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Introduction to UX design

UX (User Experience) design as the process of
designing (digital or physical) products that are
useful, easy to use, and delightful to interact with.
UX design encompasses the entire process of
acquiring and integrating a product.

It includes aspects of branding, design, usability,

and function.
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Importance of UX in IT projects

% UX design is crucial in IT projects because it

User Engagement

directly impacts how users interact with and
perceive the final product.

s A well-designed UX not only improves user
satisfaction but also enhances overall project
success.

% Many IT projects focus on technical functionality User Experience

but overlook user experience, leading to Correlation Between UX and Engagement

frustration, lower adoption rates, and poor

feedback from end users.
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Core Principles of UX design

0 User-Centricity: Design should start with
understanding user needs.

L Consistency: A consistent layout and design
language across screens.

O Simplicity: Reducing complexity enhances
usability.

O Accessibility: Ensuring usability for diverse
users, including those with disabilities.

O Feedback: Providing responses to user actions

(e.g., error messages, confirmation dialogs).

UNDERSTAND
YOUR USERS

You need to
understand who
your users are, and
what market fit your
product has.

KNOW HOW
YOU SOLVE THE
PROBLEM

You need to
understand how
your product actually
solves those key
problems

HAVE A CLEAR
VISION

You need to know

where you are going,

having a clear vision
helps you work on
what's the most
valuable
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CONTINIOUS
FEEDBACK AND
ITERATION

You need to have
constant feedback
through data and
customer interaction
to continuiously
itterate and improve
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User Research: Understanding the User

L)

User research methods (interviews, surveys,
observations) provide insights into user needs
and behaviors.

Conducting wuser interviews to understand
motivations.

Using surveys to collect broad data on user
preferences.

Observing user behavior in natural settings.

User Research Process Flowchart

01 Planning Phase

02 Recruitment

08 Data Collection

04 Data Analysis
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Creating User Personas

s Personas help designers keep specific user

characteristics in mind during design.

@)

Details: Show how to create a persona with
demographics, motivations, frustrations, and
needs.

Example: Display a sample persona for a

fictional user named “Tech-Savvy Tom.”

Isabel Marques Guardian
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Mapping the User Journey

X/

** A user journey map outlines the steps a user task to

achieve a goal
o ldentify user goals and obstacles they face.
o Map out each touchpoint and user action.

o Highlight pain points and areas for improvement.

View
balance
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Wireframing: The Blueprint of UX Design

X/

% Wireframes are the skeletal layouts of a digital

interface.

@)

Low-fidelity mockups focus on layout and
functionality without visuals.

Shows the placement of elements like
buttons, forms, and navigation.

Helps stakeholders visualize structure before

aesthetics.

]

Password

]

[0 Remember Forgot password?

Create account
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Popular Wireframing Tools

s Wireframingtools help designers create blueprints for digital interfaces.

** Here are three of the most commonly used tools: Figma, Sketch, and Adobe XD.

Tool Features Best For

Figma Web-based, real-time collaboration, reusable components Teams needing collaboration on

any platform

Sketch macOS exclusive, strong vector editing, large plugin macOS users seeking a powerful

library design tool

Integrates with Adobe suite, advanced animations, design Teams within the Adobe ecosystem

specs for developers
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Transitioning from Wireframe to Prototype

X/

** Prototyping is next stage after wireframing, where interactive elements are added.
% Enables testing of user flows and interactions.

% Helps designers understand potential usability issues.

Aspect Wireframe Interactive Prototype

Purpose Basic layout and structure of the Simulates user interactions and

interface functionality

Fidelity Low-fidelity, focuses on layout only High-fidelity, includes interactive

elements

Interactivity Static, no clickable elements Clickable elements, transitions, and

animations
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Types of User Testing

)
0’0

A/B Testing: Comparing two versions to see
which performs better.

Usability Testing: Observing real users as they
interact with the prototype.

Focus Groups: Gathering a group’s opinions

and insights.

Testing Methods Hierarchy

Collective insights
from groups

Observing user
interactions

Direct comparison of
two versions

A/B Testing
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Collecting and Analyzing User Feedback

Feedback Collection and Analysis Process

% How to effectively gather and interpret user
feedback ?

o Collect qualitative and quantitative data.

Initial Gathering

o Identify common pain points and areas of ST QS gg Organization
-] - - >

confusion.

(@ Analysis

|]|| Implementation
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Iterative Design Process

% UX design is an iterative process, continuously
refined based on feedback.

o Importance of multiple rounds of testing

and revision. Refine

o Faster adaptation to user needs and

improved final solution.

“~

Analyze
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Ensuring Accessibility in Design

D)

L)

)
0’0

Accessibility ensures the product is usable by

individuals with disabilities.

Overview of WCAG principles:

/
0’0

Perceivable: Users must be able to
perceive the information.

Operable: Users must be able to navigate
and interact with the site.

Understandable: Information and
operation must be easy to understand.
Robust: Content must work across current

and future technologies.

