prototype, you can see the selected 

tab and subsection of that tab written in green text, allowing the user to easily see where they 

have navigated to inside of the program. 

 I went with a two-column approach for the in-game overlay settings subsection after user 

feedback. A previous prototype had only one column, leaving too much empty, useless space in a 

desktop environment.  
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NVIDIA Control Panel 

 

Figure 16. Control panel before.  
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Figure 17. Proposed redesign and integration of the NVIDIA Control Panel into GeForce 

Experience. 

 

 For the redesign of the NVIDIA Control Panel, I completely moved the program into the 

“CONTROL” tab I have created into GeForce Experience. Being its own separate program has 

been a puzzling decision for me and the users I have interviewed, so putting this program into its 

own portion of GeForce Experience makes the most sense. Previously, the NVIDIA Control 

Panel was its own separate program, but linked to GeForce Experience because they both allow 

changing settings of graphics cards. Both the Control Panel program and GeForce Experience are 

also tied to the same taskbar icon in the notification area on Microsoft Windows PCs. Because 

this program allows driver tweaks (by drivers I mean the software that allows the Graphics 

Processing Unit to work with your operating system in your computer to produce graphical 

output), having two separate programs that changes similar things with your graphics cards is 

inefficient and unnecessary. NVIDIA Control Panel alters the user’s monitor resolution, 3D 



NVIDIA GEFORCE EXPERIENCE 27 

settings, and Game physics settings. GeForce Experience allows you to download new 3D 

software, new game physics packages, and new drivers. NVIDIA Control Panel is outdated 

looking as well, making it look disjointed from the rest of NVIDIA’s branding and color scheme, 

so integrating it into GeForce Experience gives the program a much-needed facelift as well. 

These reasons allowed me to make the decision to integrate Control Panel into GeForce 

Experience. I liked that the original control panel explained every function the user can change in 

detail, so I kept that feature in its integration into GeForce Experience. 

 

Evaluation 

 For the evaluation of my prototypes, I used ten usability principles outlined by Nielsen 

and Molich (1990) in their work, “Heuristic evaluations of User Interfaces”: having a simple and 

natural dialogue, speaking the user’s language, minimize the user’s memory load, consistency, 

feedback, clearly marked exits, good error messages, aesthetic and minimalist design, preventing 

errors, and help and documentation. I also completed a crude task analysis comparing the amount 

of time it takes to launch a game marked as “favorite” in GeForce Experience before, and how 

long it will take in my redesign. I also looked at how many mouse clicks it takes to complete the 

task in the current version of GeForce Experience, and how many it takes in my redesign. 

 

Task Analysis 

Desktop 2019.04.24 - 14.58.59.04.mp4
 

Figure 18. .MP4 video file of the amount of time it takes to launch a favorite game previously in 

GeForce Experience. 
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Desktop 2019.04.24 - 14.58.44.03.mp4
 

Figure 19. .MP4 video file of the amount of time it takes to launch a favorite game in the 

redesign. 

 

 For this crude task analysis, I wanted to compare the efficiency of fast and how many 

clicks it takes to launch a game marked as favorite in the old version of GeForce Experience, and 

my redesign. If the embedded files do not work, they are also both present in the PowerPoint 

presentation. It took approximately six seconds to launch a game first in the favorites list in the 

old version, and only three in the redesign. In addition, the old version takes three clicks to 

launch games (click filter list, click favorites, click launch game), and in the redesign, it only 

takes one (clicking launch game). This may not seem like a huge improvement, but do keep in 

mind that GeForce Experience does not remember filters when you exit from the program, so in 

order to access just the favorites, you must set the favorite filter each time you open the program. 

If you have a large volume of installed games, having the most often played games in a favorites 

list makes it easy to access and launch them.  

  

Nielsen Usability Principles Evaluation 

 GeForce has always had a rather simple and natural dialogue with the user. GeForce 

Experience uses nice and simple descriptions for different settings; in fact, there is not a help or 

documentation section in the application because the programs describe the settings in a way 

which even novice computer users can understand. In my redesign, I named objects 

corresponding to the simple ways that NVIDIA uses language in their products. I chose to keep 

up with the one-word naming convention of the different tabs by calling the new tab 
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“CONTROL”. Everything in the program is so simple, that it does not even include help 

documentation within the program itself. 

 Another usability principle that GeForce experience has is speaking the user’s language. 

Some users may not know what antialiasing is, or depth of field. These terms are used sparingly, 

and visual pictures and descriptions accompany them. The program literally speaks the user’s 

language, as it is geared toward the average PC gamer. Nothing is too complicated or out of 

reach; it has the perfect dialogue between the program and its users. 

 Minimizing the user’s memory load was something I tried to work on with my redesign. 

With the settings being located all over the application, it put strain on the user’s memory 

because they must learn and remember where everything is. By putting all of the settings in a 

single, organized place, it increases the memorability of the program. Putting tabbed lists in the 

settings for each subsection of settings allows less mental strain memorizing locations of settings 

for different features. In the game optimization screen, something as simple as putting the 

settings that can be optimized in the list first decreases the load on the user’s memory because 

they will not have to scroll down a list to pick out each setting.  

