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FIGURE 45.1 Which Is the real penny?
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Test Your Awareness: Do The Test Expernmental Psychology - Change Bling
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FIGURE 47.1 Looking at food is one of the things your
old brain can’t resist. Photo by Guthrie Weinschenk.
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FPeople don't look at People consider the point where the
screen edges meaningful infoarmaton begins to be the

true "top left™
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F-shaped pattern for reading web content

Has been found in eye tracking visualizations that users when
reading (scanning) a webpage, they follow an F-shaped pattern.

An eye-tracking usability study revealed the F-shaped pattern for reading content on the Internet.
Image from (F-SHAPED_PATTERN_FOR_READING_WEB_CONTENT, 2006).
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The Ophir and Nass multitasking research

Stanford Study

Multitasking works? Not really...

001/ 1:48

http://youtu.be/2zuDXzVYZ68
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fo erris human, to forgive divine.
—ALEXANDER POPE

I'_

People make mistakes. It’s impossible to build a system that is
impervious to human error.
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X Card A: The card has 10 boxes for the stamps, and when you get the card, all
the boxes are blank.

X Card B: The card has 12 boxes for the stamps, and when you get the card the
first two boxes are already stamped.
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Welcome to Dropbox. Complete these quests and become a Dropbox guru!
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FIGURE 50.1 Dropbox shows you how close you are to the goal
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Do you ever feel like you re addicted to e-mail or [witter or texting? Do you find it
impossible to ignore your e-mail it you see that there are messages in your inbox?
Have you ever gone to Google to look up some information and realized 30 minutes
later that you've been reading and linking and searching around for something totally
different than before? [hese are all examples of your dopamine system at work.
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FIGURE 53.2 The visual cue of how many unopened messages are in your in-box keeps you in a
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Customer journeys with stings in their tails

AFTER ACTION: OR APATHY

advocacy
awareness consideration preference @ apathy
attack

http://twitter.com/jasontill



1he UX Lifecycle

Sign-up First-time Use Engagement Referral

Interested Trial/beta User Customer Paccionate
Customer




User experience design IS

User Iinterface design.

1. User interface design




“User experience isn't a layer
or component of a product or
service. It's really about the
design of and
their

Andrew Hinton
Senior information architect at Vanguara




Browse audio Browse audio  Delete audio Flnd media

Play audio Play audio  Make playlists )
Rate audio Rate audio Stream radio BLI}’ media

Alter metadata Burn CDs Buy games

Add audio etc... )
Subscribe to podcasts




.l SHOW = O £ 63% =M

Cancel

{ ELEE L]

i Nlesd

J
= = = |
Lz A+HE =450
N Selr-elrricacy
Y oE 2 %2
220 getting up therel
& ZIHEE YWaohoo...

Graceful Garelle FichielLo

SAl 4 I row let's getthose
gazelles!
[usty |urtle -
- Arkirkbride

90West
AlMest weon & trophy for the "Baddest State in the US" challenge on
TR,
' Quadra94
; Duadradd est désarmaiz amile] de lionnejoe.

daraabc

daraabc tagged 2 10,01 kmrun on 24072010 ot 5:40 AM




Carelman’s teapot

from Don Norman’s The Design of Everyday Things



User experience design IS

Just about usability.

4. Just about usabnllity




usable

findable

nttp://semanticstudios.com/publications/semantics/000029. php
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FIELD STUDY UI DESIGN USER TESTING




User experience design IS

A step Iin the process.

2. Astep Inthe process




“User experience design

. YOUu don't

do It and then move on. It

needs to be integrated into
everything you do.”

L1z Danzico

Chalr, MFA In Interaction Design
School ot Visual Arts In NYC
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Today’s hot methodology: Agile

Agile Development
Adaptive (vs predictive)
Fast (2-6 week) Iterations
Small, co-located teams
EXperienced developers
SCRUM - Project management method for Agile

Design Definition (Requirements and concept)

|teration 1

Design

Development

| teration 2

vesign |teration 3

Development Design
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User experience design IS

The role of one person
or department.

8. The role of one person ordept Itis




User experience design IS

A single discipline.

9. Asingle discipline




Development Cycle

Planning Alpha

UX Sweet Spot: ROI Highest

=me OSUIOmMakKe changes 1o product




Development Cycle

Planning Alpha Beta GA

Other UX Opportunities:
Ul QA & Usability Validation

=== (Gosiiomakechanges 1o product




One 1deal world

lllllll

Chief Experience ’
Officer (CXO)
Marketin Product Product
9 Marketing Design

:




Embedded

UX is in the fabric of the organisation;
not discussed separately

Engaged
UX ie one of the core tenets of the organisation'e etrategy

Committed
UX is critical and executives are actively involved

Iinvested
UX is very important and formalised programs emerge

Interested
LUX is important but receives little funding

2

Unrecognized
1 UX is "not important”
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e “good design Is good business”
— TJ Watson, founder of IBM , an engineer a business man

* “When | am working on a problem, | never think about beauty.
| think only how to solve the problem. But when | have
finished, If the solution Is not beautiful, | know It Is wrong”

— Buckminster Fuller , the chemical scientist ”



 We forgive products after this one experience

* Products will fall, products are designed for 80% of the
context.



Service touch-points Service touch-points

product

55



Design thinking

The essential ability to combine empathy,
creativity and rationality to meet user
needs and drive business success.



UXD i1s meeting the

desires of HCEI(Human
Culture-Ecosystem
Interaction profitable.)
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Fragmentation

TOTAL DAILY

Not just fragmentation —
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A New Value Curve For Nintendo
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Experience Planner
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Keep the UX vision simple

Skype — Internet phone to anywhere in the world for free

Make communicating with people around the world
easy and fun

Say hello or share a laugh with anyone, anywhere

Feel Easy, straightforward and fun, relaxed.

Do Use Skype for personal and business
Think This is the best way to connect to people

Values || like technology, | like saving money

Relax and talk

Action Talk for a long time without interruption
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e UX Vision, Strategy and Teams by Susan Woltfe, Optimal Experience (UIDesign Group on Oct 15, 2009)

« User Experience Best Practices (Nick Finck, May 2008)

e User Centered Design 101 (Frank Spillers, Mar 2007)

e Experience Is The Product (Peterme, Oct 2007)

 Are You An User Experience Designer (Vinay Mohanty, Oct 2007)
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