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APPROACH
Overall work process
Collaboration with the team

WORKFLOWS IN WHICH UX IS INVOLVED IN SHORTCUT

PROCESSES
1- Evaluate what we have
2- Document what we have

3 - Do specific case studies on Shortcut
4- First approach of a new feature to implement

METHODS
(Indication of the main methods used in the different process for additional information)




User experience (UX) is the
relationship between a product and
the person using it. UX design
focuses on building products that
someone can easily use and enjoy
using.

Approach

AN ELEME
o™ Nrs

e Stakeholders e Developers
o SME’s e Engineers
e Designers




Understand the
problem

Know
Organization
Objectives

UX Design Process

Research Analyze Sketch
Conduct User Analyze User Insights Create Paper
Research o Besidfiteonas representation

Of Solution
Learn about e  Affinity Mapping
Target Users & o Empathy Maps

User Problem

Prototype

Create Ul Mockups

of Solution

Overall work process

Test

Conduct User Test,
Iterate and Refine



Exploring the UX research data Overall work process

Generating initial codes

Goals. What do we want? Looking for themes
Reviewing themes
Questions Whatisour Defining themes
focus? Compiling a UX deliverable (report)

TEAM + UX

Approach Research

Priorities + time? -> story structure

Desk Research Strong points - weak points (Critique)
Growth opportunities diagram (Solutions)
Case Study + Colleagues
New flowcharts

Survey + interview + Design recommendations

observation



UX

Product strategy
User research

Information
architecture

Testing
and iteration

Empathy

Collaboration

Design thinking

Prototyping

Color theory
Typography
Design patterns

Interactivity
and animation

Collaboration with
the team

Product Management

User Research
Identifying Needs
Customer Problems
Validating Features

Ethnography

Information Architecture

Prioritization Site Maps

Business Modeling

Personas Interaction Design

Metrics Prototyping
Siorahoider it User flows /Journey Maps
Project Management Wireframes
Scope Planning User stories Responsiveness
MVPs : 7
Visual Design

Experiments
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WORKFLOWS IN
WHICH UXIS

INVOLVED IN
SHORTCUT

UX involvement in a dev sprint

Regardless of the ticket structure used,
UX work needs to be visible to the rest of
the development team to ensure that
research and design tasks are not
skipped. Participating in sprint planning
helps to keep the team aligned and
informed about what UX will do during
the sprint. This approach can help the
engineering-team and product-team
members recognize the rigor that goes
into the design and research process.
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altuit”

@ cient @ Producer Subject
Expert

D1 D2

Define Discover

Deliver Proposal, Deliver Discover
RFQ and/or SOW Audit and Product
Feature Spec

& The 5D Design Process

 UxDesign (@ Ui Design
industri
sign

D3

Design

Deliver Final Design
Spec and Test Plan

D4

Develop

Deliver Unit Tested
Product or
Application ready
for Testing

In order to improve the way the Design
Team works and collaborates. To avoid
bottlenecks, time-consuming re-work
and last-minute adjustments. As well as
to make sure that the projects stay on
track and on time. This is a problem-
focused flow based on a scalable and
repeatable framework. It helps to
optimize everyone's job and focus better
on what the user wants only, by a first
problement statement called story.



Definition of our own UX processes

The UX design process can be
PROC ESS ES divided into four key phases: user
® 206 @ research, design, testing, and

implementation. It's important to
note that UX is an iterative process.




WHAT?
Evaluate what we have.

WHY?

Optimize a process = document the flow, check real insights of the users, evaluate the real experience. If needed, to look for
solutions to relevant pain points.
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Phase 1 In depth flowchart (dynamic UML diagrams)
Synthetized flowchart
Phase 2 Empathy map (general)
User Persona (conclusions of general)
Specific Case Study (MVPs) -> Empathy map + User Persona
Notes
Mix of Experience Map
phase Pain Points + Opportunities -> Prioritize + see possible growth opportunities.
1 and 2

Opportunities diagram -> find the solution




Flowchart: sequence of tasks for evaluating the process. There is one with more information about the behavior, and
another that sticks only to the tasks.

