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How to Think Like a UX Designer

Great UX designers are great analysts.

They question everything. They’re aware of biases, and they validate
assumptions by triangulating quantitative and qualitative data. They

think in terms of screens and systems.

As a UX designer, the first skill you must refine is your own thought
processes. Otherwise, you might design the most elegant solution to
the wrong problem. You can learn the right thought processes in a

few weeks — mastering them takes a lifetime.

In this first chapter, we’ll give a brief overview of UX design, then
dive straight into the thought processes you must apply to every de-

sign project you touch.



Designer Pro Tip

“Think about how you solve problems in the rest of your life: you
assess the situation, making sure you understand the needed
outcome. You look at the materials at hand, the constraints, the
time limits, and the people you're working with. You think out
loud. You ask questions. You say "what if...?". You toss out crazy
ideas. You ask for advice. You say, "how will we know if that op-
tion works?" You THINK. Remember that design principles and

pixels are your tools, not your solution.”

Cindy Alvarez, Director of UX at Yammer

UXis a Process and a Product

UX doesn’t mean one thing. One of the greatest pitfalls for newcom-
ers is trying to understand UX as a field separate from other related

fields (like web development, technical communication, etc.).

UX is an interdisciplinary field. UX is a way of looking at the world
that involves making decisions beyond data with humans firmly in

mind.


https://www.yammer.com/

In fact, my favorite infographic for introducing UX is one by Erik

Flowers.

Photo credit: Erik Flowers. Used with permission.

I'love this infographic because it hones in on a series of attributes for
UX, but clearly relates these attributes to other domains of knowl-
edge: technology, business, and design. UX is the field that emerges
when you balance these three domains of knowledge around solid

methods that focus on user needs.

Based on conversations with UXPin (a collaborative design platform)

about their customers, I can tell you that everyone in those domains
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is usually involved in the design process at some point. Web develop-
ers might dive in and comment on a prototype alongside a marketer.
In large organizations, business analysts also frequently create lo-fi

prototypes to illustrate business requirements to their team.

So not only is the UX designer expected to understand the business
and technical implications of their work, they also need to bring

others along the way at each step.



Check Your Ego

Given the collaborative nature of product design, the first thing I

always ask people interested in UX is if they work well with people.

If the answer is no, they’ll never make it.

Users are troublemakers. They use digital products in unintended
ways. They don’t update their operating systems in a timely manner,
which causes products to behave bizarrely. They ignore the best-laid,
most obvious plans and instead adopt their own. Users are, in other

words, human beings.

Likewise, your coworkers and clients will frustrate you. They won’t
always allow the time you need to research before you design. They
will question the execution while missing sight of the strategy. They
may force your hand towards compromise so they can wash their

hands of the problem.

Be patient. Accept that your work isn’t always interpreted or used

as intended.

Checking your ego is the only way you’ll thrive in today’s fast-paced
Agile processes. Great UX designers aren’t just good practitioners —
they’re fantastic facilitators as well. They can guide users to reveal
problems everyone else missed. They can also guide other designers
and non-designers to approach business problems from new per-

spectives.



In order to facilitate good design and think with a clear head, remem-

ber a few ground rules:

* Design is a business function - Yes, artistic principles apply to
design. But there’s more at play here. Your personal preference

matters only in relation to user and business needs.

 Empathize internally - You’ll find plenty written about empathy
for users. But don’t forget your clients and coworkers also have
families, mortgages, and dreams of promotion. Present your think-

ing in terms and concepts they appreciate.

Designer Pro Tip

“The biggest mistake I see all the time from new or aspiring de-
signers is that they assume a design career is all about doing
design. The education they get (College, University, other courses)
teaches the techniques and the practical implementation of design.
But they quickly find out that design is about understanding and

working with people.

Designers must find ways to collaborate and communicate with
non-designers, or stand up in front of a large group of people

and present design confidently. You simply can’t avoid this. Some



people are much better at these soft people skills than others.
But actively developing your people skills will always boost your

early career.”

Chris Thelwell, Head of UX at Envato

Question the Problem Tirelessly

As a designer, you’ll oftentimes face situations in which a coworker
(or even fellow designer) enthusiastically explains a business prob-

lem that needs solving.

Your first responsibility is to question the problem. Failure to do so

results in astronomical costs for something that customers don’t need.

Any time someone explains a problem that needs a design solution,
consider these 5 questions that Chris Thelwell (Head of UX at Envato)

asks his team before every project.

1. What do we know we know?
You want to discuss anything that will influence your decisions in
the project. For example, lessons learned from previous projects,
existing user research insights, even opinions held by certain
stakeholders.


http://www.christhelwell.com/
http://www.envato.com/
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The first question also helps you reveal assumptions disguised as
facts. When someone says something they believe to be true, ask

them to cite supporting evidence.

Photo credit: Chris Thelwell

Let’s say you’ve been tasked with redesigning an analytics platform

as trial-to-signup conversions have plummeted.

A product manager might say “Customers with the highest life-
time value buy our analytics platform because we offer the most
customizability for reporting ”. That statement is a fact only if you
can verify against prior user research and feedback. Otherwise,

you must consider it an assumption.

Keep a running tally of assumptions vs. facts. If you’ve revealed

an assumption, you need to move it now to the second question.

. What do we know we don’t know?

Now you add to the assumptions identified in the first question.

At this point, a marketer might say “I'm not sure if our competitor’s

aggressive ad retargeting of our trial users is stealing away our


https://studio.uxpin.com/blog/5-simple-questions-teams-must-ask-before-any-product-planning/

on-the-fence users”. You would list the response as an assumption
in the format of “Competitive ad retargeting might be stealing

market share”.

It’s also worth discussing the consequences if your assumptions
are proven wrong. For instance, if you later discover that your
most valuable customers aren’t buying your platform for its cus-

tomizable reporting, how will that impact the project?

Photo credit: Chris Thelwell

The goal here is to identify the risk behind your assumptions.

Asyou can tell, our above assumption carries a high degree of risk.
If you dive into redesign and learn after the first round of usabili-
ty testing that a reworked reporting feature makes no difference,

your team just wasted untold hours and dollars.

As you start seeing the different risks behind assumptions, you
start to naturally prioritize the questions that initial user research

will seek to answer.


https://studio.uxpin.com/blog/5-simple-questions-teams-must-ask-before-any-product-planning/

Research should reveal most answers, but some might be unan-
swerable (e.g. determining the effectiveness of a competitor’s
retargeting ad). In those cases, at least you’ve pushed that risk to
the surface where stakeholders can evaluate early in the process

(e.g. proceed with the project, or push to backlog).

. What do we actually know, but think we don’t?
The answers to this question might naturally arise as other people

chime in to the previous questions.

For example, a marketer might answer question #2 with “I’'m not
sure if people churn due to cost or frustration”, and your user
researcher might explain a series of usability reports that points

to frustration.

Photo credit: Chris Thelwell

Nonetheless, it’s worth revisiting all the answers you’ve catego-
rized as assumptions. Ask the team if they worked on similar
projects in the past, and if they revealed any insights regarding
the assumptions. You don’t want any facts miscategorized as as-
sumptions since you’ll later waste time researching previously

validated information.


https://studio.uxpin.com/blog/5-simple-questions-teams-must-ask-before-any-product-planning/

4. What are the unknown unknowns?

This questions sounds strange, but pay close attention.

Have we failed to discover anything so far that could completely
ruin the project? What haven’t we thought about yet? When you
ask this question, you’re helping to turn the grey zone of “unknown
unknowns” into illuminated “known unknowns” that your team

can prioritize based on risk.

Photo credit: Chris Thelwell

For example, the question might prompt a developer to say “Well,
now that you bring it up, we actually found out three weeks ago
during load testing that our reporting feature can lag by up to 4.5s

for data sets exceeding 100 rows”.

That information might be an “unknown unknown” for everyone
outside of the development team, but you’ve now added it to ev-

eryone’s list of assumptions to test.

You’ve now revealed that the team needs to also test the assump-

tion that “We might be losing customers due to slight performance


https://studio.uxpin.com/blog/5-simple-questions-teams-must-ask-before-any-product-planning/

issues with our current reporting feature”. In this case, the solution

might not even require any front-end design work.

5. What does success look like?
“A smooth product experience” doesn’t cut it. You need to write
down S.M.A.R.T goals.

» Specific

* Measurable
» Actionable
* Relevant

« Trackable

Here’s an excellent example of a S.M.A.R.T. goal in our hypothet-

ical UX project:

“Success is achieved when our trial-to-signup conversion rate in-

creases from 2% to 2.50% without affecting churn”.

As you start validating assumptions through user research, you
might make the goals increasingly specific as you start to hone in
on a solution. If you discover, for instance, that a buggy check-
out process is mostly affecting sales completion, you might add
a secondary goal that “Success is achieved when our checkout

completion rate increases from 45 to 75%”.


https://www.smashingmagazine.com/2011/09/the-s-m-a-r-t-user-experience-strategy/

Designer Pro Tip

“Design consists of two phases; “divergent thinking", where design-
ers explore the problem space and come up with lots of potential
solutions; and “convergent thinking”, where designers start to
sift through the ideas to hone in on the best solution. In the desire
to produce, junior designers often rush the divergent stage. As
a result, they often ignore more interesting or novel approaches
in favor of more obvious solutions. Spend more time exploring

the problem, as it’ll pay dividends in the end.”

Andy Budd, Co-founder and CEO at Clearleft

Identify the Constraints
Questioning the problem helps us decide if we should design a solu-
tion. Formalizing our constraints helps us decide how we should

design the solution.

Youw’ll generally run into these types of constraints:


http://andybudd.com/
http://clearleft.com/

 Timing-In today’s world of Lean and Agile, every company wants
to ship good products quickly. Find out if you need to release your
MVP by a non-negotiable date (e.g. a global tech conference your

company spent $58,000 sponsoring)

 Technology - How well can the development team write the code
so your system’s response time feels instant? Do your servers sup-
port enough bandwidth to feed data quickly in real-time? Does
the location of your data centers affect quality of experience in

certain regions?

