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Is it visual design?

What is UX Design?

Is it coding?

Is it psychology? 

Is it marketing?



The ‘product’ is anything that the user has to interact with, from 
websites, applications, and programs, to even the most modest 

features within those media.

Quick Note:



The Reality of Human-Computer Interaction

What is UX Design?

“Design” here could be 
visual design, it could be 
the interactions, it could 
be the layout, it could 
even be the coding… 

“User Experience” here 
could be how the user 

feels about their 
interactions, or about 
how they interact with 
the product in general.



What is UX Design?



UX is an acronym for “user experience.” It is almost always followed by 
the word “design.” By the nature of the term, people who perform the 
work become “UX designers.” But these designers aren’t designing 

things in the same sense as a visual or interface designer.

UX is the intangible design of a strategy that brings us to a solution.

What is UX Design?

http://www.helloerik.com/ux-is-not-ui

http://www.helloerik.com/ux-is-not-ui


What are we solving?  

The inherent issues that exist between humans and computers 
We use our senses to understand the workings of the world around us, but with computers 

we tend to have to think differently. 

Although technology is getting better, it still requires a new kind of communication.

The experience we try to design tends to be more natural, making it so that the technology 
bends to the human and not the other way around.

What is UX Design?



• Visual Design 
• Interface design  
• Field research 
• Face to face interviewing 
• Creating and administering tests 
• Gathering, organizing, and presenting statistics  
• Documenting personas and findings 
• Product design 
• Feature writing 
• Requirement writing 
• Graphic arts 
• Interaction design

• Information Architecture Usability 
• Prototyping 
• Interface layout  
• Taxonomy creation  
• Terminology creation  
• Copy writing  
• Presenting and speaking 
• Working tightly with programmers  
• Brainstorm coordination  
• Company culture evangelism  
• Communication to stakeholders  
• Content strategy

http://www.helloerik.com/ux-is-not-ui

What is UX Design?

http://www.helloerik.com/ux-is-not-ui


- User Researcher: focuses on tasks such as conducting user interviews, interviews, behaviour 
analysis;

- Information Architect: focuses on tasks such as how to organize site content, how search should 
work, what labels to use on menus;

- Content Specialist/Strategist: focuses on tasks such as copywriting, how to structure content to 
be deployed on different devices, microcopy on headings & buttons;

- Interaction Designer: focuses on tasks such as what screens should go where in an app, and 
how a user flows through them. Also transitions between screens, often inspired by real-world 
paradigms (page curls, sliding windows etc.);

- Visual Designer: focuses on typography, layout, colour, graphics, visual effects, imagery, texture, 
mood;

- Project Manager: focuses on planning, organizing and controlling a project and its team—
including UX-related activities;

- Front-end Coder: focuses on writing HTML, CSS, JavaScript code to implement a visual design; 
and

- Online/Digital Marketer: focuses on marketing activities like sales copy, conversion rates of 
landing pages, email campaigns, web analytics, SEO, and integrating sales with blog content.

http://uxmastery.com/ux-roles-within-ux/

What is UX Design?
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http://www.dswillis.com/

The UX Umbrella

You don’t have to do everything, but you typically focus on more than one item 
under the umbrella to be considered a UX designer and not a specialist.

What is UX Design?

http://www.dswillis.com/


Can people with 
special needs and/or 
mobile users visit and 

use the product?

The Purpose:

http://semanticstudios.com/user_experience_design/

Does the product fulfill 
the market’s needs?

Is it user-friendly?

Is it searchable as a 
product, and are the 
products within easy 

to locate as well?

Does it evoke good 
feeling? Is it visually 

appealing?

Is it trustworthy? Can 
people rely on the product 
to be genuine and reliable?

Does it deliver value, 
either monetarily for 

sponsors, or 
advancing the 

mission of non-profits.

http://semanticstudios.com/user_experience_design/


Process - Research

Research



Process - Research

Looking at the competition in terms of layout, features, and business goals.  I want to make 
sure that I get as much information from them as I can and see where there are opportunities 

on which to capitalize. 

Pre-Search

•Competitive Analysis 
•Competitor Analysis 
•Comparative Analysis 
•Feature Comparison 
•Heuristic/Best Practices Evaluations 
•Analytics



Process - Research

Competitive Analysis - What makes your product unique and who wants it? 
Competitor Analysis - Who is your competition and what are they offering? 
Comparative Analysis - What does everyone offer (products)? 
Feature Comparison - Specifically, what features do these products employ? 

