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Hi

- Product Design Student at Bezalel Academy of Arts and Design (2009 — Present)
- UX & Product Designer at Conduit (2010 — Present)
- Co-founder at PeaceTube (2012 — Present)

- Got Coffee?

Contact me:
zivtubin@gmail.com
0545-545-535

About.me/ztubin


mailto:zivtubin@gmail.com

UX

User Experience —

interaction with
the company, its services, and its products
meet the exact needs of the customer,
simplicity elegance
a joy to own, a joy to use
beyond giving customers what they say they want

(Nielsen Norman Group: http://www.useit.com/)



http://www.useit.com/

U X Experience




U X Examples from

Good UX
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U X Examples from

(2012.beercamp.com)

Good or Bad UX ?

google.com
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(www.thefancy.com)



http://internet-map.net/
http://internet-map.net/
http://www.thefancy.com/

UX oo

* There are few good approaches. Choose your preferred one.

e |If it works on Amazon, will it work for you?

e You wouldn’t know if you wouldn’t check (i.e ‘user testing’).

e Surprise!! People aren’t always rational (does scroll, don’t read...)

e Design doesn’t have to be original.

( useful
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( usable
( valuable )

{ findable ) (accessible)



Ul

User Interface —
system by which people (users) interact with a machine

Input (i.e using it)

Output indicate users' manipulation

(Wikipedia)
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Ul

Small + Medium + Large
One site for every screen.

“Stop thinking in pages. Start thinking in systems.” (http://iohnpolacek.github.com)



http://johnpolacek.github.com/

Where Do we Start?

What is my product? (service, game, e-commerce, content...)

What do | offer? (something new, a new approach, cool twist...)

Who is my target audience? (teenagers, students, parents, men, women...)
What is my competitive advantage?

What do | want them to do? (action items/ 1-2-3, sign-up, buy, share...)
Hierar

Basic scenarios (“A person walks into a bar...”)

Simulate your design through your main features



Usability Heuristics by Nietsen

: Keep users informed about what is going on, through appropriate feedback within

reasonable time.

: Speak the users' language, with words, phrases and concepts

familiar to the user. making information appear in a natural and logical order.

: Support undo and redo. Users often choose functions by mistake and will need a clear
“Exit”.
: Follow conventions. Users shouldn’t wonder if different words, situations, or actions

mean the same.

: Even better than good error messages is a careful design which prevents a problem from

occurring. Either eliminate error-prone conditions or check for them and present users with a confirmation option before

they commit to the action.



Usa bi I ity Heu riStiCS 10 thumb rules by Nielsen

Recognition rather than recall: Minimize the user's memory. Make objects, actions, and options visible.

Instructions for use of the system should be visible or easily retrievable whenever appropriate.

Flexibility and efficiency of use: Accelerators -- unseen by the novice user -- may often speed up the interaction

for the expert user such that the system can cater to both inexperienced and experienced users.

Aesthetic and minimalist design: Dialogues should not contain information which is irrelevant or rarely needed.
Every extra unit of information in a dialogue competes with the relevant units of information and diminishes their relative
visibility.

Help users recognize, diagnose, and recover from errors: Error messages should be expressed in plain

language (no codes), precisely indicate the problem, and constructively suggest a solution.

Help and documentation: Even though it is better if the system can be used without documentation, it may be

necessary to provide help and documentation.



Work flow Google

Google Search I'm Feeling Lucky

Google_co.il offered in: %2~ nay

Reasearch and Analysis

Conceptual Ul design

Detailed Ul design
Graphic design
Usability testing

Ul implementation
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User Testing

You’re not the user (can’t guess. have to check)
 Ask people to try (5-10 people)

Site Usage

e 7T, 155 visits

v 122,568 Pageviews

72,82% Bounce Rate
- 00:02:30 Avg. Time an Site

63.54% % Mew Visits

Google

1.59 PagesiVisit

Traffic Sources Overview
uucky M S=arch Engines
32,045.00 {41.53%)
B Referring Sites
20,415.00 (25, 28%)
le M firect Tratfic
Advertising Programs B Solut About Googh 13,347 son canversions 18,215.00 {21.15%)
Other
B.3TE (10.85%)
Agile development o _
9 Analysis & Design

Implementation
Initial
Planning

:'-.: Deployment

Evaluation
Testing



Basic principles

People Don't read. They scan.
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BaSiC pri nCi ples Don’t invent the wheel

* Present few choices
« Stay out of peoples way.
» Great experience is about control

Google |

Getdirections My places. a oo

United States
Hot your curren W localion? Correct i

Put your business on Google Maps

l rylantuchy @ 16m

~ Experience MapsGL &

» Taks 3D photo tours of landmarks &'

* View 30 buidings

* Fly over 45-degres asrial view imagery

« ‘Sumop quickly inta Street View, withut a plugin

MapsGL i out Beta Maps lachnology powered by
WebGL. 2nd has cerin system requirements.

Ataps Labs- setp

spagoogle com/mapsicisieseab=| R c N ——
Google Maps
Instagram



Basic principles

Mind your language and jargon
Provide context

Why Kiva?

Kiva lenders combat poverty daily by making small loans to borrowers
around the world. We believe in fair access to affordable capital for people
to improve their own lives.

Often only a relatively small amount of money stands in the way of Kiva
borrowers a

thelr dreams. Whether It's a Kenyan farmer who needs
$500 in order to double her grain production, or a young Bolivian woman

who lacks the $1,500 tuition for nursing schoal, Kiva lenders provide a
hand up to these and countless other borrowers.

Inin 1ie and maba 3 lnan e

www.Kiva.com

Son of a bitch!
Where’s My Page?

404’s

That page doesn't exist!

Other things to try:

« Search github.com:
didff ( Google Search )

Github



Basic principles

 Be simple and clear.
 Choose wisely your ‘call-to-action’
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www.dribbble.com
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Basic principles

Engagement is fun. And good for business.

.hbo.com
Flipboard R



Quick summary

Great experiences are Simple.

Be consistent.

Start from the basics. Use hierarchy.
Users come first.

They don't like to be out of control (or lost).

Questions? Use the In-ter-net



Thank You!
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