User Experience Design (UX)

The overall experience of the user when interacting with
a website, app, kiosk, or any other interactive design
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Humans Like Interaction
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Bucknell is under the sea.

Customize this Homepage

LEARMING AT BUCKMILL

+ In the top line, what does the round icon between The Everything Directory and the search box symbolize?
What will you get if you click it?

+ Also on that top line, what will you get when clicking Start Exploring?
« In the left margin, what will you get if you click one of the dates?

« What information is on the other side of the link “Bucknell is under the sea” within the big photo? (Did you
recognize this as a link and not just a caption?) Would you click this if you were considering applying to this
university?



Everybody complained about the navigation; they all wanted to see more categories.

Deep hierarchy and vague categories.

Hidden navigation.
Reliance on search as primary navigation.
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CHOOSE YOUR STARTING POINT

I'm interested in attending Bucknell

I'm a current Bucknell student

I'm faculty or staff

I'm a proud alum

I'm family of a current or prospective student

I'm interested in giving

I'm planning to visit Bucknell

Breaking Web Design Conventions = Breaking the User Experience

http://www.nngroup.com/articles/breaking-web-conventions/



« None of the users noticed or interacted with the Recently viewed pages tool. This tool is represented
by the clock icon in the global navigation. The icon didn’t harm or get in the way of any of the users’
experience, but it didn't enhance it either. Users likely were not drawn to click the icon, because the image
of a clock isn’t familiar on websites, it doesn’t look actionable, and there is no label indicating its purpose.
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Designing the product Designing the experience



super ideal

THE "UX

DESIGN PROCESS
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CLIENT & INDUSTRY

RESEARC

WHAT IS THERR... |

BRAND
PERSONALITY?
cuLTu </\
i

EPUTAT\DN)
AN

'WHAT PROBLEMS
DO’ THEY SOLVE

INFORMATION
ARCHITECTURE

INVENTORY ALL EXISTING
CONTENT.

EXECUTE A CONTENT AUDIT.
Analyze all existing content with
your user research as a guide

WHAT CAN BE WHAT PARTS OF
REMOVED OR i THE SITE WORK
CONSDLIDATEW H

N
DO WE NEED
TO CREATE ANY
NEW CONTENT?

DESIGN NEW SITE ARCHITECTURE.

TEST THE ARCHITECTURE
with users using card sorting
techniques or interactive prototypes.

ITERATE

based on user feedback.

5
VISUAL DESIGN

COLLABORATE WITH
VISUAL DESIGNERS.

They have a good eye for beauty and
functionality that can only help the user.

SHARE THE VISUAL DESIGN
with users as early as possible to get
feedback on any assumptions made

and general opinions.

BROUGHT TO YOU BY:
G) CENTERLINE DIGITAL
centerline.net

WHAT IS TH
LATEST NEWS
INTHEIR

N

> RUN USABILITY TESTS
WHO ARE THEIR
COMPETITORS?

USER RESEARCH
iiu

WHO ARE THE CLIENT'S PRIMARY
TARGET AUDIENCES?

wm ARETHER... [ -(NEEW
PREFERRED DESIBN ) ™,

GNIERALHOM STVLW> WEB
PATTERNS? BEHAVIORS?

PERSONALITY
S

on the current site or app based
on existing pain points.

DEVELOP PERSONAS

based on research & testing.

DEVELOP USER JOURNEY MAPS
to identify ideal scenarios
for completing critical tasks.

4

PAGE TEMPLATE
DESIGN (WIREFRAMING)

COLLABORATE WITH
CONTENT STRATEGISTS

to determine what content should be
available on each page.

DESIGN THE CONTENT
STRUCTURE, LAYOUT &
INTERACTION PATTERNS

for each page type within the site
architecture.

TEST DESIGNS
by sharing prototypes with users
and asking for feedback on any
assumptions you've made

SHARE & EXPLAIN DESIGNS
early and often with the entire team, so
they understand every layout or

interaction pattern decision that's made

6

SITE ANALYTICS &
USABILITY TESTING

WORK CLOSELY WITH
YOUR ANALYTICS TEAM

to help them understand which areas
of the experience you'll need the richest

analytic information about.

RUN USABILITY TESTS

based on any revelations from site
analytics over time, previous design
assumphuns or user complaints.
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Avoid Confusing Navigation

KINDLY RESPOND BEFORE
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WILL ATTEND WILL NOT ATTEND

PLEASE INDICATE EACH GUEST'S ENTREE SELECTION:

v - X

CHICKEN — BEEF _KIDS