Compare



Process - Research

https://www.nngroup.com/articles/ten-usability-heuristics/

Jakob Nielsen's 10 general principles for interaction design. They are called "heuristics" 
because they are broad rules of thumb and not specific usability guidelines.

Heuristics/Best Practices

Visibility of system status
The system should always keep users informed about what is going on, 
through appropriate feedback within reasonable time. 
  
Match between system and the real world
The system should speak the users' language, with words, phrases and 
concepts familiar to the user, rather than system-oriented terms. Follow real-
world conventions, making information appear in a natural and logical 
order. 
  
User control and freedom
Users often choose system functions by mistake and will need a clearly 
marked "emergency exit" to leave the unwanted state without having to go 
through an extended dialogue. Support undo and redo. 
  
Consistency and standards
Users should not have to wonder whether different words, situations, or 
actions mean the same thing. Follow platform conventions. 
  
Error prevention
Even better than good error messages is a careful design which prevents a 
problem from occurring in the first place. Either eliminate error-prone 
conditions or check for them and present users with a confirmation option 
before they commit to the action. 
(Readfull article on preventing user errors.)

Recognition rather than recall
Minimize the user's memory load by making objects, actions, and options 
visible. The user should not have to remember information from one part of 
the dialogue to another. Instructions for use of the system should be visible 
or easily retrievable whenever appropriate. 
(Read full article on recognition vs. recall in UX.) 
  
Flexibility and efficiency of use
Accelerators -- unseen by the novice user -- may often speed up the 
interaction for the expert user such that the system can cater to both 
inexperienced and experienced users. Allow users to tailor frequent 
actions. 
  
Aesthetic and minimalist design
Dialogues should not contain information which is irrelevant or rarely 
needed. Every extra unit of information in a dialogue competes with the 
relevant units of information and diminishes their relative visibility. 
  
Help users recognize, diagnose, and recover from errors
Error messages should be expressed in plain language (no codes), 
precisely indicate the problem, and constructively suggest a solution. 
  
Help and documentation
Even though it is better if the system can be used without documentation, it 
may be necessary to provide help and documentation. Any such 
information should be easy to search, focused on the user's task, list 
concrete steps to be carried out, and not be too large.

https://www.nngroup.com/articles/ten-usability-heuristics/


Process - Research
Document

You want to get the full idea of the flow of the sites/apps/programs by 
documenting the content map (navigation and pages), and the user’s 

journey from start to intended finish via user flows.

Sitemap Userflow



Process - Research

Google Analytics - Using Google Analytics is a great way to be 
able to see where users are spending most of their time and where 
they are dropping off.  This could give you a very good idea about 
what pages need improvement. 
It can also give you a good idea about who is using your products.

Analyze



Process - Personas

Getting Up Close and Personal  
with the Users



Process - Personas

Surveys

Surveys give quantitative data, 
meaning that you will be able to 
get a lot of general information 

but it isn’t likely to be very specific 
and detailed. 

Surveys are often used to get this 
basic information and to root out 
possible interview candidates 

based on individual answers.



Process - Personas

Interviews

Once you find the right candidates you want to talk to them individually to get more detailed 
answers to the reasoning behind their survey choices.

In-person is often the best method as you can read body-language as well, but video-calls, 
and straight phone-calls are useful as well. 

Email ‘interviews’ can be done as well but are the least ‘honest’ as the person has too much 
time to think of their answer and you can’t followup in real-time.



Process - Personas

Affinity Mapping

This is the time-consuming process of taking all of the information from your 
surveys, interviews, analyses, analytics, products, and creating personas 

to represent your user-base.
These must be realistic and use your data since they will be referred to from 
now on in all of your design and product decisions by everyone, from the 

visual designers to the back-end coders to the stakeholders.



Process - Personas

Final Product - Your User (Condensed)



Why do we need personas?

Not only do personas help build empathy for the users, but they make it 
easier to condense all of the major needs instead of looking at thousands 

of individual results. 

From the creation of personas you can create reliable user stories that 
give you a better idea on your target market so that you’re able to better 

customize your product for them, giving them a better experience.

For instance, Persona Debbie’s story is:

“As a marathon runner and supporter of the ASPCA, I want to be able to set goals and 
quickly see them so that I can focus on my training while feeling good about what I’m 

doing for a good cause.”