 Medium - What do users already expect from your type of product?
What current mental models and Ul patterns does your product

need to incorporate?

* Budget - How much money is the company setting aside for the
project, and how much could they stretch in case unforeseen de-

lays or challenges appear?

After your questioning exercise, conduct thorough stakeholder in-
terviews so you can further reveal any hidden constraints as early

as possible.


https://www.google.com/url?sa=t&rct=j&q=&esrc=s&source=web&cd=1&cad=rja&uact=8&ved=0ahUKEwjXoajWvfbLAhVKymMKHUI6BH4QFggcMAA&url=https%3A%2F%2Fen.wikipedia.org%2Fwiki%2FMinimum_viable_product&usg=AFQjCNF1sjgrNu41fDk_vhUDCZ8H_TCqEg&bvm=bv.118443451,d.cGc
http://boxesandarrows.com/a-stakeholder-interview-checklist/
http://boxesandarrows.com/a-stakeholder-interview-checklist/

Designer Pro Tip

“Dealing with constraints, especially those coming from other
people or departments, is not a battle. Designers are not there
to fight constraints. This sometimes gets lost in the designer’s

emotional connection with their work.

To get around this reaction, I encourage all my designers to re-
spond to a new constraint by saying 'thank you'. This changes
the tone of the conversation. You are thanking the other person
for making you aware of the constraint and setting up the con-

versation for collaborating to find a good solution.”

Chris Thelwell, Head of UX at Envato

Gather Context for the Solution

Once you’ve identified the initial constraints, you need to validate
those assumptions. At this point, you’ll start conducting user research,

prioritizing requirements, and prototyping concepts.


http://www.christhelwell.com/
http://www.envato.com/

1. User Research
The most cost-effective generative research method is user inter-
views. You can conduct them in the office, over Skype, or even
at the user’s location (contextual inquiry) to better observe their

natural use cases.

When interviewing users, your goal is to explore the whole scope
of the experience — not just the immediate area of focus. For ex-
ample, if you want to create a competitor to Netflix, don't just talk
to people about how they currently use Netflix. Talk to them about

other services they use — legal or illegal.

Where do they watch episodes or movies? What device they use?

Do they download or stream? Why?

Ask plenty of open-ended questions about user behavior (not user
opinions), then pause for the answers. Don’t worry if the interview
veers slightly off topic since the best insights sometimes come

from tangents.

2. Prioritizing Requirements
Once you’ve finished the user interviews, youw’ll want to review
the answers and start identifying patterns. Check those patterns

against any existing quantitative data (e.g. in-app analytics).

When defining requirements, designers and their stakeholders

generally conduct a prioritization activity with a 2x2 matrix as


https://medium.com/@sourjayne/how-to-smack-down-political-bullshit-in-prioritization-meetings-66a2de3572b3#.ebvuk6t4i

they evaluate the qualitative data and quantitative data against

the design constraints.

Designer Pro Tip

“To make a matrix, make a "plus" sign of two axes. Label each
axis with attributes that will guide your decisions. Common labels

are: important/less important; easy/difficult; urgent/less urgent.

Photo credit: Sarah Harrison

Write each idea/feature on a sticky note, and as a team, plot each

sticky in a quadrant, based on the attributes. Then, focus on ideas


https://medium.com/@sourjayne/how-to-smack-down-political-bullshit-in-prioritization-meetings-66a2de3572b3#.o9ia86d92

in the optimal quadrant (usually a combination of "important” +

"easy" or "urgent”, but it varies based on the context.)”

Kate Rutter, Principal at Intelleto

3. Prototyping the MVP
The minimum viable product represents the least amount of effort
required to validate a hypothesis. Don’t confuse an MVP for an
incomplete or rushed product. Your goal is to create something

complete at the smallest scale possible.

When working on the first MVP, focus on incorporating the items
that populated the “Quick Wins” and “Big Projects” quadrants of
the 2x2 matrix. Discard any items in the lower-right quadrant,

and move all the items in the lower-left quadrant to the backlog.

Lo-fi MVP prototype created in UXPin by customer LookThink for a healthcare product.


https://twitter.com/katerutter?ref_src=twsrc%5Egoogle%7Ctwcamp%5Eserp%7Ctwgr%5Eauthor
http://intelleto.com/
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You might start sketching the MVP, then move into a digital plat-
form to create a digital prototype. It doesn’t need to be pretty, but
it must function well enough to test with users.

You’re on the right track if the MVP prototype faithfully executes
the 20% of features that deliver 80% of the value. Only increase

the fidelity as you test additional hypotheses (e.g. if your brand
colors affect usability).

Conclusion
Never assume you know all the answers.

Asyou test the MVP prototype, you may reveal additional user needs
and need to reprioritize requirements again. Don’t be alarmed - de-

sign is never a linear process.

While every designer’s individual process differs, they all follow the
same framework of thinking: question the problem, gain context
through user research, and build just enough to validate existing

assumptions and uncover new needs.

In the next chapter, we’ll dive into greater detail about the activities
and deliverables that help drive decisions as designers progress from

revealing the problem to refining the solution.



Practicing UX:
Tasks and Deliverables

Because UXis an emerging field, it can be difficult to gain meaningful

work experience, especially when you’re first starting out.

In the first chapter, I laid out the thought processes every budding UX
designer should refine. Now, I explain how those thought processes

manifest themselves in the form of UX tasks and deliverables.

Photo credit: Rosenfeld Media. Creative Commons.

Let’s get practicing.


https://www.flickr.com/photos/rosenfeldmedia/9201027137/
https://creativecommons.org/licenses/by/2.0/

Create Your Personalized UX Library

My own approach to UX is to separate it into stages and skill sets:

UX Design Stages

e Preliminary Research
* Prototyping
o User Testing

e Maintenance

UX Skill Sets

» User Research
* Interaction Design
e Information Architecture

* Content Strategy

Visual Design

Essentially, the project progresses through a series of stages that are
largely recursive (meaning circular and iterative), and will use a

variety of distinct skill sets.

I organized this list not only to help my students, but also to help
myself.

Because the UX process isn’t always linear, I keep a library of resourc-

es for quick reference.


http://www.guiseppegetto.com/engl7766ux/cover-letters/
https://www.nngroup.com/articles/which-ux-research-methods/
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I have an Evernote list that I call “UX Stuff” which includes every
article, book, blog post, and webpage related to UX that I've ever
found useful. I’'ve also tagged all these resources with more specific
categories (e.g. interaction design, content strategy, rapid prototyping,

etc.) to help me find specific topics.

If 'm working on a project that requires some really solid thinking
about interaction design, for example, then I pull out those resources
and review my approach. The list of terms is much less important
than the resources you collect that are connected to those terms. I add
to this list all the time.

That’s the reflection part: whenever I’m struggling on a project and
I’m not sure where to go next, I go back to my list of resources and
even search for some new ones. Even though I have a complete the-
ory of UX in my head, I still return regularly to the drawing board

to review best practices for specific situations.


https://evernote.com/

Knowing isn’t enough. You have to practice, and you have to make
sure what you’re doing matches the advice of more experienced
professionals. That’s how you learn and retain UX knowledge: think,

practice, reflect.

Practicing Preliminary Research and User Research

I like to introduce people to the practice of UX by pairing design stages
and skill sets. This works well for getting some actual design hours

clocked, especially when you’re not sure how to get started.

This path starts with preliminary research. Preliminary research is
the the most easily neglected UX stage, even though it is one of the
most important. It involves gathering all the tools you will need for
the project and creating a project plan that articulates how stake-
holders will work with you on the project, even if that’s just you and
the client.

Designer Pro Tip

“Don't be afraid of negative user feedback. It's not personal. It

doesn't mean you're a bad designer. It means you need to un-



derstand users better. Embrace user feedback, even the negative
stuff, and be glad you work at a place that allows you to grow

as a designer by learning what you got wrong and trying again.”

Laura Klein, Principal at Users Know

and author of Lean UX for Startups

One of the best resources I’ve encountered for this stage is Leah Bu-

ley’s The UX Team of One.

Buley lays out almost every UX tool you can think of. If you’re serious
about learning to do UX, buy the book. There are also a lot of other
good resources out there, but Buley’s book is a great one-size-fits-all
approach to UX that also contains a surprising amount of nuance
regarding her own personal process. Because it targets the lone UXer,

it’s perfect for those trying to establish themselves.

Photo credit: “PE024: Figure 3.3.” Rosenfeld Media. Creative Commons.
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As far as user research, this typically starts with contextual inquiry.
Stemming from ethnography, contextual inquiry involves interviewing
users about their wants and needs, typically in the setting in which
they will actually use the product. A great book about contextual in-
quiry is Steve Portigal’s Interviewing Users. Portigal uncovers all the
nuances of how to interview a user, how to figure out what’s important

to them, and how to help them help you make better design choices.

As far as snagging an actual design project, there are two types of
projects that are pretty readily available for practicing your prelim-

inary research / user research chops.

1. Hypothetical projects
These are projects in which you take a known product and rede-
sign it or design a hypothetical product of your own. Or you can
take two products and pit them against each other. The point is to
design a project around a known product to show that you have

something to contribute, even to known brands.

2. Client-based projects
These are projects in which you work with an actual client, either
paid or unpaid, to design a product for them (or redesign one).
To snag a project of this kind, you usually need look no further
than local businesses and non-profits. Reach out to your friends,
relatives, and colleagues for people who need design work and

negotiate a project with them.


http://www.uxmatters.com/mt/archives/2012/06/why-are-contextual-inquiries-so-difficult.php
http://www.uxmatters.com/mt/archives/2010/06/ethnography-in-ux.php
http://www.amazon.com/Interviewing-Users-Uncover-Compelling-Insights/dp/193382011X
http://blog.trymyui.com/category/gallery/ux-wars/

3. Deliverables at This Stage
Something else that can be confusing for people new to UX is what
deliverables fit with what stage, meaning: what should you give
people at which points in a design process? For each stage, I'll
present some common deliverables for that stage to help you get
going with that stage. A great, comprehensive list of UX methods

and deliverables can be found at UXDesign.cc.

