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Intro / Context

What is a UX Toolkit?

What’s in our UX Toolkit?

How do you build your own UX Toolkit?
Where can you learn more about this?
Q&A
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Some context



The challenge
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Dreams vs Reality
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Expect the Unexpected



Collaboration + Consensus



What's in this talk for you?












How did we get here?






Research

Implementation

Maintenance







Agile Waterfall



Aka “Wagile”



‘Understand Create  Deliver

Understanding ends in insight. - Creation ends in ideas. Delivery ends in reality.

<o

Empathy Define Ideate Prototype Test




Who?

Personae

Artifacts

Why? What?

Strategy Requirements

Discovery

Design + Implementation

Delivery & Support



What is a UX Toolkit?









Whatis it not?



A UX Toolkitis not...

e asuite of software tools
e acomponent library or design system
e aboxof sticky notes and sharpies



A recipe book






A playbook
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Tools & Techniques
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Challenge

Discovery

Develop

Deliver

®

Intent

Frame the opportunity in terms of business goals and
user needs.

®

Intent

Observe people in context to understand challenges
and constraints.

®

Intent

Explore possibilities making progress toward a valuable
solution.

®

Intent

Evaluate, refine, and validate the solution meets goals
and needs.

®

Intent

Implement the solution and commit to continuous

improvement.

oy

Research Objectives
e Understand the design challenge
o |dentify business goals
o Recognize user needs

2

Research Objectives

Obtain deeper understanding of user needs and
goals

Recognize constraints

Understand user and environmental context

a

Research Objectives
o Develop and test concepts
o Confirm concepts meet objectives
o Clarify what is to be created
e Resolve the challenge
o Evaluate potential solutions

ey

Research Objectives
e Build the solution efficiently and effectively
e Address new constraints and challenges
e Confirm the solution is on target

2

Research Objectives
o |dentify opportunities for improvement
e Gather customer evidence

Ly

Example Research Techniques
il Customer observations
Wl Stakeholder interviews
e Existing customer metrics
e Existing product backlogs
o Previous customer research

Resources
o Business Model Generation (Osterwlader & Pigneur)
o The Design of Everyday Things (Norman)
* The Innovator's Solution (Christensen & Raynor)
o The Innovator's Hypothesis (Schrage)
o Lean Startup (Ries)
o Lean UX (Gothelf & Seiden)
o Systematic Inventive Thinking

« Value Proposition Design (Osterwalder, Pigneur, Bernarda,
and Smith)

Lt

Example Research Techniques
Customer discovery
Customer interviews
Customer observations
Expert interviews
Journey map development
Persona development
Existing customer metrics

Resources
Design Research Ethics
Interviewing Users (Portigal)
Lean User Research (Sharon)
UX Team of One (Buley)

Lty

Example Research Techniques
Wil Concept testing
Wil Customer interviews
Wil Expertinterviews
il Usability tests
o Heuristic reviews

Resources
100 Things Every Designer Needs to Know About
People (Weinschenk)
o 101 Design Methods (Kumar)
* About Face (Cooper)
e Artand Visual Perception (Amheim)
® Content Strategy (Halvorson)

o Designing Business: Multiple Media, Multiple
Disciplines (Mok)

o Discussing Design: Improving Communication and
Collaboration through Critique (Connor & lrizarry)

o Drawing for Product Designers (Henry)
o The Elements of User Experience (Garrett)

Handrail’s UX Guide

L

Example Research Techniques
Usability tests
Concept testing
Customer observations

Customer interviews
e A/Btesting

Resources
o The Agile Manifesto
o Agile Testing: A Practical Guide for Testers and Agile
Teams (Crispin & Gregory)
* Cucumber
o Don't Make Me Think (Krug)

(http://www.handrailux.com/ux-guide.php)

Ly

Example Research Techniques
il Customer interviews
Wl Customer observations
Wil Usability tests
e Analytics

Resources
o Rocket Surgery Made Easy (Krug)
o Quantifying the User Experience (Sauro & Lewis)
* Web Analytics 2.0 (Kaushik)
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E Pages
PAGE TREE
* Search the Toolkit
¢ UX Lab: Request Service
> Getting Started
v UX Process and Methods Overview
* Planning Methods
* Research Methods
* Usability Research Methods and Tools: Overview
> Usability Testing
> Content Development
> Build
> Templates

> Resources

University of Toronto Library’s UX Toolkit

Pages / User Experience Toolkit

UX Process and Methods Overview

Created by Lisa Gayhart on Jan 18, 2018

The 5 elements of UX provide us with an structured overview of UX.
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Surface brings everything together
visually: What will the finished
product look like?

Skeleton makes structure concrete:
What components will enable people
to use the site?

Structure gives shape to scope: How
will the pieces of the site fit together
and behave?

Scope transforms strategy into
requirements: What features will the
site need to include?

