UX utikalauz




AIT-BUDAPEST

’ ,y Designing valuable
ke PZo User eXperiences
ui

.academy




UX tervezes

— design Folyamat
- projekt scope
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UX kutatas

- infFormalt doéntésekhez
— csapatsport




A webergondémia els6 szabalya?
Ne hallgass a felhasznaldkra

"To design an easy-to-use interface,

pay attention to what users dO,
not what they SAY.

Self-reported claims are unreliable,
as are user speculations about future behavior.”

(Jakob Nielsen)
http://www.useit.com/alertbox/20010805.html



http://www.useit.com/alertbox/20010805.html

A LANDSCAPE OF USER RESEARCH METHODS

BEHAVIORAL @/ M Eyetracking © Clickstream Analysis
@ A/B Testing

B Usability Benchmarking (in lab)

B Usability Lab Studies B Moderated Remote Usability Studies

T B Unmoderated Remote Panel Studies I Unmoderated UX Studies
@ Ethnographic Field Studies © True Intent Studies

|

& <« Concept Testing —>
@ Diary/Camera Studies

& Participatory Design @ Customer Feedback

A\ Focus Groups & < Desirability Studies —> © Intercept Surveys
ATTITUDINAL A\ Interviews /. «<—— Card Sorting ——> A\ Email Surveys

QUALITATIVE (DIRECT) QUANTITATIVE (INDIRECT)

KEY FOR CONTEXT OF PRODUCT USE DURING DATA COLLECTION

@ Natural use of product £\ De-contextualized / not using product

© 2014 : i L :
Christian Rohrer B Scripted (often lab-based) use of product & Combination / hybrid
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" YOU KEEP USING THAT WORD./I DO/NOT
THINK IT MEANS WHAT YOU THINK IT{MEANS.
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1. Persona

Defines who the story is
about. This main character

has attitudes, motivations,
goals, and pain points, etc.

— a sztorim féhdse

— kutatasi adatok alapjan

— mindenki ismeri a hattérsztorit
— donteseknél segit

kutatasi info ssszefoglaléja.
hogy az a csapat szamara

konnyen Fogyaszthat:o
legyen a projekt soran



1. Persona

Defines who the story is
about. This main character

has attitudes, motivations,
goals, and pain points, etc.

3. Goal

Defines what the persona wants
or needs to fulfill. The goal is the

motivation of why the persona is
taking action. When that goal is
reached, the scenario ends.

2. Scenario

Defines when, where, and how the story of the persona takes place. The scenario
is the narrative that describes how the persona behaves as a sequence of events.



Nekem mar ne
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miert kesziilt
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Ktilcdljetek UX tervezes
arajaniatot, de ilyen
personak meg journey
map ne legyen berine
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Judit Pénya
UX Strategist & Designer

@ptxster
judit@fluxon.hu