From here, we can deduce the features in which she would find most use  
• The ability to set goals 
• see them quickly while she is doing her activities 
• to donate to ASPCA 
• and to feel good about it (aka see her contribution)



Process - Features

Creating Products/ 
Prioritizing Features



Process - Features

Essential

Difficult Easy

Nice to Have



Process - Features

THE MOSCOW 
METHOD 

Users MUST be able to __________ 
Users SHOULD be able to __________ 
Users COULD be able to __________ 
Users WON’T be able to __________  



Process - Design

From Data to Design



Process - Design

Sketching and Design Studio

Now that we have our list of 
features it’s time to sketch out 

possible layouts. 
The best method is the 

collaborate design studio.

Tools most often used:
Sharpie and paper 
Whiteboards 
Sketch App 
Adobe Photoshop 
Adobe Illustrator 
Axure 
Balsamiq



Process - Design

Design Studio

Example design studio: 
• Choose to concentrate on a website’s Homepage. 
• Set the timer at 5 minutes. 
• Set limit of 5 different sketches. 
• All work individually until timer goes off, share 

your designs and comment. 
• Repeat the first phase. 
• After this point, take it to a whiteboard and sketch 

it out together, incorporating the best ideas from 
the paper sketch phase. 



Process - Design

Low-Fidelity Wireframes

From sketching and design studio you often go 
into digital wireframes, usually low-fidelity as 

they are quicker to create. 
The reason for creating wireframes is two-fold: 

1. Even though we have data to back up our 
decisions, we still need to test our work to 
make sure that it’s useable and makes 
sense.

2. We need something to give the coders and 
visual designers so they understand the 
layout.  The stakeholders often want to see 
these as well.   

After all, it is quicker and cheaper to create 
wireframe prototypes than to invest your 
designers and coders into something that may 
not work in the end.



FROM

Process - Design

High-Fidelity Wireframes

TO



Process - Prototyping

Design to Testing to Iterating to 
Design to Testing to …



Process - Prototyping

There are many ways to prototype and 
many programs used to do it, from InVision, 

to POP app, to Principle, to Axure.

The answer: it’s a simulation of the final product. It’s like an 
interactive mockup that can have any degree of fidelity. The 
main purpose of building prototypes is to test whether or 
not the flow of the product is smooth and consistent.

Prototypes breathe life into any design and provide a great 
deal of insight into the user interaction at various levels. Not 

only do prototypes allow us to test the feasibility and usability 
of our designs before we actually begin writing code, they 

also lead to unexpected discoveries and innovations that 
may or may not take our project beyond its initial scope.

What are Prototypes?

https://uxmag.com/articles/what-a-prototype-is-and-is-not

The prototype is NOT the final product.



Process - Prototyping

The cheapest, quickest, 
and easiest way to test a 
design is through paper 

prototyping.

Prototyping and Testing

Through this process we are able 
to adjust the design significantly 
before taking the time to go into 

high-fidelity digital designs. 



Process - Prototyping

High-Fidelity Prototype Example

Charity Miles Redesign

https://projects.invisionapp.com/share/QY3VFOLGN


Measuring Success

Now What?



Measuring Success

KPIs, Iterations, Updates, and New Features

Remember that MoSCoW method?  There are 
always things that we could add to our product, 

but that we just don’t have the time or the 
resources to complete.   

Now is time to keep an eye on what you’ve 
done and see what could maybe be fixed, 

changed, or removed entirely, while working on 
updating new features that we had put on the 

back-burner.

The world has become very fast-moving and 
companies are constantly trying to stay on top of 

the market.  This means there is always something 
to do to improve your product.



End.

In Digital Marketing

Take advantage of the detailed user survey/interview 
information and stick to those personas.  If you don’t 
have a UX designer, think about writing and sending out 

surveys yourself to get a better idea of the market. 

Ask questions!  Ask people around you what they think of 
things and WHY.  Why do you think that this button should 

be blue?  Why did you look over at the top left corner for the 
logo instead of the top right?  You would be surprised at the 
quality of information you can get from just a few inquiries! 

Remember: You are not the user.  You are marketing to 
people who could have very different thought-patterns and 
feelings towards things than yourself.  It’s up to you to try to 
get to know your audience and adjust for them.  Keeping 
that in mind will save you both time and money in the end.

UX Design and the research used to fuel the results are useful to the entire team.
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Thanks for listening! 
Q&A Starts Now!
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