Strategy is where it all begins: What
do we want to get out of the site?
What do our users want?

(https://connect.library.utoronto.ca/display/UXTOOLS/UX+Process+and+Methods+Overview)



Design Process

1. Plan your project

2. Build hypothesis

with Conceptual
design and User
research

3. Plan information
architecture

Elements involves

e The strategy Plane

e The strategy plane
e The scope plane

e The scope plane
e The
structure plane

Methods

Brain storming, group discussion can be used to generate ideas for your project. What is your project
? Why do people need it? The following methods can also be handy:

UX Questionnaire

UX Project Plan
Listening Tour
Opportunity Workshop
Project Brief

Strategy Workshop

Conceptual design, what concept can be similar to the design of the application in real life? what
is the high level description of your application.

Journey map will be used in early user research. It can be used to generate users' information
behavior, habits etc. User research in this stage focus on the context of the application.

Value proposition, what value can your application provide to the user and our society?

Other methods include:
Learn Plan
Guerilla User Research
Proto-personas
Heuristic Markup
Comparative Assessment

Functional and non-functional requirement, is list of high level system requirement that are
developed to define the features of the application. UX designer use this list to communicate with
programmers and define the scope of the application. Functional features can be features such
as : enable user to search for the content by keywords, record user's input. Non-functional
requirement can be : creating a pleasant navigation experience, the color tone of the application
should be positive and bright.

University of Toronto Library’s UX Toolkit

(https://connect.library.utoronto.ca/display/UXTOOLS/UX+Process+and+Methods+Overview)

Resources

e Journey
Mapping

e Persona
e Scenario
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UX Project Checklist

Competitive Analysis

See how others solve similar problems and try to not
reinvent the wheel. Read more

User stories .

Have you done personas yet? If not DO IT NOW. Ok, now
use them to write down user stories and scenarios.
Read more

Brainstorm & sketch .

Find a war room, fill it with markers and drinks, get
together and sketch, discuss, vote, disrupt, have fun!
Read more

IA .

Understand your users, your data structure and your
channels. How can you organise your navigation and
content in a clear and consistent way? Read more

Data analysis
= we DOYou have all the useful data you need? Try to have a

look at funnels, clicks, page views, performances...
Read more

User flows
"‘- Create your user's flow based on the scenarios you

created, you can use it later to review the journey and
create wireframes on top of each step. Read more

Wireframe

Add some details and structure to your ideas, reuse
patterns and create pages on top of your user flows so
you'll not leave anything behind. Read more

Language

Follow your brand personality, keep in mind users' culture
and language, the context of your product and make sure
they understand you. Read more

UX Project Checklist
(http://uxchecklist.github.io)

(XN (X R (Donate.)

User feedback .

Always speak with Customer Care team! Don't have one?
Check your old surveys or videos, what your customer
says? What do they actually do? Read more

Red routes .

Define red routes for your product and you'll be able to
identify, prioritise and eliminate any usability obstacles on
key user journeys. Read more

Prototype .

You can start creating paper prototypes and continuously
iterate to more functional ones. Use sketches, HTML
pages or static images, then just get some people and test.
Read more

Accessibility .

You don't need to add extra functionality or to duplicate
any content. The key is simply to assess the requirements
of those with different skills and limited devices.

Read more



What's in our UX Toolkit?



UX Activities for the Discovery Phase

Stakeholder interviews
User interviews
Surveys

Guerilla research
Comparative analysis
Analytics analysis
Clickmaps and scrollmaps
Content audits

User Types

Persona scenarios
Journey mapping

User story mapping
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UX Activities for the Discovery Phase

Stakeholder interviews
User interviews
Surveys

Guerilla research
Comparative analysis
Analytics analysis
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Persona scenarios
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User story mapping



UX Activities for the Design Phase

Content mapping

Card sorting (open or closed)

Tree testing

Sketching workshops

Wireframing

Low-fi prototyping

Moodboarding

Style Tiles

Responsive HTML (aka High-Fi) prototyping
Usability testing
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UX Activities for the Design Phase

Content mapping

Card sorting (open or closed)

Tree testing

Sketching workshops

Wireframing

Low-fi prototyping

Moodboarding

Style Tiles

Responsive HTML (aka High-Fi) prototyping
Usability testing



UX Activities for the Implementation Phase

Accessibility testing (manual + automated)
Usability testing (moderated + unmoderated)
User feedback testing (moderated + unmoderated)
A/B testing
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UX Activities for the Implementation Phase

Accessibility testing (manual + automated)

Usability testing (moderated + unmoderated)

User feedback testing (moderated + unmoderated)
A/B testing






How to roll your own



Start with what you know



Do your homework



Learn and grow as you go



Every challenge is an
opportunity



Document everything



Don’t be afraid to hack



Where to learn more



77\ Jon Lax [ Follow |
It's a daily operation
\ / Jul 25,2016 - 14 min read

Great Products Don't Happen By Accident
Using playbooks for designing and building products

These are the slides and speaker notes from a presentation I gave on July 21, 2016

at the Design & Content Conference in Vancouver, B.C..