Empathy map: visualization tool that allows to see who are the users. It also helps to organize insights in different sections,
as what the users sees, feels or says.

User persona: archetypical user whose goals and characteristics represent the needs of a larger group of users. It also
includes behavior patterns, goals, skills, attitudes, and background information, as well as the environment in which a
persona operates.

Specific case study: empathy map and user persona of a user that would have a special interest. As a Most Valuable Player.

Experience map: visualization of an entire end-to-end experience that a “generic” person goes through in order to
accomplish a goal.

Opportunities diagram: variant of swimlane diagram which highlights non-value-added (NVA) steps, separating them in
from value-added (VA) steps using two swim lanes. The proportion and type of NVA steps reveal important information
about the improvements that should be considered.




Explanation

Flowchart: https://www.casestudy.club/journal/ux-flowchart

Empathy map: https:/www.nngroup.com/articles/empathy-mapping/

User persona: https://xd.adobe.com/ideas/process/user-research/putting-personas-to-work-in-ux-design/

Specific case study:
https://www.interaction-design.org/literature/topics/ux-case-studies#:~:text=UX%20case%20studies%20are%20example
s.their%20appeal%20as%20potential%20hires.

Experience map:
https://www.nngroup.com/articles/ux-mapping-cheat-sheet/#:~:text=Definition%3A%20An%20experience%20map%20is,

a%20specific%20business%200r%20product.

Opportunities diagram: https://online.visual-paradigm.com/knowledge/six-sigma/opportunity-flowchart/



https://www.casestudy.club/journal/ux-flowchart
https://www.nngroup.com/articles/empathy-mapping/
https://xd.adobe.com/ideas/process/user-research/putting-personas-to-work-in-ux-design/
https://www.interaction-design.org/literature/topics/ux-case-studies#:~:text=UX%20case%20studies%20are%20examples,their%20appeal%20as%20potential%20hires
https://www.interaction-design.org/literature/topics/ux-case-studies#:~:text=UX%20case%20studies%20are%20examples,their%20appeal%20as%20potential%20hires
https://www.nngroup.com/articles/ux-mapping-cheat-sheet/#:~:text=Definition%3A%20An%20experience%20map%20is,a%20specific%20business%20or%20product
https://www.nngroup.com/articles/ux-mapping-cheat-sheet/#:~:text=Definition%3A%20An%20experience%20map%20is,a%20specific%20business%20or%20product
https://online.visual-paradigm.com/knowledge/six-sigma/opportunity-flowchart/

WHAT?

Document what we have + make a descriptive analysis of the interface and the flow + evaluate the emotional impact.

WHY?

Perform an analysis of specific features of the PIM, check the behavior of the user and if the emotional impact is positive or
negative.
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Phase 1.
First Analysis

Context (from help center if possible)
Intended users
Theoretical structure & design (goals_analysis)

Phase 2.
Descriptive
Analysis

First approach (questions)
Analysis of content.
Interaction (sequences of actions performed list)

Phase 3.
Emotional
Impact

Miro Diagram (Product -> Emotion -> Behavior)
Analysis with Norman's three levels of design.




Context: technical context from the help center.

If needed, the general context is important to give context to everything. Context allows us to be clear with understanding
and scoping the problem we are trying to solve as well as making sure we are communicating the right thing to the right
audience.

Intended users: the users that are intended to use Software or particular features or functions of the Software, as described
in the Specifications for such Software.

Theoretical structure & design (goals_analysis): definition of how we would like theoretically the design to be and the
general goals.

First approach (questions): questions made from the manager to answer. It is need to first do a general analysis, so the
answers can be justified.

Analysis of content: general analysis of usability, layout design, etc.

Interaction: sequences of actions performed list to evaluate the flow.



