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Empathize

User Interviews

Contextual Inquiry: users are first asked a set of standard questions and then
observed and questioned while they work in their own environments

Recommended structure: 1 interviewer, 1 note taker, audio recording
Focus on concrete facts, user motivation and feelings
“Could you describe the last time you...?”

Better for exploring and gaining a broad understanding of a set of users &
activities

Research Methods

Qualitative:

e Interviews

e Observation
Quantitative:

e Survey

What to ask

Background (such as ethnographic data)
The use of technology in general

The use of the product

The user’s main objectives and motivations
The user’s pain points

How to conduct user interviews: https://www.interaction-design.org/literature/article/how-to-conduct-user-interviews




Qualitative Data Analysis: Affinity Mapping Surveys

A systematic way to gather quantitative data about a population via sampling

e Write your observation, interview notes
down on sticky notes

. Thi t :
e Each note is one statement iNgs fo measure

Factual (ch teristi Attitude, Behavi
e Group notes into columns by affinity actual (characteristics), Attitude, Behavior

e Summarize each column with a
statement Better for making strong claims about narrow phenomena

e Group the summaries into larger themes

al, Realtime Board
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Persona AGH Motivations Personality

ftware Developer Extrovert Introvert

Single
N Fear
LOCATION San Jose, CA Sensing Intution

“Never ever think you are the user’
ARCHETYPE  The Computer Nerd -
-

Friendly Clever Go-Getter okl

Goals Technology
+ To cut down on unheatthy eating and drinking habits IT & Intenet
+ To measure multple aspects of fe more scientifically
Software.
+ To set goals and see and make positive impacis on his ife
Mobile Apps
Frustrations
+ Unfamiliar with wearabie technology Social Networks
+ Saturated tracking market

+ Manual tracking is too time consuming

Brands
Bio

Aaron i a systems software developer, a "data junkie" and for the
past couple years, has been very interested in tracking aspects of his

health and performance. Aaron wants to track his mood, happiness,
sleep quality and how his eating and exercise habits affects his well
being. Although he only drinks occasionally with friends on the
AR O A Sl ‘weekend, he would like to cut down on alcohol intake.
 healthier lifestyle."




User Research vs Comparative Analysis User Research vs Comparative Analysis

Research: Analysis:

Involves “research” in the form of learning about various products
Reading about them
What they like, dislike Using them (when possible)

How people use competitors’ products Reading what others (including users) have said
How many people in a population use different products

Are people using multiple products at once
How do people perceive the products e Product hunt
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Value Proposition Canvas
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Storyboarding in UX Design: https://uxplanet.org/storyboarding-in-ux-desigr

dtech/Storyboard%20Resource/

Book: Creative Confidence ILLUSTRATION BY DAN ROAM




Brainstorming and Sketching

The more the better
|deate & Prototype

Sketches are meant to be messy
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Digital Design

Go gle ' ' i i Sketch

for Entrepreneurs Adobe lllustrator, photoshop

Rapid Prototyping

Part 1: Paper Prototyping

Digital Prototyping Hybrid Tools

Powerpoint / Keynote [magic move]: https://vimeo.com/100377108 Figma

Invision \ETYE]
Proto.io

Animation:

Principle

Form

Framer: Uses coffee script, full control of animation and interactions




Usability Testing

Design scenarios
Write down your key question

Write pre-test questions (demographic, behavioral, etc.) and debriefing questions
(overall impression, specific interactions)

Write a script which includes asking users if you can video record

Ask users to “think aloud”

Typography
Pick one font

Design a type hierarchy and stick to it

I'm a Title 'M A TITLE

I'm a sub-heading  I'm a sub-heading
And me, I'm the body text And me, I'm the body text

Color

Usually one primary, one accent is sufficient
Try to introduce as few colors as possible
Color contrast is important

Material color picker

More Resources

The iOS Design Guidelines

Material Design