Personas: These are profiles of archetypal users, meaning actual
users that are representative of a key demographic from your user
research. All user research documents grow out of the persona, so

spend some time learning how to create them correctly.


http://uxdesign.cc/ux-methods-deliverables
http://www.smashingmagazine.com/2014/08/a-closer-look-at-personas-part-1/

User stories: Now that you have your personas, you need to now
assign them actions. Each persona usually requires at least a few
user stories, since they represent the most important user actions
and motivations. You can create a Google spreadsheet like this. It’s

a fast way to get a birds-eye view while allowing for collaboration.

User scenarios: User scenarios fill in the situation in the user
stories. User + task + environment = scenario. User scenarios help
you better empathize with the user stories, because you are adding
human details. It’s another exercise to get you to not just under-
stand the user, but to feel for them. For some fast user scenarios,
add a few additional columns in your user stories spreadsheet

where you can drop in the scenarios.


https://docs.google.com/spreadsheets/d/1MgF-r3knjJNOxM86fAGS2LvtOsB7c9cS-VWSY0G3bWg/edit#gid=0
https://docs.google.com/spreadsheets/d/1MgF-r3knjJNOxM86fAGS2LvtOsB7c9cS-VWSY0G3bWg/edit#gid=0

User flows: For each scenario, this is a sketch of the paths users
take through a product. It can be an actual map or just a simple line
drawing that depicts the ways users navigate through a product.
I tend to use UXPin to make these. Combined with task analysis,
user flows give you a clear picture of how to create the easiest

paths for users to complete goals.

User flow created in UXPin by customer Autodesk


https://www.uxpin.com/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
http://searchenginewatch.com/sew/how-to/2336547/task-analysis-the-key-ux-design-step-everyone-skips
http://uxpin.com?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design

Designer Pro Tip

“The biggest mistake I see new designers make is not fully under-
standing the problem to be solved or the goal of the design. This
leads to jumping into producing only one solution at a high degree
of precision/fidelity too soon. It's critical to make sure you really
understand the problem, and identify the desired outcome. The
best way to start designing is to explore multiple options at low
fidelity: sketching, task flows, rough prototypes. Then you can
assess which design idea will best solve the problem. Pro tip: it’s

often not the first, most obvious solution.”

Kate Rutter, Principal at Intelleto

Practicing Maintenance and Information Architecture/
Content Strategy

One of the primary elements of maintaining any digital product is
understanding how it uses information (information architecture)
and how users access and use this information to achieve tasks (con-

tent strategy).


https://twitter.com/katerutter?ref_src=twsrc%5Egoogle%7Ctwcamp%5Eserp%7Ctwgr%5Eauthor
http://intelleto.com/

Photo credit: CannedTuna. Creative Commons.

One of the least understood stages in my opinion, I see information
architecture as largely the foundation of information structures and

flows upon which any product runs.

Content strategy, on the other hand, is the user-facing considerations
regarding these information structures and flows. Like any complex
system, no digital product will last if these important considerations
aren’t foregrounded. That’s why I encourage UX novices to think of
the maintenance stage as actually coming first: you need to plan for
it from minute one. I do that by starting my deliverables for this stage
before I any design work. That way, I can take notes and improve

them as I go along.

At the same time, these deliverables also have a lot of longevity, which

is also why this stage is ongoing. Again: UX is recursive, and not every


https://www.flickr.com/photos/cannedtuna/9383781062/in/album-72157629456757159/
https://creativecommons.org/licenses/by-nc-nd/2.0/

stage only happens once. This stage, and these skill sets, will be the

most important after the launch of a final product.

1. Deliverables at This Stage
Sitemaps: Sitemaps depict all the pages (or other defined elements)
of a product and how they interconnect, typically in a simple
line drawing diagram. You can even connect the “forest” view of
sitemaps with the “tree” view of wireframes and prototypes by
creating an interactive site map (like the examples below created

in UXPin by customer Barrel).


https://www.youtube.com/watch?v=HUSTNQBKViA
http://uxpin.com?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design

Taxonomies: Taxonomies are lists of vocabularies for all infor-
mation contained within a product. They are not content reposi-
tories (see below), but help ensure that the information contained
within a product is usable, valid, and controlled. One of the best

taxonomy resources I’ve found is TaxoTips.

Content Governance Plans: A content governance plan is a com-
plete strategy for updating, revising, and maintaining all content
within a product. It often includes several sub-elements that will

help your client maintain their product. These can include:
» Alist of clear goals for content development and governance.

» A content calendar or long-term plan for developing new con-

tent for the product.

» A list of content repositories or places within organization or
online where readymade content exists that can be used for

the product.

* A schedule for conducting content audits, or complete inven-
tories of the status and effectiveness of all content contained

within the product.


http://johnnyholland.org/2012/04/taxonomy-content-strategys-new-best-friend/
http://taxotips.com/
https://uxmag.com/articles/get-your-content-strategy-out-of-the-drawer-with-governance

Practicing Prototyping, Interaction Design, and Visual De-
sign

After you get a sense of your users, their needs, and your content

structure, it’s time to make something for them.

The process is a lot more complicated than it sounds, and is usually
where a lot of folks new to UX get stuck. Given their short learning
curve (and employer’s demand for expertise), I highly recommend

investing in the new generation of prototyping apps.

The main trick at this stage, of course, is what to make, and when to
make it. To figure this out, you need to think about the relationship
between a prototype, user interactions, and Ul elements (the visual

components users will eventually see).

Essentially, to quote a recent article by Arijit Banerjee, “The main
purpose of building prototypes is to test whether or not the flow of

the product is smooth and consistent.”

v

v
v
v



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

A prototype is not the final product. This is important, because you
don’t want to constrain developers into particular technological
choices. Sometimes you’ll also be working with a content manage-

ment system (CMS) that will constrain choices.

This is why I encourage new UXers to think of prototypes as a kind
of minimum viable product you can use for user testing. Prototypes
must give both stakeholders (meaning clients and decision makers
involved with the product) and users a clear sense of how they can
to interact with the final product. You should avoid cluttering your
design with a lot of UI elements that will probably be added later

based on different considerations (which I cover below).

1. Deliverables at This Stage
Wireframes: Every prototype starts as a static wireframe, which
depicts a single screen of an application, including some UI el-
ements. A wireframe is most useful as a tool for developing a
unified vision of a product, focusing on content structure rather
than visual finesse. If the wireframe is clickable, we consider it a

low-fidelity interactive wireframe.

Annotated Wireframe created in UXPin


http://scalemybusiness.com/the-ultimate-guide-to-minimum-viable-products/
http://www.uxpin.com/guide-to-interactive-wireframing.html?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
https://www.uxpin.com/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design

Ul elements: Ul elements are the atomic components of the product
users will actually see. You must include some UI elements in your
prototype, such as buttons, links, and spaces that are demarcated
from other spaces (e.g. headers, footers, scrollbars, images, pages,
etc.), as users need them to interact with your prototype. As your

fidelity increases, so too does the number of UI elements.

Mockups: Mockups are more complete depictions of a product.
They are usually medium to high-fidelity (like what you might
create in Photoshop or Sketch). They can also be static or click-
able, depending on what kinds of tools you use to develop them. If
they’re clickable, we can consider them a medium to high fidelity

prototype.

In the traditional design process, you’ll usually start wireframing,
then prototyping, and finally polishing up the visual design with
a mockup. However, you can just as easily start with a prototype
and move to a mockup. Experiment with each deliverable and use

whatever process you’re most comfortable with.



Mockup created in UXPin

Practicing User Testing and User Research

At this point, it’s important to remember that the UX design process is

recursive, meaning that it almost never proceeds in a linear fashion.

The reason I bring this up is because user testing is the point at which
a lot of well-laid plans oft go awry. Sometimes you have to combine

stages, too, due to time constraints or other considerations.

Because I work as a UX consultant on fast-paced projects I often don’t
have time to interview as many users as I’d like, so I tend to combine
my user research with preliminary usability testing and then do an-

other round of quick testing with a higher fidelity prototype later on.


http://uxpin.com
http://www.nngroup.com/articles/which-ux-research-methods/
http://www.uxpin.com/guide-to-usability-testing.html

Photo credit: UXPin based on exercise suggested by Tomer Sharon

Keep in mind that user testing is very different than contextual in-
quiry. While the latter is designed to get a broad sense of user needs,
with the former you need at least a low-fidelity prototype to test with.
User testing also is designed to test the usability of an application,
meaning how effective it is at helping users reach their goals. You
must know what users’ goals are at this point, however, or it’s hard
to design a usability testing script, which is a key preliminary deliv-

erable for this stage.

1. Deliverables at This Stage
(Before testing)

Usability test plan: Summarize the background, goals, objectives,
and methodology for the testing. Are you running a on-site usability
test, or a remote usability test? Is it moderated or unmoderated?
How many people are you testing? I recommend following Tomer
Sharon’s 1-page format for a concise, scannable plan or Userfocus’

1-page dashboard plan.

User testing script: In order to perform an effective user test, you
need to create a script for the entire experience, including who

you will recruit for the test. Your test users should be versions of


http://uxpin.com
http://www.smashingmagazine.com/2013/04/11/rainbow-spreadsheet-collaborative-ux-research-tool/
http://www.nngroup.com/articles/remote-usability-tests/
http://blog.uxpin.com/6342/moderated-vs-unmoderated-usability-testing-better/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
http://www.smashingmagazine.com/2012/01/ux-research-plan-stakeholders-love/
http://www.userfocus.co.uk/articles/usability_test_plan_dashboard.html

your personas. That’s easy if you’ve done your homework up to
this point: you simply need to find people who match your per-
sonas. Your task analysis should also tell you what steps you will
lead users through. If you’re moderating the test, encourage users

to think out loud and reassure them you are testing the product
—not them.

