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what's user experience?



— had experiences
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The worst
possible place
ever to place a
handicapped
parking space.
No barriers
please...



— bad experiences

A mirror on the
bathroom
ceiling? What a
great idea.

For sure they
are not going to
see me there






— bad experiences

What should |
choose for
cooking?

Thanks God I've
only 50%
chance to die
intoxicated




— had experiences

What a
surprise!! I'm
pregnant dear

According to
their ads,
they're an
infallible brand

Predictor

—_—

Wien jpu wart o be suee.




— had experiences

- I:fl perfect golf

If you find it
after first
stroke, you win




— bad experiences

Vote for the
weird
candidate

A good
campaign is
miraculous in
politics




World’s first
coffee shops
W ET RO
marketing
strategy

A prize for the
marketing and
sigh company




— had experiences

This kind of
logos don’t
help catholic
church
nowadays

Yes. The
symbol at the
front

represents a
child...



— bad experiences

Somebody in
Latin America
considered the
other one was
not so explicit

Just in case of
doubt



— bad experiences

Best upholstery

ever on any
Try to go down
without falling.

British stairs.
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— bad experiences

The best toy
you can buy
your children to
lose their night
fear




— bad experiences

Best sledge
I've seen ever
in a park

A little
eschatologist




— bad experiences
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— some definitions

USER EXPERIENCE IS:

“UX refers to a person's emotions and attitudes about using a
particular product, system or service. It includes the practical,
experiential, affective, meaningful and valuable aspects of human-
computer interaction and product ownership”

What Wikipedia says




— graphic definition

WHAT USER HAS IN MIND...



— graphic definition

CONVENIENTLY STUCTURED...

Forks Knives Spoons



— graphic definition

Bomer vve

CONVENIENTLY UNDERSTOOD...

Forks Knives Spoons



— graphic definition
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Napkin,
Salad plate,
Salad fork,

. Dinner fork,
. Dessert fork,

First-course bowl and liner plate

Dinner Setup
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. Water goblet,
. Wine glass,

Dinner knife,
Teaspoon,

. Soup spoon,

Dinner or service plate



GOOD DESIGN IS INVISIBLE
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UX = EXPERIENCE  INTERFACE = Ul



what Is the user experience based on?



— how It works
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— how It works




— disciplines

° e ® 0 4 ®
° USER ® /¢ Architecture
EXPERIENCE o

ACCESIBILITY
INFORMATION ARCHITECTURE
INFORMATION DESIGN

DESIGN

Information
Architecture

INTERACTION DESIGN
TECHNICAL STRUCTURE
USABILITY ENGINEERING
USER INVESTIGATION

e Industrial

VISUAL DESIGN
WEB ANALYTICS

Computer
Interaction




— how it works

INTERACTION




— how it works

INTERACTION




— how it works

INTERACTION



— how it works

INTERACTION

DESIGN




— how it works

FUNCTIONAL

(INTERACTION DESIGN)

NAVEGABLE

(PROTOTYPES & WIREFRAMES)

STRUCTURED

(INFORMATION ARCHITECTURE)

INTUITIVE

(INFORMATION AND CONTENTS DESIGN)

EASY TO USE

(ACCES ENGINEERING & USABILITY)

NECESSARY

(USER INVESTIGATION)

UX Ul

VISUAL DESIGN

COLORS

TYPOGRAPHIES

ICONOGRAPHY

GRAPHIC DESIGN

SCREENS
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EXPERIENCE INTERFACE KETCHUP

avorite Ketchep




— understanding user mind




— 6 user minds

LANGUAGE _ MEMORY

Acting their mental
models

Discovering

what attract,

awake and SPACIA“TY
delight users Capturing their perception

about space and its
interactions

DECISION VISIoN

TAKI N G Discovering what
Increase and stimulate their micro- and where are
looking their eyes

decisions




— 6 user minds

LANGUAGE _ MEMORY

Acting their mental
models

Discovering
what attract,
SPACIALITY
delight users Capturing their
perception about space
and its interactions

DECISION VISIoN

TAKI N G Discovering what and
Increase and stimulate their micro- where are looking
their eyes

decisions




— 6 user minds

LANGUAGE _ MEMORY

Acting their
mental models

Discovering

what attract,

awake and SPACIA“TY
delight users Capturing their perception

about space and its
interactions

DECISION VISIoN

TAKI N G Discovering what and
Increase and stimulate their micro- where are looking
their eyes

decisions




— 6 user minds

LANGUAGE _ MEMORY

Acting their mental
models

Discovering

what attract,

awake and SPACIA“TY
delight users Capturing their perception

about space and its
interactions

DECISION VISIoN

TAKI N G Discovering what and
Increase and stimulate their micro- where are looking
their eyes

decisions




— 6 user minds

LANGUAGE _ MEMORY

Acting their mental
models

Discovering

what attract,

SPACIALITY
delight Capturing their perception
users about space and its

interactions

DECISION VISIoN

TAKI N G Discovering what and
Increase and stimulate their micro- where are looking
their eyes

decisions




— 6 user minds

LANGUAGE _ MEMORY

Acting their mental
models

Discovering

what attract,

awake and SPACIA“TY
delight users Capturing their perception

about space and its
interactions

DECISION VISIoN

TAKI N G Discovering what and
Increase and stimulate their micro- Wh?f e are looking
their eyes

decisions




— how it works

YOUR USER REQUIRE- DO YOU REALIZE THAT

MENTS INCLUDE FOUR NO HUMAN WOULD BE

HUNDRED FEATURES. ABLE TO USE A PRODUCT
WITH THAT LEVEL OF
COMPLEXITY?