Emotional impact: as a designer, you focus on users’ needs in their interactions with your products or services. It’s logical
that the functionality you design should help them achieve their goals as efficiently and effectively as possible. But you also
have to focus on their responses, which are naturally emotional. As rational as we may like to think we are, emotions are at
the heart of how we interpret reality.

Miro Diagram (Product -> Emotion -> Behavior): evaluating the impact using the product-emotion cycle. It shows how we
make emotional connections with a product. As we develop positive attachments through the cycle when interactions with

them are appropriate.

Analysis with Norman's three levels of design: in the human mind there are numerous areas responsible for what we refer
to as emotion; collectively, these regions comprise the emotional system. Don Norman proposes the emotional system
consists of three different, yet interconnected levels, each of which influences our experience of the world in a particular
way. The three levels are visceral, behavioral, and reflective.



Explanation

Context: https://help.plytix.com/en/using-plytix

https://uxplanet.org/design-is-rooted-in-context-361aed57d9cé

Intended users:

https://www.lawinsider.com/dictionary/intended-user#:~:text=Intended%20user%20means%20the%20users.the%20Spe
cifications%20for%20such%20Software

Theoretical structure & design (goals analysis):
https://uxplanet.org/identifying-tasks-and-designing-for-user-goals-5edbf8b2f118

First approach (questions):

-your-future-product/

https://openclassrooms.com/en/courses/4556226-think-like-an-editor-content-strategy-and-ux-writing/5501791-put-the
-user-first#.~:text=UX%20design%20always%20takes%20a.,have%20taken%20for%20granted%20

Analysis of content: https://romansorin.com/blog/the-impact-of-layout-on-user-experience-a-study

https://www.interaction-design.org/literature/topics/ui-design


https://help.plytix.com/en/using-plytix
https://uxplanet.org/design-is-rooted-in-context-361aed57d9c6
https://www.lawinsider.com/dictionary/intended-user#:~:text=Intended%20user%20means%20the%20users,the%20Specifications%20for%20such%20Software
https://www.lawinsider.com/dictionary/intended-user#:~:text=Intended%20user%20means%20the%20users,the%20Specifications%20for%20such%20Software
https://uxplanet.org/identifying-tasks-and-designing-for-user-goals-5edbf8b2f118
https://ordergroup.co/blog/why-design-thinking-and-ux-first-approach-will-help-your-future-product/
https://openclassrooms.com/en/courses/4556226-think-like-an-editor-content-strategy-and-ux-writing/5501791-put-the-user-first#:~:text=UX%20design%20always%20takes%20a,have%20taken%20for%20granted%20
https://openclassrooms.com/en/courses/4556226-think-like-an-editor-content-strategy-and-ux-writing/5501791-put-the-user-first#:~:text=UX%20design%20always%20takes%20a,have%20taken%20for%20granted%20
https://romansorin.com/blog/the-impact-of-layout-on-user-experience-a-study
https://www.interaction-design.org/literature/topics/ui-design

Explanation

Interaction: https://xd.adobe.com/ideas/principles/human-computer-interaction/what-is-interaction-design/

Emotional impact: https://uxplanet.org/the-why-and-how-of-emotional-design-3a51d56b84a1l

https://www.interaction-design.org/literature/topics/emotional-design

Miro Diagram (Product -> Emotion -> Behavior):
https://medium.com/@jj.nam/the-product-emotion-cycle-and-how-i-applied-it-to-my-project-emotional-design-f2996708
b011

Analysis with Norman'’s three levels of design:
https://www.interaction-design.org/literature/article/norman-s-three-levels-of-design#:~:text=The%20three%20levels%2
Qare%20visceral%2C%20behavioral%2C%20and%20reflective



https://xd.adobe.com/ideas/principles/human-computer-interaction/what-is-interaction-design/
https://uxplanet.org/the-why-and-how-of-emotional-design-3a51d56b84a1
https://www.interaction-design.org/literature/topics/emotional-design
https://medium.com/@jj.nam/the-product-emotion-cycle-and-how-i-applied-it-to-my-project-emotional-design-f9996708b011
https://medium.com/@jj.nam/the-product-emotion-cycle-and-how-i-applied-it-to-my-project-emotional-design-f9996708b011
https://www.interaction-design.org/literature/article/norman-s-three-levels-of-design#:~:text=The%20three%20levels%20are%20visceral%2C%20behavioral%2C%20and%20reflective
https://www.interaction-design.org/literature/article/norman-s-three-levels-of-design#:~:text=The%20three%20levels%20are%20visceral%2C%20behavioral%2C%20and%20reflective