Use this free usability test kit to get started (includes test script).


http://uxpin.com/usability-test-kit.html?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design

(After testing)

Usability reports: I tend to combine my reports with other deliv-
erables, such as wireframes and refined prototypes, but regard-
less: yow’ll need to communicate findings from your user testing
to your client. The most important part of generating a good
usability report is a thorough introduction to what was effective
about your prototype and what wasn’t. I like the “crap sandwich”
approach: I start with what was effective, then I talk about what
wasn’t, then I end with what next steps are required to make the
product more effective. The free kit mentioned above also includes

a report template.



Journey map: A journey map is similar to a user flow, but it’s
more detailed. With user testing data, you can say more certainly
how users will navigate a final product. If you’ve done your con-
textual inquiry effectively, you can even say where they start at
in the daily lives before encountering your product. The end of
the journey of a journey map is always accomplishing key tasks.
Finally, it’s important to clearly describe “pain points” or areas of
the product that users are likely to struggle with and what can be
done to minimize this struggle. Adaptive Path offers an excellent

free e-book on the topic.

Refined prototype: The main goal of user testing is to improve your
prototype. If you don’t find anything wrong from your prototype,

you probably need to dig deeper. It is almost impossible to guess


http://adaptivepath.s3.amazonaws.com/apguide/download/Adaptive_Paths_Guide_to_Experience_Mapping.pdf

how real, live users will interact with your prototype, meaning that
there will probably be some usability problems (and that’s okay).

You should always test each iteration of your prototype with users.

Get out there and master your UX tools!

If there is one thought to leave you with, it is that you must gain more
than a theoretical understanding of UX to be any good at it. Wheth-
er you're practicing on your own while searching for internships
or launching a second career in a new position within your current
organization, you need to go out there and try these out all of these
tools and processes. And just like in any trade, you will not be equally

good at all of them, and that’s okay.

Specialists exist in the UX world just like every other field. Youw’ll find
information architects, content strategists, user researchers, and

prototyping specialists. In fact, there are even people who do nothing



else than create taxonomies for organizations to use in their product
lines. If you want to appeal to employers, follow the T-shaped skills
model: be a generalist in all of the above fields, but specialize in what

interests you most.

Photo credit: Barrel.

It all comes down to mindset. Think of yourself as a learner, not a

knower.

Learners are allowed to make mistakes. They’re allowed to not know
something. They’re allowed to figure something out through tinkering

rather than proceeding from accepted knowledge.

That’s the spirit of every good designer I've ever worked with: they’re
humble, they’re always willing to try new things, and they’re always
willing to admit when they don’t know something, (or at least when

they’re uncertain).


http://www.uxforthemasses.com/what-makes-good-ux-designer/
http://www.uxforthemasses.com/what-makes-good-ux-designer/
http://www.barrelny.com/

Improving As a Designer
Through Others

To succeed as a UX designer, you again need to swallow your pride

and lean on others.

Not only will you further practice and improve your skills, but you’re
also building your network. As UX Director Patrick Neeman mentions

in his blog, the best UX jobs are found through word of mouth.
In this third chapter, I explain three tactics that can help anyone refine
their skillsets (even if you have no formal UX training). I’ll describe:

* How to build a meaningful relationship with a UX mentor
 How to become a UX apprentice

 How to initiate your own UX projects to get noticed by employers

Let’s get started.


http://www.usabilitycounts.com/2011/10/18/how-to-get-started-in-user-experience-seven-tips/
http://www.usabilitycounts.com/2011/10/18/how-to-get-started-in-user-experience-seven-tips/

Tactic 1: Building a relationship with a UX mentor

Like becoming a Jedi, one of the best ways to learn UX is to find a
master. Whenever I was doubtful as a beginner, I’d ask my mentors

for advice.

Photo credit: Angelo Yap. Creative Commons.

Don’t be afraid to rely on mentors to fill in any knowledge gaps. The
first time someone asked me for help prototyping a mobile app, I felt
no shame in telling them I didn’t know how to do it. I did, however,
mention I was familiar with responsive prototyping and that I was

confident I could help them.
Then I emailed one of my mentors, and we figured out the rest.

Finding a UX mentor can be a difficult process, however. Most na-
tional organizations (e.g. the UXPA, the IA Institute, the IXDA) have
mentoring networks they’ve tried to cultivate, but I’ve always pre-

ferred to find my mentors indirectly. I’'ve attended conferences, local


https://www.flickr.com/photos/maladjusted/2341398753/in/photolist-4yUhh2-jH485S-6p8nJm-Mjmqu-6n3rqK-6o4Tn7-29f9yp-2qQuHC-ViUS-b2hDV6-2qJPqD-4eLZ63-93umbG-38y16x-MeWx6-fbUqp-jfuRA-r2Vg9m-93EWQy-uha39T-8wUAES-Mi8qh-b2bJWz-b2bJjB-8vGnp5-6b2HMK-rcchr-51LUFd-4QHqcU-PD3YN-bm7fkR-nDRoTy-54jzDv-i4DLsz-9eAzru-MwDCz-7Uagcm-f7aMdv-4KfuR9-97VPZQ-5GPyYw-99StJW-biwiBM-62EEj-keiswB-7oLUBn-9RHjfr-8vX7D1-efknuX-cTKJyL
https://creativecommons.org/licenses/by/2.0/
http://uxpa.org/
http://www.iainstitute.org/
http://ixda.org/

meetups, and talked to complete strangers. When I seem to get along

with someone, and if they seem to know their stuff, I'll ask if I can

bug them about future UX projects.

And, most importantly: if they say yes, always take them up on the

offer.

I can’t believe how many mentees over the years have asked me if
they can get advice in the future, and then never followed up with
me. Advice from an experienced UX practitioner is the most valuable
commodity on the planet for beginners. You should always learn

from someone with knowledge and mileage.

Designer Pro Tip

“I see a lot of new designers going to startups or contracting,
which can put them into environments where they're supposed
to be the experts immediately. It's hard enough designing for a
startup when you've already been around the block a few times.
When I was learning to be a designer, I was lucky enough to work
for the team of amazing, brilliant women at Sliced Bread Design.

They'd been doing research and interaction design for years, and


http://slicedbreaddesign.com/

were fantastic teachers who helped me learn quickly. You'll learn

much faster when you're surrounded by people who can help you
do your best work.”

Laura Klein, Principal at Users Know

and author of Lean UX for Startups

1. Potential pitfall for Tactic 1: Unresponsive or ineffective men-

tors

At the same time, not everyone is cut out to be a mentor, which is

really just another word for teacher.

There’s a reason that some UX professionals host workshops, class-
es, and even retreats and others don’t. As with most professional
relationships, it’s up to you to figure out if your needs are being

met by a specific mentor.

Photo credit: Matthew G. Creative Commones.


https://twitter.com/lauraklein
http://www.usersknow.com/
http://www.amazon.com/UX-Lean-Startups-Experience-Research/dp/1449334911
https://www.flickr.com/photos/streetmatt/15851429459/in/photolist-q9JHHV-6m6KTj-5q67Vu-aEYgdg-aMYYHH-8msM6j-qsM2w8-qSJmpn-qsu7sy-7Mzmhm-3Lbv2-89sR7U-6othef-aPWg9-9now8A-6AXHgj-cLDxyU-66F9BW-8LVpyZ-2bMK2C-742f79-N7Lax-rFkpKX-541fR-e2iFyk-8UsYQM-6m6JvE-65FDCb-6Sztvm-dHqjQx-D963N-fPmnKQ-qhrRhY-dBL1NJ-4LwDjc-izMqNZ-8Gi7f-9PUAh6-dwUBgN-7Vw9qo-9WJGX5-b9KgFV-mNAnK3-6nVTp9-6qQK1Q-6RU2jT-7Ctq7J-av7g93-8KZAyV-6m2zD8
https://creativecommons.org/licenses/by/2.0/

If you try taking the advice of one mentor and it doesn’t work out,
try getting some different advice. As a teacher myself, I can tell
you that no teacher is a perfect fit for every type of student, just as

every student has specific needs that not every teacher can meet.

Follow up with your mentors (and always try to meet in person

if possible), but don’t be afraid to move on if it’s not working out.

If you’d like to shorten the path to mentorship, you can also con-
sider enrolling in an online mentored course. The classes generally
allocate at least 1 hour a week to meet with a mentor over Skype
(or in-person, if they’re local) to answer questions and discuss

your project.

Tactic 2: Becoming a UX apprentice

Tactic 2 may sound identical to Tactic 1, but by “UX apprenticeship,”

I mean what Fred Beecher means: a learning experience that takes

you from UX zero to UX grasshopper. These are often programs spon-
sored by UX organizations (e.g. The Nerdery, Fresh Tilled Soil, etc).

When evaluating programs, make sure you seek out the opportunity

to work on real projects.


https://generalassemb.ly/education/learn-user-experience-design-online?utm_medium=partner_content&utm_source=uxpin&utm_campaign=ct-contentplay_cn-uxpin-ebook_me-glo
http://boxesandarrows.com/ending-the-ux-designer-drought/
https://nerdery.com/
http://www.freshtilledsoil.com/

Photo credit: Jean Baptiste Paris. Creative Commones.

Apprenticeships are like internships, but people like me (and Fred)
don’t like to use the former, because an internship can mean a lot of
things. An internship just means you’re working in an organizational
context, but an apprenticeship means you’re actually being trained

to be a certain type of professional.

So: not all internships are apprenticeships, but some are.

Formal programs with plenty of hands-on UX training also fall into
this category (e.g. Kent State, General Assembly, Bentley, UW, SVA),
though some people would probably argue that they are very differ-
ent. As an academic, I don’t really see a difference between the two,
however, as long as academic programs have good relationships with

industry partners. (Hint: this is true of all those I just linked to).