GOOD POINT.
I'D BETTER ADD
“EASY TO USE"
TO THE LIST.

]
2

UX=COHERENCE

t”m‘oq © 2001 United Feature Syndicate, lac




— how it works

OUR USER INTERFACE
TRIGGERED WIDE—
SPREAD DESPONDENCY
AND SELF-MUTILATION.

OBVIOUSLY WELL NEED
TO DELAY OUR LAUNCH
FOR THE PUBLIC GOOD.

WHEN DID YOU
BECOME A
COMMUNIST?

THE RESULTS OF
OUR BETA TESTING
ARE IN.

© 2009 Scott Adams, Inc./Dist. by UFS, Inc.
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— Warning

REMEMBER. EVERY TIME YOU USE comic sans

A DESIGNER LOSE HIS WINGS...
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why do we design user experience? the
purpose



evolution




— gvolution




relation between customer interests and design evolution




evolution
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FEASIBILITY

Technical

VIABILITY

Economic

DESEABILITY

Human



— (oal

DESIRABLE

VALUABLE

FINDABLE

(' nccessisle )







== consequences
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== Consequences

THE SHITTING COST

CCCCCCCCCCCCCCCCCCCC

x20
x50

x100
x500






— opportunity

tumblz,

NOW Tube 7%,
& FeedBurner '@

flickr troon anszon
@slndeshm‘@ ailealy




EXPERIENCE
DESIGNERS...

ARE SYSTEMIC i)
L0vE T0 SOLVE prOE

POSSESS AP
rocus on PEE
cREATE ADDED VALE




EXPERIENCEDESIC
ARE...

CURIOUS
OPTIMISTICS

EXPERTS

CREATIVES
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USER CENTERED DESIGN | DESIGN'



how user experience IS designed?



— how it works
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UNDERSTAND s V11711 \ /.>

Competition investigation
Market investigation

User investigation

Technical abilities and
limitations




— how it works
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UNDERSTAN D SYNTHESIZE \ / ‘

Strategic evidences .

Target users
User needs

KPIs
Platform(s)
Briefing




— how it works

UNDERSTAN Desssp- SYNTHESIZE \ /’V
VISUALIZE

Interaction

Qm )




— how it works
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UNDERSTAND===sp> SYNTHESIZE \ />
VISUALIZE

PROTOTYPE
Low fidelity prototypes
Tech POCs




— how it works
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¥ ~.
UNDERSTAND==> SYNTHESIZE \ /‘V IMPLEMENT
VISUALIZE

EVALUATE k ) PROTOTYPE
User test
Technical feasibility

study




— how it works

®
UNDERSTAN D SYNTHESIZE \ / IMPLEMENT
VlSU A|_|ZE Working with Engineering-

Dev department to execute

Optimize and validate at
scale

IDEATE
EVALUATE PROTOTYPE




— how it works

A HONEST-TO0-GOD TRUTH:

“If a picture is worth a thousand words, a prototype is worth a
thousand meetings”

IDEO dixit... maybe the UX top company







— the value of materializing things

SKETCHS

O WIREERAMES
MOCK-UPS

HI-FI PROTOTYPES




— the value of materializing things

SKETCHS
WIREFRAMES

O MOCK-UPS

HI-FI PROTOTYPES
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— prototyping

THE PROTOTYPING BENEFITS

A

YOUR DESIGN YOUR DESIGN
EXPLANATION MATERIALIZE
. \-/ ad
i
>
&
SKETCHS WIREFRAMES MOCK-UPS HI-FI

PROTOTYPES






w10 POINTS YOU SHOULD REMEMBER ABOUT USER EXPERIENCE DESIGN =~ e

It's NOT the User Interface (UI) It's the system
It's NOT a step in the process It's the entire process
It's NOT only technology It's behavior
It's NOT only usability It's value
It's NOT only the user It's the context
It's NOT expensive It's flexible
It's NOT easy It's a balance of actions
It's NOT single person or department role It's a culture
It's NOT a unique discipline It's collaboration

It's NOT an alternative It's the way to survive today



10 essential points you should know about
UX



— ISer experience design...

s NOT the USER INTERFACE (UI)

UX IS the SYSTEM



— ISer experience design...

IS NOT A STEP in the process

UX IS the ENTIRE process



— ISer experience design...

IS NOT only TECHNOLOGY

UX is BEHAVIOR



— ISer experience design...

ISNOT only USABILITY

UXis VALUE



— ISer experience design...

IS'NOT only the USER

UX IS CONTEXT



— ISer experience design...

IS'NOT EXPENSIVE

UX IS FLEXIBLE



— ISer experience design...

IS NOT EASY

UX 1s a balance of ACTIONS



— ISer experience design...

Isnot'asingle PERSON or
DEPARTMENT role

UXis a CULTURE



— ISer experience design...

IS NOT'an'UNIQUE discipline

UX.is COLLABORATION



— ISer experience design...

ISnotan ALTERNATIVE

UX:is, [HE.WAY.T0, SURVIVE TODAY
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It's NOT the User Interface (UI) It's the system
It's NOT a step in the process It's the entire process
It's NOT only technology It's behavior
It's NOT only usability It's value
It's NOT only the user It's the context
It's NOT expensive It's flexible
It's NOT easy It's a balance of actions
It's NOT single person or department role It's a culture
It's NOT a unique discipline It's collaboration

It's NOT an alternative It's the way to survive today



because if don't




its nol whtr
the software does.
it's what the
USeg does.
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danicardelus@techbizdesign.com
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