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Notendamidud hdénnun

User Centered Design
(UCD)
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 Innleidingin snyst um kultur — ekki reglur

« Hver starfsmadur parf ad tileinka sér pa adferdarfreedi
sem gagnast honum best

« Hver deild parf ao fa frelsi til ad uppgotva moguleikana
sem notendamioud honnun bydur upp a

« Hvert verkefni er olikt - Pad gengur ekki ad nota alltaf
s6mu tolin eda aodferdirnar



‘What is UCD?

“UCD is a design philosophy that focuses on

user needs, behaviors and goals during all
phases of the project”.

“ UCD is an approach to design consisting of
a wealthy toolbox of disciplines and methods”.
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-UX Tools & Techniques

« Stakeholder Interviews

* Requirements Workshops
* Guerilla Usability Testing
* Lab Usability Testing

« Remote Usability Testing

« Competitor Benchmarking
« Contextual Research

« Analytics

 Surveys

 Expert Reviews

Ideation Workshops

Task Models

Customer Experience Maps
Personas

User Journeys

Information Architecture
Sketching

Wireframes

Paper Prototypes
Prototypes
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_UX Tools & Techhiques

Lab Usability Testing

Task Models
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Information Architecture
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Lab Usability Testing

Involving end users in the design process to
understand their needs, find out how they do
things and see if they can use your products
in a controlled environment
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Task Models

Descriptions of the activities users
perform in order to reach their goals
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Goal: To expand my gameplay options in EVE

Idea

Activate
training

“I want to train skills on
& 2™ Character”

SOCIAL ASPECT

Flayers needto have an easy
way to share with others the
location of the feature in Chat.
Having a directlink that other
players can click on to openit up
would be best.

Initial investigation Detailed Action
investigation

genefits

chﬂfac‘e( Duration
Unlock
training
Price skills

Payment “I want to train skills
methods i ona 2™ Character”

(Y

POTENTIAL HURDLES

Currently there is no easy way to getinformation
about another character in your accountonce you
have loggedinto a specific character. This needs

to be taken into account when we decide if we
allow any access tothis feature when loggedinto
your PRIMARY account..




User Journeys

ldentify how users flow through
your product. Design the structure
of your product to ensure users can

flow through it efficiently
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Goal: To unlock training on 2nd character when logged in as Secondary

In-Game Pop-up

Inventory

Caonfirm
In Client

Character Sheet

Useralready has PLEX
In his local inventory

Browser window

Caonfirm
Out of Client




Goal: To unlock training on 2" character when logged in as Primary

Inventory In-Game Fop-up

Confirm

o et Goal: To unlock training on 2™ character on Character Selection

Gharacter Selsction Screen Browssr window

oty Confirm
._.-_ - ottt Goal: To unlock training on 2m character in Account Management

Account Management
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Confirm
outof Clent oy et Contim

confiom
In Cieat

Usor already has PLEX
inhis o




Information Architecture

The process of organizing
Information to make its retrieval as
simple as possible
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Paper Prototypes

Prototype something on paper and
have users interact with it with a
facilitator
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Prototypes

Mocking up ideas quickly in an
Interactive form that brings them to
life to elicit feedback
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Stofnid hop innan fyrirteekisins par sem 6llum er velkomid ad vera med sem hafa
ahuga a UCD (Community of practice)

Kynnid pau tol og teeki sem i bodi eru og hvet;jid til pess ad folk profi sig afram
Gefid starfsfolki rymi til ad dkveda sjalft hvad virkar og hvad ekki

Ekki reyna ad gera allt i upphafi, gott ad préfa bara 1 tol fyrst

Byrja smatt og ekki bdast vid maelanlegum arangri strax

Notendamidud hénnun er ekki eingéngu notheef til ad finna réttu lausnina, hun
getur lika verid gagnleg til ad sja fljott hvad sé ekki ad virka
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