2. Potential pitfall for Tactic 2: Ineffective learning experiences
As a beginner, it’s not always easy to assess which programs are

worth your time. Beggars can’t be choosers, so sometimes you


https://www.flickr.com/photos/jeanbaptisteparis/9062325708/in/photolist-eNNMGY-eNP42Y-eNNGE5-eNNFyY-eNNXc7-eNNJnu-eNBCvn-eNP2ro-eNBkdB-eNNUcu-eNP2Gh-eNBqSB-9yFM25-9yCJCe-9yFL6L-9yCKrv-9yFLPm-9yCK8t-9yFLsq-9yFM9A-9yFKEo-9yFLoG-9yFLAm-9yFLF3-9yFM67-9yFKrC-9yFKW3-9yFKJG-dhdiqc-fAaEXS-fAaH4Y-gVdpxn-dMoDNF-e1HUju-kqygb6-6jESvn-gVdxjV-9yFLT3-9yCKPM-9yCKn6-9yFLXf-9yCJVP-eM61Uo-eLTWu8-qYsfgL-rfSAQD-qYrh7E-qYsfPj-buRxmK-buRxfx
https://creativecommons.org/licenses/by-sa/2.0/
http://www2.kent.edu/slis/programs/iakm/ux/what-is-uxd-at-kent-state.cfm
https://generalassemb.ly/blog/category/user-experience-design-2/?utm_medium=partner_content&utm_source=uxpin&utm_campaign=ct-contentplay_cn-uxpin-ebook_me-glo
http://www.bentley.edu/graduate/ms-programs/hfid
http://www.hcde.washington.edu/
http://interactiondesign.sva.edu/

just have to apply to all the programs that seem to offer what you

want to learn.

Here are some questions to ask before you sign on the dotted line,
though:

» What kinds of portfolio deliverables will you produce through
the program? Will you actually produce things you can show-

case as evidence of your problem-solving skills?

* Does the program have a trusted network of potential employ-

ers that you can be connected with?

 How practical are the experiences that the program promises?

How conceptual? How product-based? How process-based?

When it comes to the last set of questions, you must find programs
that fulfill all 4 criteria (since UX requires mastery of all of them).
Even if a program only promises to fulfill 1-3 criteria, or only of-
fers training in specific, limited elements of UX (e.g. prototyping),

consider looking elsewhere for comprehensive beginner training.

Tactic 3: Engaging in individual UX projects

Whether as part of a formal industry-based or academic program, or
on your own, it never hurts to practice UX principles whenever and

wherever you can.



Photo credit: Baldiri. Creative Commons.

This is what I tell most beginners struggling to build their portfolio:

Find an organization in your local community with a website or
mobile app that needs help. Not everyone realizes their website
or app needs help. This is why networking is so important. Pretty
much 100% of the clients I’'ve worked with over the years were
people I encountered through my professional network who hap-

pened to be looking for design help.

Let decision makers within the organization know you’re learn-
ing UX and have some feedback on their website or app that they
might find valuable. Tell them you’d like to practice by providing
them with advice that can improve conversion rates. If you want

to matter, always frame design issues as business issues.

If they agree, treat the project as a full-blown UX project and
produce some deliverables that will actually be useful to them,

like a content audit, a prototype for a new homepage, or a new


https://www.flickr.com/photos/baldiri/5734451183/in/photolist-9JJyxZ-hNGVb-aJdb1i-2S9bQ-aJdba8-7h5y9W-89qQcz-7gPy6J-5yMeUS-9PH2ZC-9PEbdZ-oxoBrg-7K1ERj-9f7nJR-4y7nFu-PrpAA-5yMeUN-9JMmD3-DZ9am-4dumkE-6Ar85f-6K4Dnu-aEXRn-5UxUSc-LkAzZ-cKmfoo-Gufur-9nzuZU-6umBzF-4Lc7BM-5zshjf-dPgyT2-3N8VK7-65ZT8L-7F3ejv-4Lc7Bi-8raxbT-9nzA3G-6LYd6X-5zshkN-5zshgW-5uMeoZ-4ZXcH1-55tLvH-nBEUEz-4wm12y-6DX9jU-6Y29WT-yHUUs-6b1GYY
https://creativecommons.org/licenses/by/2.0/
https://moz.com/blog/content-audit-tutorial
https://studio.uxpin.com/ebooks/guide-to-prototyping/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design

taxonomy for their entire website. This works even better if you
can collaborate with the designer who worked on the website. At
the end of the project, present your findings. If you do a good job,
you might even get a reference and some portfolio entries out of

the experience.

3. Potential Pitfall for Tactic 3: Projects that don’t count as legiti-
mate UX experience

I’ve seen a lot of beginners take on the wrong projects.

Photo credit: jnyemb. Creative Commons.

That’s why this tactic is the riskiest of them all: you really need the
help of experienced people to break into UX.

Here are a few things I just don’t think transfer, no matter how

great they appear:


https://www.nngroup.com/articles/ia-vs-navigation/
https://www.flickr.com/photos/jnyemb/3994340856/in/photolist-75Y3nN-sa99Gm-dQjhGP-dQjhzX-t9WYMN-75Y3ow-hQwaGU-dQpSM7-4snTnA-dQjhBH-4qFneX-fcdXpG-3Jg9FK-avcNXN-dQjhEc-kH17K9-dyBmBo-dQjhFc-dhxtAW-4kEn1o-4s15n8-hQx5LF-eG9agX-ekyq5X-dLhJod-5o3z1U-dQpSHU-mRFLyR-aCRbko-75Y3hJ-7US8dk-8Qeopb-ch1Das-nk5vZ7-4qYRms-8QpWgZ-drG6T8-eRARBi-3Jg9T6-dfLLvV-cfWRN3-3LbTmt-a8fSdZ-7Ph4ak-7KV3Qf-gjS2Wv-7PikTp-7Pk8tC-aZAP82-7f4zef
https://creativecommons.org/licenses/by/2.0/

Deliverables produced for non-digital contexts.
You may have created the most outstanding brochure in the world
for a local non-profit or small business, but you’d be much better

off designing a wireframe or a sitemap of a well-known website.

Deliverables that don’t demonstrate current design aesthetics.
Like it or not, many (I’d hazard to say most) UX professionals work
in visual media: prototypes, wireframes, sitemaps, process dia-
grams, etc. You don’t need to master hi-fidelity design to become

a UXer, but you must understand how to communicate visually.

Low fidelity prototype created during a Yelp redesign exercise.

Deliverables that don’t demonstrate your design thinking.
In today’s world of Agile UX processes, every project in your port-

folio should communicate the following points:


https://www.uxpin.com/guide-to-prototyping.html?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
https://www.uxpin.com/guide-to-wireframing.html?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
http://uxmovement.com/wireframes/site-flows-vs-user-flows-when-to-use-which/
http://www.uxmatters.com/mt/archives/2011/01/design-thinking-employing-design-principles-defining-ease-of-use.php
https://studio.uxpin.com/ebooks/agile-ux-in-the-enterprise/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design

 How you helped the team balance user goals and business goals
 How you analyzed the business and technology constraints
* How you collaborated with non-designers

* How you transformed user research and quantitative data into

actionable insights for the team
* How you worked with the team to resolve unexpected challenges
If you present wireframes, taxonomies, and prototypes without

tying them back to the above narrative, you haven’t sold the true

value of your work as a designer.

Since it’s best to learn by example, take a look at these excellent
UX portfolios below. Notice how the deliverables are only a means

for communicating the thinking.

Austin Knight — UX Designer at Hubspot


http://austinknight.com/work/hubspot/

Ivana McConnell - Interaction Designer at MyPlanet

Edmund Yu - Head of Product Design at Bloomz


http://www.ivanamcconnell.com/
http://www.edmundyu.com/

Get out there and stick to it

Though it may sound like a cliche, one of the top traits a UX beginner

needs is tenacity.

Unfortunately, we don’t start people out in kindergarten drawing
mobile prototypes (yet). If you’re new to UX, chances are you’re going
to have to learn a lot on your own. And as you do: consider it your

mission in life to add some innovation to your own neck of the woods.

Photo credit: Duncan Hull. Creative Commons.

To learn more about UX best practices, check out some of my favorite

free e-books from UXPin’s design library:


https://www.flickr.com/photos/dullhunk/202872717/in/photolist-iVLZt-9dXKU2-6okjAW-bpZtvb-uUA4G-2uKyU-6JRMqj-69Jw2z-2Nyvfg-4S8uZe-62bNEe-4VwGmg-7vB7fR-8CkodQ-HMUG1-7x9bYE-8k8pgk-58vQCQ-ZduVZ-cBFFBS-8p2AtP-2FNUzm-8ChFDT-93aPCq-qJ8iU-5GLFEo-fGyo6Q-sG3xvz-5Y5kW-9ESmzs-wTgzo-7mp3wi-2eVMS6-bAd4AH-4ms8ZA-4Thsd9-5DeuzB-9rnT91-7ssZNn-nh56ww-4mzmoq-8JkcMH-rphyCW-5CCQse-4cqfT-59WvCM-i6cpkf-5huQJc-6S4XJJ-drshVo
https://creativecommons.org/licenses/by/2.0/
https://studio.uxpin.com/ebooks/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design

Web UI Best Practices — 7 chapters exploring techniques spanning

visual design, interface design, and UX design.

UX Design Process Best Practices — 100+ pages of advice spanning

the whole product design process.

Interaction Design Best Practices: Words, Visuals, Space — 7 chap-
ters explaining the practical use of affordances, white space, size/

distance, visual consistency, cognitive load, and more.

Interaction Design Best Practices: Time & Behavior — 6 chapters
explaining how to reduce friction, design for time, create delight

through animations, affect user decisions & behavior, and more.

Guide to Prototyping — 100+ pages explaining how and when to use

prototyping tools, paper prototypes, and other popular methods.

Guide to Mockups — 80+ pages discussing how to create mockups
of all types and fidelities, along with best practices for Photoshop
& Sketch.

Guide to Wireframing — 100+ pages explaining the context, tools,

techniques, and best practices for analog and digital wireframing.


https://studio.uxpin.com/ebooks/web-ui-design-best-practices/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
https://studio.uxpin.com/ebooks/ux-design-process-documentation-best-practices/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
https://studio.uxpin.com/ebooks/interaction-design-best-practices-tangibles/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
https://studio.uxpin.com/ebooks/interaction-design-best-practices-intangibles/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
https://studio.uxpin.com/ebooks/guide-to-prototyping/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
https://studio.uxpin.com/ebooks/guide-to-mockups/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
https://studio.uxpin.com/ebooks/guide-to-wireframing/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design

Launching Your UX Career

Photo credit: Barrel

So, you’ve learned some core UX methods and now you want to
launch a UX career. Maybe you’ve even done an internship or two
and joined some professional UX organizations. Maybe you’ve even
had a nibble or two from some hiring organizations about full-time

work.