 Consistency was always a huge problem with users, from the layout between NVIDIA 

Control Panel and GeForce Experience, to settings in the in-game overlay. I wanted to make sure 

everything is consistent to correct a feeling of disjointedness in the program. I made sure to 

include all the settings for the program in one place, in order to create a sense of consistency, but 

organized the elements in such a way to prevent cognitive strain. Before the redesign, there were 

settings located in the settings option itself, when you launch the in game overlay, under your 

profile, and in a separate program (Control Panel), which could all be integrated together into a 

tabular system which allows easy access to all of them. 
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 The program is excellent with feedback. Every time you click a selectable object in the 

program, it is highlighted in green. I kept that in my redesign with the inclusion of more 

subsections in in the settings (now called CONTROL) tab, such as “in-game overlay” and 

“control panel” being highlighted in green when the user clicks on it. As for literal feedback, 

there is always a small comment icon that is in place so that users can contact the developer and 

make comments, feature suggestions, and bug reports. This is actually how I brought up the 

green checkmark on the optimized games on the HOME tab.  

 The program before the redesign was very good at having clearly marked exits and 

navigation in general. It uses all of the standard Microsoft Windows symbols for minimizing, 

windowing, and exiting from the program, as well as clearly marks exits out of dialogue boxes. 

There are clearly marked arrows to return to the previous screen, as well as highlighted tabs 

which tell you where you are located in the program. 

 The heuristic “aesthetics and minimalism” is the driving force to integrating the NVIDIA 

Control Panel into GeForce Experience. User criticisms cite the outdated UI as “ugly, old, and 

Windows XP-like”. GeForce Experience’s current UI is an aesthetically pleasing and minimalist 

dark theme, so in my redesign, I ported the information from NVIDIA Control Panel into 

GeForce Experience’s UI. The Control Panel was minimalist before, meaning there was no 

irrelevant data competing for resources; the program’s fault was in its aesthetics. 

 There are good error messages in this program as it was before the redesign. It does not 

give overly technical explanations for the error, which is great for the potential users of this 

program who just want a program to just work, like my persona Raul, who places importance on 

program utility. For someone who is not as tech savvy like my persona David, simple error 

messages are helpful as well to aid troubleshooting.  
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 The program does a great job at preventing errors. If you make a mistake, there is always 

a revert button nearby to undo your changes. If you make changes to game settings or graphics 

card settings, there is always a description telling you what will change, allowing users to think 

about what they are clicking on. I kept all revert functions in my final redesign. 

 For help and documentation, I liked that the original NVDIA control panel had a nice 

help function that allowed the user to peruse a nicely outlined and searchable documentation on 

the use of the program. I wanted to have the same documentation available in its integration into 

GeForce experience, so I made sure to keep it in my redesign. The rest of GeForce is incredibly 

straight forward and simple. If one desires to contact the company, there is always a comment 

box object located in the bottom right hand corner of the application that is easily assessible. 
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Appendix A: 

Figures used in this document 

 

Figure 1. NVIDIA Control Panel (left) and GeForce Experience as it is now(right). In the bottom 

right, the system tray shows that both programs are tied to a single program icon. 
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Figure 2. The in-game overlay. Launched through pressing the green “share” icon next to the 

gear icon, or by pressing Alt+Z. 

 

Figure 3. Modified mind map of concepts during the requirements gathering process. 
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Figure 4. Storyboard for scenario #2. 

    

Figure 5a and 5b. The login screen before (a), and the proposed redesign (b). 
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Figure 6. The HOME tab before. The only way to tell if a game needs optimization is if there is a 

gray circle with a line through it. Games that are optimized have no markings. 
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Figure 7. A proposed redesign. Added a new tab called “Control” which puts all the settings in 

one place, rather than scattered throughout multiple applications. You can more easily see games 

that need optimization with their names in red. A green check means that the game is already 

optimized. 
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Figure 8. The current “before” image of the individual game optimization screen. 

 

Figure 9. Proposed revamp of home and game optimization (low fidelity) 
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Figure 10. The settings screen before 

 

Figure 11. Proposed redesign of the settings page.  
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Figure 13. Previous location of the in-game overlay in the settings.  

Figure 14. What the overlay settings looks like while in the overlay itself. 
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Figure 15. Low-fidelity prototype of how the in-game overlay section looks like in the 

CONTROL tab. 
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Figure 16. Control panel before. 

 

Figure 17. Proposed redesign and integration of the NVIDIA Control Panel into GeForce 

Experience. 
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Desktop 2019.04.24 - 14.58.59.04.mp4
 

Figure 18. .MP4 video file of the amount of time it takes to launch a favorite game previously in 

GeForce Experience. 

Desktop 2019.04.24 - 14.58.44.03.mp4
 

Figure 19. .MP4 video file of the amount of time it takes to launch a favorite game in the 

redesign. 
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