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Dragningar UX

. User experience, Anvandbarhet, ... vad ar vad
och varfor behodver vi?

2. Hur ska vi pa KTH ITA arbeta med UX?
3. Metoder? Tillganglighet? ...?



Dragning 1 - User experience, Anvandbarhet, ...
vad ar vad och varfér behover vi?

Efterat, ar min forhoppning att...

...ni tycker att UX kanns viktigt, roligt och nagot
vi vill implementera

Under tiden, fraga!



Anvandbarhet inom IT- varfor inte en sjalvklarhet?

Anvandbarhet géller i princip FOR ALLA produkter som
ska anvandas av manniskor

Men Anvandbarhet FORKNIPPAS | DAG med digitala
system och produkter

Design av t ex hus eller mobler kraver ingen
"anvandbarhets-specialist”...

... att efterstrava hog anvandbarhet ligger NORMALT i
arkitektens eller designerns yrkesroll.



User Experience Anvandbarhet
Anvandarvanlighet Usability

Ease of use Customer experience
Anvandarcentrerad design
Manniska-dator-interaktion (MDI)

Human Computer interaktion (HCI)
Man Machine interaktion

VAD AR VAD & VARFOR BEHOVER VI?



Utveckling Anvandbarhet IT

<€ >

Innefattar mer kvaliteter
Inkluderas tidigare i produktutvecklingen

Ingar i fler funktioner inom organisationer/ féretag



Vad - behov: -
For vem: -
Hur: har en ide’

Snickrar lange, innan den blir klar Testar nar stolen ar fardig

— \\

Nej, sitter inte bral

Anvandarvanlighet

x

% IT utveckling




Utveckling Anvandbarhet IT

<€ >

Innefattar mer kvaliteter
Inkluderas tidigare i produktutvecklingen

Ingar i fler funktioner inom organisationer/ féretag



Vad - behov: Ta reda pa! Riktlinjer Skissa

For vem: specifik anvandar-grupp
Hur: Ta reda p3! | o
Generalisera 95 | sk | M‘m
1 ‘ |
Fraga observera D ; e
' | —— Sdsed

_P_:j » \?ﬁ\ +

Syns inte, stolen behdller formspraket

Fastanordningen?
Stapelbarheten?

+
Létt att montera
Smidig

Stabil

2 ' Te S ta I ; mr:::z :: stolar med tillrckligt [angt armstod
terera
Anvandaren sitter bral o

Bygg en prototyp
Anvindbarhet e

Anvandarcentrerad design
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Vad - behov: Fran verksamheten
For vem: Alla larare pa KTH
Hur: Ta reda pa!

Skissat

E Fraga observera

N
T O O AT
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Fastanordningen?
Stapelbarheten?

Skiss 3

Ostabilt

Anvandbarhetstestat med tva anvandare!

Asa Schema Kurser Program Grupper Tjanster )

Byggt en Beta

Anvandbarhet

UTBLONNG @ Kursitvirderi

£ Mina Instaliningar Nedan finner du en ing Gver Lo i e e e, S o
besvarats i aktuell kulls, samt tillhérande kursanalyser.

g~ [av| (@~
Som lrare i en kan du steg-for-steg skapa, granska och skicka en elektronisk enkat

Kurstversiki till dina studenter. ach samiliga larare | kursomgangen kan sedan folja hur studenterna
svarar pa enkaten. Olkrefter kan du skapa en med hjalp av ett formular.
Nyhetsfiode
Mer om fRocessen for kursutvardering finner du pa pa intranatet.
Schema
D EnkEtiR
Allmant Omgang/grupp Status
Kursplan m.m. Inga aktuella ingar kunde hittas.
Kurswiki Visa ej akiuella
Omganglg Dels Status Enkat/Rapport
HT 2015 KTH 7,.¥.sl Kursenkiit Avsiutad  Enkat Visa
HT 2015 External 2016-01-14 - 2016-02-03 Enkatrapport Visa| @
Dan Borglund (3247}
Kursanalys Pagar Detafjer v

Anvandarcentrerad design




Utveckling Anvandbarhet IT

<€ >

Innefattar mer kvaliteter
Inkluderas tidigare i produktutvecklingen

Ingar i fler funktioner inom organisationer/ féretag



Upplevelse

NOER  Famale
AGE 06
TION  Los Angeles, CA
PATION  Receptionbt; $38k

Wedelalders
Hoginkomsttagare
Behov:

. Naturligt
J Material
Design, vacker form
5o kvalitet

Behov/ Nytta Anvandbart

Utifrén: anvandarens behov

Riktlinjer Skissa

Generalisera

Fraga cbserver

+

Bygg en prototyp

User experience

V/‘




KTH - vad vill vi att vara anvandare ska
uppleva?

Tillfredstallelse

Kontroll, trygghet

"Flow”
Personligt bemotande

Mening



Anvandarens hela upplevelse

Utifran: anvandarens nytta och upplevelse

Kundresa

Medeldlders
Hoginkomsttagare

Naturligt
Material

Design, vacker form

Hog kvalitet

Bygg en prototyp
-

User experience

Customer Experience




KTH - vad innebar det hos oss?

En studentresa

Antagning Mottagning

Ansdkning till Fa konto, ...
utbildning Infomote program

Registrera sig pa program

Gais/
nsoka om kurs

Informera sig
om utbildni

Fa support nar schemat kranglar...

Customer Experience?




Nyttan av tjanster och produkter
uppstar nar de anvands

 |nte nar de ar
fardigutvecklade.

e Inte nar de ar
lanserade, ...

e ...utanianvandning —
och over tid.”

1.

2.