Below are three tactics I recommend for taking that next leap into

full-time UX work.


http://blog.uxpin.com/6641/design-insights-from-barrel/

Tactic 1: Do UX in Your Current Organization

Pretty much every organization that has a public-facing website needs
UX. They may not know they need it, but they do.

And if you’ve learned something about UX, your first stop on your
journey into full-fledged “UXhood” might be your current manager.
You’ve been doing something for a living thus far, right? Why not

ask if there’s some way you can transition into UX within your own
organization?

This is especially possible if the following things are true:

* Youworkin alarge organization with lots of different departments

that don’t communicate with each other much.

* Youworkin an organization that depends heavily on a public-fac-
ing website, mobile application, or even enterprise software that

every employee has to navigate on a daily basis.

* Your organization has at least heard of UX and generally thinks

it’s a good idea.



As with any approach to launching a new career, there are risks in-
volved with this approach. Some of these risks are substantial, and
should be avoided at all costs. Here are some I’ve personally expe-

rienced:

Risk:
Your employer says, “Great, why don’t you just start doing that as
extra work on top of your current full-time job with no resources

and report back to me about it. Thanks!”

Response:

Your answer to this should be a polite, but firm, “no.”

Risk:

Your employer doesn’t really have any idea what UX is, but thinks it’s
the solution to all their problems: “Great, why don’t you just redesign
our website/mobile app for us from the ground up and let us know

when that gets done. Thanks!”

Response:
Your answer to this should be a polite, but firm: “I am not a web de-
veloper, but I can work with a developer on this” (unless, of course,

you are a developer; then it’s up to you if you want to take this risk).

Risk:
Your employer says, “Great, you’ll be working under so-and-so who
has convinced me they know everything about UX even though they

clearly have no experience in it whatsoever. Thanks!”



Response:
Your answer to this should be a polite, but firm, “I’d definitely be
open to collaborating with so-and-so, but I really need some creative

control over this project.”

Tactic 2: Seek a UX Role in a New Organization

Sometimes, for various reasons, it’s best for you to cut those apron
strings and apply to jobs in new organizations. In order to do so, you

need two things:

1. A portfolio of your work, even if it’s based on largely hypotheti-

cal design situations.
2. The time and energy to perform “design tests,” which are the

main screening mechanism for companies hiring in UX.

Essentially, your portfolio must be an easily portable, but private,
collection of projects that demonstrate your problem-solving. Review
the below resources when building your portfolio, since outside em-

ployers will evaluate your work more than your formal education:
» C(Creating UX Portfolios: 4 Do’s and Dont’s
e 10 Steps to a Perfect UX Portfolio

e What Makes a Great UX Portfolio?


http://blog.uxpin.com/6483/creating-ux-portfolio-4-dos-donts/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
http://blog.uxpin.com/6483/creating-ux-portfolio-4-dos-donts/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
https://studio.uxpin.com/blog/creating-ux-portfolio-4-dos-donts/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
http://uxmastery.com/10-steps-to-a-perfect-ux-portfolio/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
https://www.quora.com/What-makes-a-great-UX-Design-portfolio?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design

Designer Pro Tip

“It’s better to show your complete process for 2-3 projects than
to show beautiful visual designs for 20 projects. Can you filter
feature ideas based on feasibility and viability? Can you trans-
late raw user research into bulleted actions for designers and
non-designers? We hire based upon a designer’s analytical and

communication skills, not just their visual abilities.”

Kamil Zieba, Head of Design at UXPin

You’ll also need to prepare for timed tests in which you are given a

problem and must solve it to the hiring manager’s satisfaction.

To train myself, I would seek out a design problem (such as reworking
the checkout process for a high-profile site like Overstock or Ebay to
improve conversion), then dive into a collaborative design platform

like UXPin to create some low-fidelity prototypes of the new flow.

I’d timebox myself to 20 minutes, then explain out loud the thinking
behind the prototype. If you have any friends who work in UX, try

having them play the role of hiring manager and ask for feedback
afterwards.


https://www.uxpin.com/
http://www.overstock.com/
http://www.ebay.com/
https://www.uxpin.com/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design

If you can’t meet with your friend in person, you can add a comment

on your prototype to ask for their feedback.

UX jobs typically come in a combination of the following varieties:

Contract jobs: Typically short-term jobs ( e.g. six months). Don’t
take them lightly because they may be a great way to gain UX work

experience, even if they’re only part-time.

Permanent jobs: Typically long-term jobs. They typically come
with added benefits not available in contract jobs like good qual-
ity health insurance, job security, and even some possible man-

agement work (e.g. leading teams, managing projects, managing



entire products, etc). These are also much harder to land than

contract jobs.

Agency jobs: These are jobs with smaller organizations that are
typically devoted explicitly to design, such as web design firms,
digital marketing agencies, and startups built around applications.
These jobs tend to be lower paid than their corporate counterparts,
but are a great way to build your reputation quickly, because your

job is almost exclusively hands-on design.

Corporate jobs: These jobs are with large-scale organizations typ-
ically devoted to a product or service that doesn’t explicitly have
to do with design. These jobs typically pay well, but can also be
incredibly stressful and often involve working with an organiza-
tion with a lot of moving parts. It might be intimidating to many

people first starting out.

You should definitely consider looking for work in a new organiza-

tion if:

No UX roles are available in your current company.

You can relocate to a technology hub with lots of UX-related jobs

(if you are not currently in one).

You feel trained up enough in UX that you’re ready for the chal-

lenge of full-time work.

Some of the risks with launching a UX career in a new organization

include:



 The uncertainty of a new organizational culture. With UX posi-
tions (which range from working with tech-facing information to
working in the field with users) you need to ask questions about

specific job duties to make sure you’re well suited.

 The unicorn effect. An oft-debated piece of UX culture, “design
unicorns” are folks that have incredibly rare combinations of skill
sets, like someone who is equally good at visual design, code, and
user research. The problem with this mentality, however, is that
these jobs might demand one major skill set completely unrelated
to UX.

Beware jobs that look like developer jobs, but contain just a few UX
skill sets. And again, ask plenty of questions. Most importantly, be

honest with your skillset.

Designer Pro Tip

“Employers seek designers with a really strong portfolio of in-
dustry-relevant projects. If you want to work for a commercial
design agency, you need to choose commercial projects over more
esoteric ones. If you’ve skipped university to go straight into in-

dustry, you need to build your portfolio through other methods:


http://www.gv.com/lib/hiring-a-designer-hunting-the-unicorn
http://www.gv.com/lib/hiring-a-designer-hunting-the-unicorn

working on your own projects, designing sites for friends and
family, or offering your services to local charities and open source
projects. The best portfolios don’t just show the final result, but

explain all the steps in your process.”

Andy Budd, Co-founder and CEO at Clearleft

Designer Pro Tip

“You will be working with far more non-designers than designers.
When you interview, ask questions and talk about your decisions
and why they matter. Admit mistakes. Talk about what you wished
you'd done in past projects and explain the impact in terms of
customers or the business. And yes, you do need to understand
business goals — at least the basics. In the beginning you won't,
and that's okay. Ask questions and be curious and that will send
the signal that you'll be part of the team, not just a headphones-

on-and-heads-down pixel pusher.”

Cindy Alvarez, Director of UX at Yammer


http://andybudd.com/
http://clearleft.com/
https://www.yammer.com/

Tactic 3: Launch Your Own Design Firm or Consultancy

Photo credit: Adaptive Path

Even though this might be the Holy Grail of many young entrepre-

neurs, going solo is probably the least viable option for beginners.

First of all, you need clients. And clients are hard to find. You’re
competing against more established businesses for a finite client
base. Clients also need to trust you and your expertise enough to

significantly invest in you.

Second of all, you need a reputation. In the design world, reputations
are built from working with organizations, so you see the Catch-22
here. If you’re just starting out, and don’t have a lot of formal work
experience in UX, it’s incredibly difficult to establish the kind of
reputation you need to attract clients. The only real way to do so is

through freelance work.


http://www.adaptivepath.com/

Starting your own agency or consultancy might be viable if you meet

any of the following criteria:

You find yourself in a network of fellow professionals looking to
do work sharing, (e.g. you do work for them and they do work

for you - sharing clients who need UX and another skill set, etc.).

You find yourself working within your current organization with
highly motivated and skilled individuals trying to create separate

opportunities on the side (this was the case with myself).

You find yourself in a network of people who have needs for UX-re-

lated services but don’t want to hire for a full-time UX position.

Someone offers to hire you as a consultant. It can be very ben-
eficial for you, and for them, if you create a sole proprietorship,
LLC, or S-Corps so that you are not simply functioning as an at-will
employee. Many of these business structures can also limit your

tax liability, and your personal liability, should something go awry.

Some of the risks of launching your own UX organization include:

* Lack of guaranteed income. Even contract jobs come with a set

wage, some benefits, and some certainty of a paycheck from week

to week. Starting your own organization comes with no guarantees.

Lack of guaranteed growth. Local markets are also often noto-
riously unpredictable, meaning that you might land several big
clients and then have them leave for another, more established

firm.


http://www.entrepreneur.com/article/75118
http://www.entrepreneur.com/article/75118

e Lack of access to benefits, including health insurance. Many
entrepreneurs find themselves sacrificing a lot of their personal
needs to feed their startup, which can include important things like
good health benefits. It pays to work for organizations, especially

if they are willing to provide benefits to you at little or no cost.

Get out there and reinvent yourself (into a UX person)

Whether you decide to work part-time, full-time, or by launching
your own firm, UX is an exciting field with a lot of possibility, and it

is only going to expand.