®

WHAT?
Do specific case studies on Shortcut

WHY?
To do research, evaluate the user’s perspective and perform an overall analysis.

TEXT ANALYSIS IN SHORTCUT TEXT ANALYSIS IN SHORTCUT

Confidential content of the company. Confidential content of the company.




Phase 1 Summary
Phase 2 Analysis
- General
- Of each escenario
Phase 3 Related insights in Productboard
Phase 4 Independent additional observations




Summary: preview of the analysis will talk about.

Analysis: General: analysis of how the story is expressed and the subject | Of each escenario: same analysis about each
scenario.

Related insights in Productboard: insights are patterns in the observations we make in the world. They give us an
understanding of a specific cause and effect within a specific context. They help us explain our observations.

Independent additional observations: observations related to the topic or that | might make in the analysis process of the
story.



Related insights in Productboard: https://uxplanet.org/what-are-insights-aalf2d1b3b9%c


https://uxplanet.org/what-are-insights-aa1f2d1b3b9c

WHAT?

First approach of a new feature to implement + document what the competition has + evaluate and compare their features +
propose what our main features can be.

WHY?
To understand what we want, evaluate the basic requirements we need and have a first look of what we can really do.

g ) Zainab
&Y There are critical technical impediments in the system that we need first to evaluate.

TEXT ANALYSIS IN SHORTCUT

on Name Trash Management Recycle Bin Recycling Bin

Confidential content of the company.
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Phase 1

Problem statement

Suggestion of a scenario for the problem statement
Background info

Goals

Expected outcomes

Phase 2

[Miro file]: documentation - competition

- Diagram to see layout -> 3 or 4 examples (ex. see Google/platforms/other PIMs)
- Screenshots of them

- Comparison table

Phase 3

Ideation
- Design Flow
- Creation of new scenarios

Phase 4

Wireframing (low-fi)




UX proposal: it is a written outline or plan of the upcoming UX design proposal that explains the problems and solutions of
the project and the tools and strategies to be applied.

Problem statement: an actionable summary of your user, their goals, and what you need to solve to meet those goals. It sets
the course for your project's user experience; however, it shouldn't include anything about the design elements or user
functionality you might employ to solve the problem.

Suggestion of a scenario for the problem statement: to define the scope using the story’s structure. It helps to define in less
words what the statement is and it is available in case the team would want to create a new story.

Background info: basic technical information that might be critical to know before starting the project. Also, to know what
resources we already have and if we could use them.

Goals: settle all the goals we want for our team, etc.

Expected outcomes: what we want to provide to the user.

Miro file]: documentation - competition - Diagram to see layout -> 3 or 4 examples (ex. see Google/platforms/other

PIMs): analysis of different flows, comparison of their main features on a table. + Visual references of them.



- Ideation: ideation is the third phase of the Design Thinking process, and it’s all about generating ideas. Can be superficial or
more in depth as design of the flow, general infrastructure, etc.

The creation of a new flow can also help to evaluate if there is any scenario that is missing from the story and check it again.

Wireframing (low-fi): a basic wireframe that outline blueprints for web pages or app screens. They help you communicate
your product's “big idea” rather than the specific details.



