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Universal Methods of Design “approach”

1. Planning, scoping + defining
* What do we want to do?
2. Exploration, synthesis + design implications
* Would it work? Would it solve the problem?
3. Concept generation
« Create a prototype and try it out
4. Evaluation, refinement + production
« Build it, test it, fix it
5. Launch and monitor and iterate

e See if it works in the real world, with real users, and
perform ongoing review and iteration I

Martin and Hanington. 2012. Universal Methods of Design. Rockport: Gloucester
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Universal Methods of Design “approach”

1. Planning, scoping + defining 1. What is wanted / needed?
* What do we want to do?

2. Exploration, synthesis + design implications 2. Analysis
* Would it work? Would it solve the problem?

3. Concept generation 3. Design
« Create a prototype and try it out
4. Evaluation, refinement + production 4. Prototyping
 Buildit, test it, fix it
5. Launch and monitor and iterate 5. Implement and deploy

e See if it works in the real world, with real users, and
perform ongoing review and iteration

Martin and Hanington. 2012. Universal Methods of Design. Rockport: Gloucester



Overview of a design process

What is wanted ‘ Analysis . Implement
or needed? and deploy

N\

Prototype



Methods in the process
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A/B Testing

Use A/B testing to compare two versions of the same design to see
which one performs statistically better against a predetermined goal.

AJB testing is an optimization technique that aliows you 1o compare two different versions of a
design to see which one gets you dioser 1o a business cbjective? The tests are run by randomly
assigning different people down two paths-the “A” test and the “B” test-until a statistically relevant
samphe size 15 reached, At the end of the test you wil be able to deterrnine which design gets you
claser 10 your goals.

Take, for Instance, the challenge of Increasing the number of peaple who sign up for a free trial of
your aniine service. There could be many explanations why peaple aren't registening: s the sign-up
form too long? Are people worried about their privacy and what you wil do with their data? Do
nhey wanl to know about pricing information belore they register? You can find out the answer Lo
each of these questions by making small modifications to the intertace, and then run an A/B test to
see which version prompts more peopie to register. for instance, given the scenario above. you can
deskgn and run several tests that compare:

« different treatments of the page microcopy-the test that guides and reassures the user—
regarding the terms of the service (tone, length, font size),

+ the form elements (how many, layout, which are required); and
+ different treatments of the button or call to action (page placement, size, color, labelng).

Even though there is a banefit to being able to measure which design generates better results, A'B
testing won't help you understand why the design was preferred over the aiternate. A/B testing Is not
a replacement for qualtatve methods that can assess your custome s’ desires, athtudes, and needs,
nor can it uncover larger problems like whether custorners feel that they can trust your site or that
1t is credibie.” To that end, A/B testing should alays supplement qualitative methods that help you

Qain a deeper ut of what really your customers and what they really want.
Bebawioral Quantitative t £ b
Attitoding Qualitativ Adapted Ge . rvatic
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1 A/ tosts are adapted from ths ciassc
direct mal pracice n which two deffrant
versions of the same makng are sent out o
Qitferent people 1N OrOer 10 56 WiNCh 0ne
gets the better respanse rates.

2 Nistson, Jakob: "Putting A/ Testrg In s
Flace” 2005 wwwised com

3 Kanavi Ron, Randal M Henne, and Dan
Sommertisid “Practical Gude to Controded
Experments on the Wekx Listen 3o Your
Qustomer Not 30 the HPPO.* Aroceedings of
the Bt ACM SIGKD0, 2007,

In Contextual Design?, affinity
diagramming sessions are
scheduled after contextual inquiry
interviews. Instead of putting the
notes in predefined or known
categories, the methodology

uses a "bottom-up” process for
building affinity diagrams. Affinity
notes are placed on a wall that Is
covered in paper large enough

to accommodate hundreds (and

sometimes thousands) of sticky
notes. When planning for a
session, InC a metric

of 100 notes =

text u

1 person day.

show me what |
have to do

While usability tests are conducted
at Citrix, team members in an
observation room simultaneously
construct an affinity diagram (left)
e detected during
ession. Each color sticky

of issues that ai
the te
note represents a different

participant. and over multiple tests
recurring issues are revealed. The
Issues with the most sticky notes are

the first to get re and retested.

................................. Green notes describe
an overarching area
of concern within the
work practice.

................................ Pink notes describe
specific issues within
an area of concern.

++ Biue notes describe
aspects of an issue
revealed by clusters
of yeliow notes.

U2 221 prints calendar
several times a day
and hangs them next
to her computer

U3 302 likes the
prioritization format in
her day planner

US 518 makes a report U7 743 transfers
for group with day's meetings from email
hot tasks every day to wall calendar

U3 351 likes

U138 checks things off getting an email with

her to-do fist as she tasks rather than a
finishes them phone call 5o she can
print it

*+ Yellow notes represent
a single observation,
insight, concern, or
requirement firmiy
rooted in research
data. These are the
buiding biocks of the
affinity diagram

US 523 has his
email set 50 only
urgent mail is
automatically opened

U112 keaps her inbox
behind her so she
won't be interrupted

See also Contextual Design « KJ Technique « Content Analysis
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Martin and Hanington. 2012. Universal Methods of Design. Rockport: Gloucester
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01 A/B Testing

Use A/B testing to compare two versions of the same design to see
which one performs statistically better against a predetermined goal!

AJB testing is an optimization technique that aliows you 1o compare two different versions of a
design to see which one gats you doser 10 a business cbjective The tests are run by randomly
assigning different peaple down two paths-the “A” test and the 8" test-until a statisticaly relevant
samphe size 15 reached, At the end of the test you wil be able to deterrnine which design gets you
claser 10 your goals

Take, for Instance, the challenge of Increasing the number of peaple who sign up for a free trial of
your aniine service. There could be many why peaple aren't reg: 0 15 the sign-up
form toe long? Are people warried about ther privacy and what you wil do with ther data? Do
hey wanl to know about pricing information before they register? You can ind out the answer Lo
each of these questions by making small modifications to the intertace, and then run an A/B test to
see which version prompts more people to register. for instance, given the scenario above. you can
deskgn and run several tests that compare:

+ different of the the text that guides and reassures the user—
regarding the terms of the service (tone, length, font size),

+ the form elements (how many, layout, which are required); and
+ different treatments of the button or call to action (page placement, size, color, labelng).

Even though there is a banefit to being able t which cesig better results, A'B
testing wor't help you understand why the dasign was preferred over the aiternate. A/B testing Is not
a replacement for qualtatwe methods that can assess your customers’ desres, thtudes, and needs,
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1t is credibie’ To that end, A/B testing should always supplement qualitative methods that help you
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