WCAG Principles Hierarchy

[pFig ]
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Operable @

Perceivable |n\|

Understandable

Robust é@)
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Inclusive Design Principles

X/

% Tips for inclusive design:
o Use diverse, non-stereotypical personas

o Provide multiple language options.

o Design for varying levels of digital literacy.

Diverse
Personas

Language Digital Literacy
Options

Capstone Project I




Final Solution Overview

The final solution integrates UX
principles into a cohesive user-friendly
design

The final solution should:

o Address all user pain points.

o Be intuitive and efficient to use.
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Balancing Functionality and Usability

D)

L)

)
0’0

D)

The

ideal solution should

functionalities while maintaining ease of use

Too

Wil

many features can clutter the experience,

e overly simplified designs may

necessary tools
Checklist:

@)

(@)

Confirm essential features are user-friendly

Maintain  simplicity  without  sacrificing
functionality
Collect feedback from user testing to adjust

balance

integrate  key

lack

Ease Over
Efficiency

Efficiency Over
Ease

198
13

&

Complex
Features

User-Friendly
Interface

Functionality-Focused Usability-Focused

Evaluating trade-offs in design focus.
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Aligning UX with Ul

0

>

>

Achieving a cohesive design by aligning UX
(how users feel) with Ul (visual elements). Both
must work together to enhance user satisfaction.
Key points:

o Use consistent color schemes and
typography to create a unified look.

o Provide clear, recognizable icons and
intuitive navigation to help users find what
they need.

o [Ensure responsiveness across devices for a

smooth experience.
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Best Practices for Final Solution

/
0’0

>

L)

Key UX best practices to ensure a user-friendly and

high-quality end product.

Key points:

o Keep designs simple and straightforward to
avoid overwhelming users.

o Prioritize user needs and preferences in every
design decision.

o Use a consistent visual language (colors, fonts,
button styles) to reinforce brand identity and
usability.

o Continuously test and refine based on user

feedback to enhance experience.

UX Best Practices Cycle

Simplify
Designs

Test and I] @ '_.;‘_7'_;_ Prioritize User

Refine UX Best “~ ) Needs

Practices

Maintain
Visual
Consistency
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Case Study: Successful UX Design Example

/
0’0

>

D)

Analyzing a successful, widely-used app to
understand its UX strategies that lead to high
user satisfaction and engagement.

Example: Breakdown of key features in a

popular app like Spotify

+» Personalization: Tailored recommendations

based on user behavior.

>

» Seamless Navigation: Intuitive layout with

clear categories for easy browsing.

>

L)

D)

» Visual Consistency: Cohesive color

schemes and typography to enhance identity.

Select Filters

GENRES

ARTISTS

TAGS

Recommended From
Library

Select Filters

GENRES

alley-oop
Dijon « Hoy You Feel Aboul TAG

R&B B3 NeMe uitte Pas (Don't Lg
& Orion Sun « Hold Space For

TAG

Chill

Soul

Pop
Rap
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Integrating User Feedback in Final Solution

Leveraging feedback from users to continuously
improve product usability, ensuring that it meets
evolving user needs.

Key points:

o Feedback Collection: Gather insights through
surveys, reviews, and direct interactions.

o Prioritizing Improvements: Focus on high-
impact feedback, addressing frequent usability
issues.

o lterative Updates: Implement changes

incrementally, testing and refining each update.

User Feedback Integration Process
(@ Feedback Collection
[| Prioritizing Improvements

[terative Updates
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Common UX Design Pitfalls to Avoid

|dentifying and mitigating common UX pitfalls that can

hinder user experience and lead to frustration.

Key points:

©)

Overcrowded Interface: Simplify by removing
unnecessary elements, focusing on core functions.
Poor Navigation Flow: Design logical pathways and
use familiar icons to help users orient themselves.
Lack of User Feedback: Provide timely visual or
auditory feedback for user actions (e.g., button clicks,
form submissions).

Inconsistent Design Elements: Maintain a consistent
style in colors, fonts, and iconography to avoid

confusion.

UX Pitfall Prioritization

N

)

Overcrowded Poor Navigation
Interface Flow

Lack of User Inconsistent
Feedback Design Elements
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Measuring UX Success

Outline key metrics and methods to assess the

effectiveness and impact of UX design.

Key points:

o User Satisfaction: Gather feedback through surveys
and usability testing to understand user satisfaction
levels.

o Engagement Metrics: Track user interactions such as
time spent, page views, and click-through rates.

o Task Success Rate: Measure how easily users can
complete key tasks without errors.

o Net Promoter Score (NPS): Gauge the likelihood of

users recommending the product to others.

Overview
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Preparing for Final Presentation

Steps to create and deliver an effective final presentation

that showcases the UX project’s outcomes.

Steps to an Effective Presentation

Key points:

o Summarize Key Insights: Highlight the project’'s main
findings and solutions in a clear, concise way.

o Showcase Visuals: Use wireframes, prototypes, and
final design screenshots to visually represent the
journey.

o Present User Feedback: Share insights from user
testing and how they influenced design decisions.

i
o Outline Next Steps: Suggest future improvements or

features based on feedback and testing results.
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