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User Experience Design

Have you ever opened a new app or program and
. learned to use it quickly and easily? Being able to learn a

' new program quickly is a sign of excellent user experience,

or UX, design. UX design focuses on a user's interaction
with a product. It's the work that makes someone’s use of
software or a web page the best it can be. If a product
Is designed to be pleasant and easy to use and helps
someone achieve what they want to do effectively,

the user's experience will be better.

It's also important to hardware and any special products
that allow users to interface with hardware and software,
such as game controllers. How does a UX designer create
a product that will give a user an excellent experience?
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UX design is very important to software and websites.
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Understanding Users

UX designers need to understand technology
-+ and know what actions must be completed to use

‘ software and hardware. Even more importantly, they

need to be able to understand users. Understanding
users involves thinking about how users will relate to
the designs presented to them.

Perception, or the way a person sees or understands
something, varies from person to person. For example,
when two people see a dog, they might pay attention to
different things. One person may say, “That dog is yellow.”
Another might say, “That dog has a long tail.” It's easy to
understand that people see the same things in different
ways. A program that may seem easy to one person may
seem difficult to another. A good UX designer makes a
product that's accessible to any user. Getting inside a
user's head is not an easy task.
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Ease of Use

UX designers need to create software designs that are
easy to use. To do that, UX designers need to know what users
want to achieve with the software. Designers need to think
about what users will see as an acceptable amount of work to
reach their goal. They need to make sure that users believe the
software will help them reach their goal.

UX designers need to do research with users. Designers
must ask questions about what goals the users have. Designers
observe the actions that users do to complete their tasks and
ask them why they choose to use those actions. Understanding
more about users helps UX designers make software that's
easy to use and helps users achieve a goal as efficiently
as possible.

Breaking the (Code

While both UX and user interface (Ul) designers work on creating
easy-to-use applications, they each bring a different viewpoint to the

creative process. UX designers collect data from and about users.
Ul designers focus on the elements that the users see as they use
the software to accomplish what they want to do. These elements
include the font that is used, the color scheme, and familiar icons.
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Measuring Effectiveness

When UX designers have users test programs,
. not all users complete the task they're supposed to do

' onthe software. When measuring the program’s efficiency,

it's important to include the users who don't complete
the task. These users are an important part of determining
the completion rate.

finish a task. Completion rate is calculated by dividing the
number of users who finished the task by the total number
of users and then multiplying that number by 100.

If users don't complete a task, it shows that
the program isn't as easy to use as it should be. The
completion rate helps UX designers determine the
effectiveness of a program. Counting the number of errors
users make when using the program is another way to
measure its effectiveness.
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Completion rate refers to the percentage of users that
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Measuring Pleasantness

A program’s pleasantness can't be measured
. by asking just one question or collecting data on the

‘ completion rate. To determine a program’s pleasantness,

UX designers must ask users if they feel that the program
Is trustworthy. They might also ask how likely a user would
be to reuse the program. They're also interested if users
found the program attractive to look at.

The SUPR-Q is a survey that was designed to
measure how users perceive programs. The SUPR-Q uses
several questions to measure pleasantness and usability.

It can be difficult to measure pleasantness.

If users must stop and think about the program, it's
probably something unpleasant that has caught their
attention. Anything unpleasant makes the experience less

enjoyable for users.
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Sometimes it's easier to measure the lack of dissatisfaction.
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UX in the Design Process

[11

1

How does UX fit into the overall process of designing

programs? There are three ways of describing how UX
fits into creating software: UX is Ul, UX is a job, and UX

IS & process.

Ul is short for user interface, or the means by which

a user and computer interact. UX can be seen as Ul

because elements of UX design are used whenever a user

interface is created. Everyone who works on a project plans

relationships between the product and the user. In this

way, UX is a way of thinking about how to develop the best
relationships between user and computer.

The second way of viewing UX is to think of it as a

job. This view says a UX designer is a person who designs

for the effectiveness of a program or website.
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The third way of looking at UX is to view it as a process.

Paul Hershey is a UX professional who created a five-step
UX process.

' The steps are:

| . Preplanning

. Exploration

. Design

. Quality

. Feedback

Step one is to learn about the users and their task.
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Step two is to figure out the requirements for the software,
considering the user, the company goals, and the market. This
step can involve sketching, considering information design, and
creating prototypes. Step three is to do mock-ups and get
feedback from users. Step four is to check for efficiency and
errors made when using the software. This step may include
beta testing. Step five is to collect feedback on the software
after its release to see how it's working in the real world.
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UX Careers

A UX designer’s job is very important to the whole
design of a new software product. Their job is to focus the
entire design team on creating an easy-to-use, effective, and
pleasant product. UX designers must be able to make the
design requirements clear to the developers who will create the
final product. Even more importantly, UX designers need to be
able to understand a user’s point of view. They need to clearly
understand how the product will be used, the skill level of the
typical user, and what users might like to see in a product.

To be successful, UX designers need to be curious
about people. They need to ask questions about why people
do things and the way they do them. UX designers need

to be empathetic, which means being sensitive to other
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UX designers must have strong communication skills.

They need to interact with people on many different

levels using many different forms of media. Communication

takes place in person and online through chats, e-mail,
and text messages. In addition to interacting with users,

UX designers interact with project managers, software
developers, and other designers, particularly

Ul designers. While UX designers usually do not have
to be programmers, they must understand how
programmers work.

UX designers have many skills that help them work
with the many people on design teams. UX designers
most often enter jobs with experience working on software
projects. They may have worked as researchers, visual
designers, software testers, or in almost any job in which
they helped create software. They need to have some
understanding of the software creation process. That will
help them communicate better with their team.
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No Easy Task

UX design isn't easy! When trying to create a pleasant
1 program, it's important to remember that what may please one

person may displease another. What pleases a certain user at

first may displease them in the future. In this way, UX designers S=RE=RE

must be careful when designing programs for pleasantness.

Ease of use and effectiveness are design concerns that may CEE

be easier to achieve. N
Although some programs may be pleasant

and effective at first, over time they can o

become unpopular. In the technological
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world, where things change very quickly,

designs can become out of date unless
changes are made often. People can lose
interest in even the best programs if
they're outdated. UX designers
must be willing to put in a lot of
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work to keep their programs

DND1T00A O
¥

fresh and appealing to use.
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Glossary

accessible: Easy to use or understand.

efficient: Done in the quickest, best way possible. r o

|

feedback: Information about reactions to a product or the
performance of a task, used as a basis for improvement.

font: The style of lettering or characters.

hardware: The physical parts of a computer system, such
as wires, hard dnves, keyboards, and monitors.

interface: To interact or connect with something.
mock-up: A model used for experimenting.

prototype: A first model of something from which other
models will be developed.

relate: To connect with something.

software: Programs that run on computers and perform
certain functions.

technology: A method that uses science to solve problems
and the tools used to solve those problems.

unique: One of a kind.
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Book IndeXx

What Is User Experience Design?

What |s User Experience Design”? Patricia Harris. Spotlight on Kids
Can Code New York, NY: PowerKids Press, 2018. 24 pp.

This book introduces readers to User Experience (UX) design
and careers in the field as well as how UX design extends to
hardware development.
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