People from all kinds of industries are suddenly realizing they need
someone in their organization who can craft experiences for differ-
ent users, create inexpensive prototypes, and solve messy human

problems.

Photo credit: “UX for Good Breakout. WIAD DC. Creative Commons.


https://www.flickr.com/photos/118562154@N05/12748672095/in/photolist-dgZF9M-dgZEeN-dgZJi6-dgZMhQ-dgZCNX-dgZLQi-dgZG2D-dgZFv2-dgZFYS-dgZExo-dgZGjD-dgZC7H-dgZLmu-dgZKma-dgZBTy-dgZCtx-dgZHwr-dgZJ3Q-dgZDac-dgZDHp-dgZGQs-dgZL2Y-dgZD1F-dgZK6D-dgZCDc-dgZB7V-dgZJfA-dgZBzD-kqyh4i-kqAx6h-dMoDGX-dMucYs-dMucUd-6dMYq1-rpUrLZ-6jESvn-6jK97h-armf8Z-6YNGgZ-6jK6Xd-9UoMfY-r8rZ2m-rpUuGt-r8s3zJ-r8sPdo-rq2dva-r6GUMv-r6H3WX-qt2Ctu-9yVPhz
https://creativecommons.org/licenses/by/2.0/
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As with most careers that are currently in-demand, the only thing
stopping you from becoming a UX professional is your own ingenuity.
If you have the fire for helping to build the next generation of digital
products, then go out there and land yourself a position you can be

excited to go to every day.

Level up your UX skills with UXPin (free trial)



http://uxpin.com?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
http://uxpin.com?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design

10 Expert Designers Offer
Realistic Career Advice

By collaborating with Springboard, the team at UXPin interviewed 11
kickass UX designers to ask them what inspires them-and also what

UX advice they’d give to other practitioners.

See their insights below!

Paul Boag

Having worked with the web for over two decades, Paul is a co-founder
of web design agency Headscape (which counts Nestle, Macmillan,
and several UK universities as clients). He is also a prolific writer

and speaker.


http://springboard.com
http://uxpin.com
https://twitter.com/boagworld
http://headscape.co.uk/

1. Design Inspiration:
My favorite piece of design is the original London Underground

Map.

What made this so groundbreaking was that it broke conventions.
It rejected the convention of realistically showing distance and
location. By letting go of those constraints they were able to cre-
ate a simple representation of a complex network. For me this is
what good design is all about — taking the complex and looking at

it from a different angle to simplify it.

2. Career Advice:
Honestly, I would avoid giving any advice to my younger self be-

cause I know I wouldn’t listen to it!

Even if I did, I wouldn’t gain as much value as I did discovering

these things myself. The best way to learn anything is through


http://www.theverge.com/2013/3/29/4160028/harry-beck-designer-of-iconic-london-underground-map
http://www.theverge.com/2013/3/29/4160028/harry-beck-designer-of-iconic-london-underground-map

making mistakes and so I would not want to deny my younger self
that opportunity. As Winston Churchill once said “success is going

from failure to failure with no loss of enthusiasm”.

Make your own mistakes and then when you fail, get up and try

again.

Eva Kaniasty

Evaruns her own company (Red Pill UX) based in Boston, is a regular

at events of the UXPA, of which she is the President.

1. Design Inspiration:
I recently discovered Duolingo, an online language learning plat-

form.

I love the UX for so many reasons...it's a very uncomplicated in-
terface that's fun and motivating. A lot of apps try to incorporate
gamification or community just because it's the cool thing to do,
and it ends up feeling like an afterthought. Duolingo does a great
job of using the gaming elements and variation in lessons to keep

users engaged.


https://twitter.com/kaniasty
http://www.redpillux.com/
http://www.upaboston.org/
https://en.duolingo.com/

I also love the language immersion part, where users collaborate
on translations. Memorization and repetition are innate parts
of beginning language learning that can be quite boring, and it's
clear the folks at Duolingo have been very thoughtful in trying to

alleviate this challenge.

I often get the feeling that we've reached a bit of a plateau as
far as consumer app innovation is concerned, so it's great to see

something that's fresh and spot on.

. Career Advice:

Understand that in a collaborative profession like UX, people are
more important than skills. If you have an aptitude for research
or design, you'll master those skills in time, but having the right

relationships can make or break your career.



When I made my initial career change into high tech, I knew very
few people who did the same thing I did. When I went back to
school for Human Factors at Bentley University, it was like a whole
new world opened up for me. Of course, a big part of it was the
learning, but the network of people I ended up meeting was just

as valuable.

Today I stay engaged in that community through my local chapter
of UX Professionals Association, and that community is even more
important now that I'm doing independent consulting. So meet as
many people as you can who are as excited about UX as you are,

and ask them for advice.

Mike Kus

Having started out with graphic design and then making the move to

web-design, Mike has worked with the likes of Twitter, Microsoft, and

Mailchimp to create User Experiences that marry form and function.

1. Design Inspiration:

Hipopotam Studio. I'love this site and UI for it's pure creativity &

fun.


https://twitter.com/mikekus
http://hipopotamstudio.pl

Photo credit: Hipopotam Studio

2. Career Advice:
Learn to separate Ul trends from practical/useful Ul design con-

ventions. Just because a current trend is widely used, doesn't

necessarily mean it's the best way.

Jack Zerby

Co-founder of Flavors.me and Goodsie, and previously Design Direc-
tor at Vimeo, Jack says he was hooked onto design the very first time
he started up Photoshop while he was in high school and counts his

father as one of his primary influences. Nowadays, you can find him


http://hipopotamstudio.pl
https://twitter.com/jackzerby
http://flavors.me/
http://goodsie.com/
https://vimeo.com/

at Workshop —a no nonsense entrepreneurship training program for

young adults.

1. Design Inspiration:
My favorite product experience lately has been using the Park-

Mobile app around town.

Instead of searching around for quarters, getting change from delis,
all just to pay a parking meter, I can now just enter in a number
found on the meter, set the desired duration and pay the fee. It
texts me when my time is almost up, and I can add more money

if needed.

Smooth and painless.


https://thisisworkshop.com/
https://play.google.com/store/apps/details?id=net.sharewire.parkmobilev2&hl=en
https://play.google.com/store/apps/details?id=net.sharewire.parkmobilev2&hl=en
http://parkitnyc.com/wp-content/uploads/2011/08/image_parkmobile_meter-279x300.png
http://parkitnyc.com/wp-content/uploads/2011/08/image_parkmobile_meter-279x300.png

2. Career Advice:
Always consider the final outcome and context for the user/cus-

tomer. What do they need to accomplish and in which context?

For example, I am trying to install a bike rack on my car and I visit
the manufacturer's website. The goal is to successfully install my
bike rack and get on the road as quickly as possible. The context
is, I'm standing outside my car in the hot sun with my kids crying

because they want to go to the park now.

Design with those parameters in mind. Know thy user. Just like
with successful marketing, understand their pains, problems,

frustrations, and use their language to communicate.

Don't guess and fall prey to designer arrogance (which we all do

from time to time).

Laura Klein

Laura has spent more than 15 years as an engineer and designer in
Silicon Valley. Her goal is to help startups learn about their custom-
ers so that they can build better products faster. Her book, and her
popular design blog, Users Know, teach product owners what they

need to know to do research and design.


https://twitter.com/lauraklein
http://www.amazon.com/UX-Lean-Startups-Experience-Research/dp/1449334911
http://usersknow.blogspot.com/

1. Design Inspiration:
I think it is the curse of the UX designer that we only ever notice
design that annoys us. Or maybe that's just me. Whichever it is,
I'm always in love with any design that is so simple and integrated

into my life that I don't notice it.

2. Career Advice:

Get two mentors.

The first one should be somebody older and influential in the
field you care about. They will help by giving you perspective and
teaching you the sorts of skills you need to get hired by somebody
like them.

The second mentor should be somebody a couple years older than
you. They will tell you what you really need to know to do the job
you're likely to get. I don't know what life is like for somebody who
is just starting out in tech these days, but somebody who's only

been doing it for a couple of years will have really good insight.

So, find two people: someone to help you get your next job and

somebody to help you do your next job.



Joshua Garity

Described as a design psychologist and brand strategist, Joshua has

worked with companies like Wendy’s and the New York Times to

help connect with their customers and increase their revenues. You

listen to what he has to say on his blog, Twitter and Candorem, the

company he runs.

1. Design Inspiration:

User Experience surrounds us and extends far beyond the grasp of
the digital web. User Experience as a label has to be seen through
the perspective of context in designed interaction versus the actual

medium or platform.

As an example, let’s take a look at automobiles in general.

It’s assumed that most of the time we spend in our vehicles we
would be driving them. When we’re driving the priority, I hope,
would be entirely based on the road in front of us. Stay in our lane.
Stay under the speed limit. Watch out for other vehicles, pedestri-
ans, or animals. But then we introduced a radio and thermostat.
Looking away from the road for even a fraction of a second can
lead to a lot of trouble for everyone on the road. So, why don’t the

car manufacturers keep that in mind when designing the center


https://twitter.com/iamlucid
http://www.joshuagarity.com/
https://twitter.com/iamlucid
http://www.candorem.com/

consoles? Most have overly robust options, buttons, dials, and

even touch screens to change the temperature or radio station.

If User Experience is about the context of interaction, then we
need to look at how we can simplify the experience so the user’s

primary focus isn’t negatively affected.

Great design guides a user without requiring much thought. Con-

fusion kills.

2. Career Advice:
Be insatiable. Always be present. Don’t let a label define you or what
you look to accomplish in life. Look to everyone and everything
for answers even when they don’t seem to relate to the question

at hand. You can be anything and everything you want to be.

Lis Hubert

’r_

Lis has worked with a number of companies, large and small, to cre-
ate technology products —like espnw.com and nba.com, that change
people’s lives in a meaningful way. She also serves as an Advisory

Board Member for Future Insights events.


https://twitter.com/lishubert
http://futureinsights.com/

1. Design Inspiration:
One of my biggest inspirations lately has been public space design

in large cities, like New York City, where I live.