How do you

do what you do?

https://medium.com/great-products-dont-happen-by-accident/great-products-dont-happen-by-accident-f46323d8ad94



Creating a UX Design Library

gust 2010 by Nat ti eight

ur

Version 1

What is the library?

In this case, a design library refers to a collection made up of

a combination of patterns, components, page types, grids,
typography, editorial guidelines, color, and code. However, a library
may reach more broadly to include rules, guidelines, and toolkits to
improve how teams build experiences

What gets built by who?
W required [ Recommended

&

Photos

"photos-carousel”
“carousel thin-carousel"
<div "nav"></div>
div “height: 220p!
"body">

<a “cursor: defa

Who leads the effort?

() A dedicated librarian serves as a
leader, coordinator, evangelist, and
teacher of the library’s activities
during the build process as well as
when the library is adapted over time

How does it get built?

Discover

ANALYZE

Organize

Coordinate

ASSEMBLE

Launch

How much should we (relatively) invest in each part?
I y Think [l W .

Why Invest So Much?

Why Invest More?
Witk

Why Invest More?

vay, youwin

ADOPT [KESiiitiitei]

Why Invest Far Less?

Consult

ADAPT L3

Version

http://eightshapesunify.s3.amazonaws.com/CreatingAUXDesignLibrary.Final.pdf

4 eightshapes

Chapter Reference
Small markers refer to chapter
numbers in Modular Web Design

alololal-lolkol )

Create thelibrary, integrate it into your
culture and processies), and participate
in projects to evolve it

Identify, distinguish, prioritize, and
obtain existing documentation and
design assets for each item included.

Callect items into meaningful groups,
variations, and exaples, like a "card
catalog” of your collection.

Identify, delegate, facilitate,
andreview how people write
andbuild parts of the library.

Whether simple (send out a ZIP file) or
complex (launch awiki, CMS, or other
site for the'library)

Get the word out through twitter, emals,
periodic demonstrations, training
sessions, and brown bags.

Conduct face-to-face & virtual learning
experiences to teach interested
participants how things work.

Evaluate emerging designs with design
teams, identify updates, and answer
questions abouthow things work.

Release updated versions asnew
items are discovered, organized,
documented, and built


http://eightshapesunify.s3.amazonaws.com/CreatingAUXDesignLibrary.Final.pdf

Peter Morville

Imagining Executing

Framing Narrowing Reflecting

Deciding

Play Pivot

Needs, Wants Search Feedback Truth
Vision, Beliefs Models Drivers, Levers Plans Learn Insight
Feelings, Values  Prototypes Estimates Metrics Disruption Change
Co-Goals Options Risks Commitment Spirit

https://alistapart.com/article/planning-for-everything




The how-to companion to the bestselling Don’t Make Me Think!
A Common Sense Approach to Web Usability

Steve Krug

The Do-It-Yourself Guide to Finding
and Fixing Usability Problems

PEARSON

£ A BOOK APART

Brief books for people who make websites

Erika Hall

JUST ENOUGH
RESEARCH

FOREWORD BY Jeffrey Zeldman

£ A BOOK APART

Brief books for peaple who make websites

Eric Meyer &
Sara Wachter-Boettcher

ool HR

FOREWORD BY Anil Dash







Thank You!

crispin@kalamuna.com

LinkedIn: /crispinbailey
Twitter: @cspin



Q&A



Photo credits

Waves crashing on the beach: MarkYourWaves Surf

Snowflake: Alexey Kljatov/Flickr (CC BY-NC 2.0)

Pile of money: PicturesofMoney.org

Panama Canal construction: Marine, Thos. (Thomas)

Beach vacation: Parade.com

Niagara Falls: Olivier Santerre

Calm blue ocean: SurferToday

Recipe book: Design Eat Repeat DIY Recipe Book

Football playbook: Miami University Libraries



https://www.flickr.com/photos/90136937@N04/8364525646
http://picturesofmoney.org/pile-of-american-100-dollar-bills/
https://commons.wikimedia.org/w/index.php?curid=16353555
https://parade.com/648956/beckyhughes/life-coach-jaime-kulaga-explains-why-you-shouldnt-feel-guilty-about-taking-a-vacation/
https://www.surfertoday.com/surfing/12374-the-anatomy-of-the-ocean-wave
https://www.designeatrepeat.com/free-printable-recipe-binder-kit/
http://muspec.tumblr.com/post/54676003599/from-the-stacks-the-cradle-of-coaches-and-sid

Connect with us!
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Kalamuna.com @kalamuna
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