UX proposal: https://usabilitygeek.com/write-ux-proposal-how-to-guide/

Problem statement:
https://careerfoundry.com/en/blog/ux-design/problem-statement-ux/#:~:text=A%20problem%20statement%20is%20an,
employ%20t0%20solve%20the%20problem

Ideation: https://careerfoundry.com/en/blog/ux-design/what-is-ideation-in-design-thinking/

Wireframing (low-fi): a basic wireframe that outline blueprints for web pages or app screens. They help you communicate
your product's “big idea” rather than the specific details.

Ideation: https://careerfoundry.com/en/blog/ux-design/what-is-ideation-in-design-thinking/

Design Flow

Creation of new scenarios

Wireframing (low-fi): https://miro.com/templates/low-fidelity-wireframes/


https://usabilitygeek.com/write-ux-proposal-how-to-guide/
https://careerfoundry.com/en/blog/ux-design/problem-statement-ux/#:~:text=A%20problem%20statement%20is%20an,employ%20to%20solve%20the%20problem
https://careerfoundry.com/en/blog/ux-design/problem-statement-ux/#:~:text=A%20problem%20statement%20is%20an,employ%20to%20solve%20the%20problem
https://careerfoundry.com/en/blog/ux-design/what-is-ideation-in-design-thinking/
https://miro.com/templates/low-fidelity-wireframes/

Methods

Indication of the methods used

Thereis a long list of methods
employed by UX. But at its center is
the user and how they think,
behave—their needs and
motivations.

Typically, this is done through
observation techniques, task
analysis, and other feedback
methodologies.




Research

User Research Methods
Behavioral
(what people do)
A
Eye Tracking
Tree Testing A/B Testing
o, Analytics
R . < Fiola 2 3 =
Qualitative < ki » Quantitative
(why/vow) — (How much] How Many)
Five Second Test
Diary Studies
Focus Group Surveys
« Card
User Interviews | sorting
v
Attitudinal
(what People say)




Analysis

Structural Diagrams

ettt ettt N
State Machine [ e = '
Interaction Diagram |
Diagram I "

\

Sequence Diagram :
Diagram
Interaction Overview s




Analysis

TEXT ANALYSIS

Confidential content of the company.

TEXT ANALYSIS IN SHORTCUT
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Analysis

EMPATHY MAP Example (Buyin§) &) ©@
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Monica is looking for better food options that match her busy life.
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Analysis

Self-fulfillment
PRODUCT wclisnges theviay. EMOTIONS seecthe Way BEHAVIOUR reeds
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related experience!




High
Motivation

motivation

Low
Motivation

triggers \\‘\

Career Adaptability

Adaptabilities Negative Feelings
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www.BehaviorModel.org ® 2007 BJ Fogd

Hard to Do

ability Easy to Do

Analysis

The plan that has already been chosen needs to trigger a positive feeling, but the possibilities of
expansion need to trigger curiosity. In the actual display the “Free Plan” has a montgolfier icon
and the “Pro Plan” has a rocket icon. Free is written in minuscules but the first letter. Yet pro is
written in capital letters. Free has a smaller box that is not outlined. It doesn’t have an external
shadow either, which makes it feel like it is in a layer underneath the pro plan box. And the ticks
for each feature are in gray instead of green.

All of this is overall good regarding giving more importance to the pro plan. As it provides a
more complete service. Also the pro has an action button to entice the discovery of the
expansion opportunities.

To finish | like the lower link button “Nevermind, | don't want to change my plan”. It triggers a
positive internal locus of control and improves the discovery experience. The non rational
thought can be something like “Oh, there is no compromise. | have the right to look and see for
myself with no surprises”.

And overall there are no comments about the clarity of the elements and their purpose. They
have their place. The variety, meaning, quantity and placement of them are reasonable and
useful.




Conclusions

Outcome:

Increase engagement with
the video streaming service

Answers

Opportunity:
~@ I donot know what to

Text

Solution:
Asmart Next Up queue

Experiment:
YouTube 5-second ads on ideal customer

Opportunity:
| can't remember the
name of the show my

friend me

Solution:
Ability to share shows

entioned

Solution:
Solution: Offline downl
Ability to bookmark functionalit

shows