I can’t help but notice not just how well designed the larger spaces
like Central Park are, but also how convenient smaller spaces are
available to the public wherever I 1ook. I also find myself obsessed
with watching people use parks, and the fields and courts within
them. The reason I1ook to this ecosystem for inspiration is because
in order to make these spaces successful one has to design for the
experience of such a large, varied group of people to enjoy, what

can be, such an overwhelming and crowded space.

This, to me, is the aim of architecting for a User’s Experience, al-
lowing them to flow, how they decide, through a space, to get an
intended result that is pleasing both to the user, as well as to the

product owner or designer.



2. Career Advice:

Chill out, for starters.

One thing about being in our field is that we know the importance
of our work, and we want everyone else to know that importance
and “get it”. So, many times we find ourselves fighting tooth and

nail to get the message out there.

This, of course, leads to exhaustion and deflation. What I’ve re-
alized is that fighting so very hard to imbue my knowledge on
those outside of our field is not the point. ’ve also learned that it
really doesn’t matter if the business, or the technology team, or

whomever “get” what I do at the deepest level.

All that matters is that you are passionate about what you can
control, do what you are responsible for (and more if necessary) to

see that passion come to life, and that you enjoy the ride as you go!

Matt Hamm

Matt is the co-founder of Supereight Studio in the UK and has been
designing on the Web since 1998. You can check out his work here

or hear what he has to say on Twitter.


https://twitter.com/matthamm
http://www.supereightstudio.com
http://www.matthamm.com/portfolio.php
http://www.twitter.com/matthamm

1. Design Inspiration:

Dropbox continues to rule in UX - the app is very seamless.

Good UX design should appear to be invisible. Dropbox impresses
me with the onboarding experience, attention to detail, and think-
ing differently rather than copying patterns to make it completely

intuitive.

2. Career Advice:

Document everything!

Having an extensive reference of well ordered UX design to browse
through helps you learn and also find solutions to problems as your
reference builds. Remember to document real-world experiences

too, these patterns can be referenced too.

Pavel Macek

Currently Lead Designer for Screenhero, Pavel says that he cares
about people, and this translates into his work — designing and build-

ing delightful things enjoyed by many. Follow him here.


https://www.carousel.com
https://twitter.com/matcheck
https://screenhero.com/
http://twitter.com/pavel_macek

1. Design Inspiration:
For me, one great example of UX design is the Technics turntable
SL-1200, which has been sold for 35 years without major modi-
fications. It's still the most popular turntable for DJs, producers

and musicians.

It demonstrates functional design at its best and the importance
of coupling thoughtful design with precise execution. I think that
the ensuring the best possible execution is very often forgotten
part of a UX designer's responsibility, but it ultimately defines the

success of the product.

2. Career Advice:
Don't get lost in all the design methodologies and design patterns.
It's important to learn about design frameworks and have rigid
design process, but the start is always very simple: Who am I de-
signing this for? What does he need to achieve? How can I help

him to achieve that?


http://www.turntablelab.com/pages/guide-to-technics-1200-turntables
http://www.turntablelab.com/pages/guide-to-technics-1200-turntables

Then it's just a matter of iteration and learning what works and

what doesn't.

Robert Fabricant

o«

Robert specializes in design for health-care and social innovation.
He recently led Project Masiluleke, an initiative that harnesses the
power of mobile technology to combat HIV/AIDS in South Africa. He
has previously held the position of Fellow at the prestigious global

agency frog design. He also teaches, gives talks, and writes.

1. Inspiration:
I am continually inspired, provoked and challenged by the NYC

subway system as an amazing, multi-faceted user experience.

I have been a subway rider for (at least) 45 years. You can’t truly
know or appreciate the value of an experience unless you have

lived with it, and lived with it over an extensive period of time.

Too many of the user experiences we celebrate are transient —
apps that will likely not be in our phone in another month much
less year. The subways are here to stay, and improvements are
measured in pixels, people and steel. This sort of design is slow

hard work.


https://twitter.com/fabtweet
http://www.poptech.org/project_m
http://www.frogdesign.com/
http://about.tisch.nyu.edu/object/FabricantR.html
http://www.fastcodesign.com/user/robert-fabricant
http://www.fastcodesign.com/1665022/why-does-interaction-design-matter-lets-look-at-the-evolving-subway-experience
http://www.fastcodesign.com/1665022/why-does-interaction-design-matter-lets-look-at-the-evolving-subway-experience

Yet change is constant. As a resident of NYC there are few systems
that are more important to “learn” than the subway. But where
does the experience begin and end? It is not simply contained in

the stations, trains and turnstiles.

In recent years the subway system has become a platform for ex-
perimentation, both authorized and improvised. Recently, large
touch-screen information displays have started popping up on the
Union Square platform. It is fascinating to watch people interact
with them for the first time, peeling back one more layer on an
experience that connects so many of us together in this great city

(yes it is my home town).

As UX designers we should be thinking — and crafting — experiences
on a big scale. What better than a city, where data and mobility
are beautifully intertwined, and where we can constantly explore
(and enjoy) the seams between our own experiences and those

around us?



2. Career Advice:
Ilove to talk to designers about the first moment that you put your
design in front of a person to explore, experience and (hopefully)

enjoy.

In that one moment, even before the person actually engages with
the artifact, you always see it differently. It is like the old expression
about the ‘scales falling from your eyes’. You suddenly see (and
know) so many things that were just outside your understanding,

planning and intuition.

Those moments are precious — very, very precious — as well as

humbling for every designer, no matter how accomplished.

Design is not precious in comparison, so try to make as many of
these moments as possible happen on your projects. You don’t

need to ask for permission!
Working at frog for 13 years, I had the pleasure of being in those
situations over and over again with many different teams - Close

Encounters of the Design Kind.

Quality is always, and only, measured in the response the artifact

elicits — in how it engages, delights and supports the user.

Behavior is our medium. Never forget it.


http://www.frogdesign.com/
http://www.ixda.org/resources/robert-fabricant-behavior-our-medium

Additional Resources

To enrich your learner mindset, I leave you with some of my favorite

resources:

UX Apprentice — Free courses and learning materials for those

looking to learn the basics.

UI Patterns — One of the most insightful pattern libraries on the
web. The categories, examples, and descriptions of use cases are

unrivaled.

UX Mastery — Managed by practicing UX designer Matthew Magain,

the blog includes plenty of in-depth guides and resources.

General Assembly — Their workshops and immersive programs

offer useful shortcuts into the world of UX.

The Hipper Element — A library with 31 daily lessons on the fun-

damentals of UX design that has a good reputation.

LukeW - Product Director at Google, Luke Wroblewski is one of

the top UX experts in the world. His site summarizes takeaways


http://www.uxapprentice.com/
http://ui-patterns.com/
http://uxmastery.com/
https://generalassemb.ly/
https://generalassemb.ly/learn/design
https://generalassemb.ly/education/user-experience-design-immersive
http://thehipperelement.com/post/75476711614/ux-crash-course-31-fundamentals
http://www.lukew.com/ff/

from conferences, includes plenty of “how-to” pieces, and features

plenty of solid advice for UX design.

UXMyths —Regularly updated list of dozens of common myths with

thorough research disproving each misconception.

A List Apart — Meticulously written and edited, A List Apart fea-
tures some of the most thought-provoking pieces on designing

experiences for the web. Always worth reading.

Smashing Magazine — The online magazine includes plenty of
opinion pieces, how-to-articles, and thought pieces on the state

(and future) of UX design.

UXPin's free eBook Library — A collection of e-books (growing at
one a week) teaches practical UX design principles by analyzing
existing live examples. The longer books range from 50 to 180

pages, while shorter pocket guides span 20-30 pages.

UXPin Blog — The blog features tutorials (like prototyping with
Photoshop and with Sketch) along with straightforward articles
to get you started.

ZURB Blog —The reputable design agency’s blog is full of thought-pro-
voking and practical advice on product design from its staff of

designers and the CEO himself.

Boxes and Arrows — One of the longstanding and respected UX-re-
lated publications, B&A is particularly strong in the areas of con-
tent strategy and information architecture, providing practical,

hands-on advice in these skill sets.


http://uxmyths.com/
http://alistapart.com/
http://www.smashingmagazine.com/tag/user-experience/
http://studio.uxpin.com/ebooks?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
http://studio.uxpin.com?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
http://blog.uxpin.com/5676/turn-photoshop-mockups-animated-interactive-prototypes/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
http://blog.uxpin.com/5676/turn-photoshop-mockups-animated-interactive-prototypes/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
http://blog.uxpin.com/5629/turn-sketch-mockups-animated-interactive-prototypes/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design
http://zurb.com/blog
http://boxesandarrows.com/
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And make sure to follow these people on Twitter (and check out their

personal blogs):

» Jared Spool

e Dan Willis

e Laura Klein

» Steve Portigal
 Karen McGrane
* Lou Rosenfeld

e Dana Chisnell
 Irene Au

« Dan Brown

e Christina Wodtke
o Jeff Sauro

* Paul Boag

o Jeff Gothelf


https://twitter.com/jmspool
https://twitter.com/uxcrank
https://twitter.com/lauraklein
https://twitter.com/steveportigal
https://twitter.com/karenmcgrane
https://twitter.com/louisrosenfeld
https://twitter.com/danachis
https://twitter.com/ireneau/
https://twitter.com/brownorama
https://twitter.com/cwodtke?ref_src=twsrc%5Egoogle%7Ctwcamp%5Eserp%7Ctwgr%5Eauthor
https://twitter.com/measuringu
https://twitter.com/boagworld
https://twitter.com/jboogie
https://twitter.com/cwodtke?ref_src=twsrc%5Egoogle%7Ctwcamp%5Eserp%7Ctwgr%5Eauthor

UXPin

Create and collaborate with your entire team in one place
Get real time project updates with our Slack integration
Go from lo-fi to hi-fi in a single tool

Import files from Photoshop and Sketch

Start using it now!


https://www.uxpin.com/?utm_source=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design&utm_medium=ebook&utm_campaign=The%20Definitive%20Beginner%27s%20Guide%20to%20UX%20Design