3.

funktionen gar inte att
anvanda

funktionen ger inte
nytta.

anvandarna kanner
inte till funktionen.




Ease of use

10 Usability Heuristics for User Interface Design
by JAKOB NIELSEN on January 1, 1995

Visibility of system status
The system should always keep users informed about what is going on, through appropriate feedback

* Anvandbarhet ar mer

Match between system and the real world
The system should speak the users' language. with words, phrases and concepts familiar to the user.
rather than system-oriented terms. Follow real-world conventions, making information appear ina

é n ” Ea Se Of u Se” natural and [ogical order.

User control and freedom
Users often choose system functions by mistake and will need a clearly marked "emergency exit” to
leave the unwanted state without having to go through an extended dialogue. Support undo and redo.

Consistency and standards
Users should not have to wonder whether different words, situations, or actions mean the same thing.

M-

Error prevention
Even better than good error messages is a careful design which prevents a problem from occurring in
the first place. Either eliminate error-prone conditions or check for them and present users wi

arion option before they commit to the action.
(Read full article on preventing user errors.)

Recognition rather than recall
Minimize the user's memory load by making objects, actions, and options visible. The user should not
have to remember information from one part of the dialogue to another. Instructions for use of the
system should be visible or easily retrievable whenever appropriate.
(Read full article on recognition vs. recall in UX.)

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. Allow users to tailor frequent
actions.

Aesthetic and minimalist design
Dhalogues should not contain mformation which 1s irrelevant or rarely needed. Every extra umt of
mformation 1n a dialogue competes with the relevant units of information and dimimishes their relative
vistbility.

Help users recognize, diagnose, and recover from errors
Error messages should be expressed m plain language (no codes), precisely indicate the problem, and
constructively suggest a solution.

Help and documentation
Even though it is better if the svstem can be used without documentation, it may be necessary to
provide help and documentation. Any such information should be easy to search, focused on the user's
task, list concrete steps to be carried out, and not be too large.




SAKER ATT TA MED ER



Vart vill vi na?




Ta ett steg i taget




ETT - ha anvandaren i fokus




Kreativitet med anvandaren i fokus




TVA - forstd sammanhanget

Vem ska anvanda? Var ska anvandas? For att uppna vad?

rll | [

-> funkar for mig betyder inte att funkar for andra
-> man kan inte kopiera en design




Alla ar olika ...men inte helt olika

En person som samordnar schemaforslagen och lagger in i Kopps

Start

Gor forsta
underlag

Samlarin fran larare

ELLER

Utgar fran gammalt
underlag

Far mail fran schemaldggare
QCH

Vidarebefodrar till larare ,

kursansvariga

Diskutera
underlag

Muntligt, gemensamt
kring underlag 1
Kopps

ELLER

Skickar, delar fysiskt
PDF, Excel, utskrifter

Ligga in/
skicka Remiss Ovrigt
underlag
| Kopps Kontakta larare, Salsbokning
ELLER kursansvarig att
kontrollera schema . . i . . . .
Skickar World, Finns samordning/ projektledning/kontroll men Larare lagger in sjdlvai Kopps
excelark OCH Far mail fran schemaliggare
Samlarin och skickar OcH
ELLER till schemalaggare Start
Vidarsbefodrar till larars .
Skickar lar- och kursansvariga
timplaner
ELLER Gor forsta L Kontroll/ . .
- Laggain skicka Remiss Ovrigt

Lagger in direkt underlag underlag

Samlar in fran larare Larare kursansvarig Studierektor gor

lagger sjalv in kontroll | Kopps

ELLER underlag i Kopps ELLER

Utgar fran gammalt

underlag Administratar tittar

over samlasnmg
|:VOCH ad behdver samordnas?

Skickar sedan Kopps
underlaget till
schemalaggare

Situation: modulschema




UX innebar avvagningar

e Vad ar viktigast i just
detta sammanhang?

10 Usability Heuristics for User Interface Design
by JAKOB NIELSEN on January 1, 1995

Visibility of system status

The system should always keep users informed about what is going on, through appropriate feedback
within reasonable time.

Match between system and the real world

The system should speak the users' language, with words, phrases and concepts familiar to the user,
rather than system-oriented terms. Follow real-world conventions, making information appear ina
natural and logical order.

User control and freedom
Users often choose system functions by mistake and will need a clearly marked "emergency exit” to
leave the unwanted state without having to go through an extended dialogue. Support undo and redo.

Consistency and standards

Users should not have to wonder whether different words, situations, or actions mean the same thing.
Follow platform conventions.

Error prevention

Even better than good error messages is a careful design which prevents a problem from occurring in
the first place. Either eliminate error-prone conditions or check for them and present users with a
confirmation option before they commit to the action.

(Read full article on preventing user errors.)

Recognition rather than recall
Minimize the user's memory load by making objects, actions, and options visible. The user should not
have to remember information from one part of the dialogue to another. Instructions for use of the
system should be visible or easily retrievable whenever appropriate.
(Read full article on recognition vs. recall in UX.)

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. Allow users to tailor frequent
actions.

Aesthetic and minimalist design
Dhalogues should not contain mformation which 1s irrelevant or rarely needed. Every extra umt of

mformation 1n a dialogue competes with the relevant units of information and dimimishes their relative
vistbility.

Help users recognize, diagnose, and recover from errors

Error messages should be expressed m plain language (no codes), precisely indicate the problem, and
constructively suggest a solution.

Help and documentation
Even though it is better if the svstem can be used without documentation, it may be necessary to

provide help and documentation. Any such information should be easy to search, focused on the user's
task, list concrete steps to be carried out, and not be too large.




TRE - Utga fran Anvandarcentrerad
design

Vad - behov: Ta reda pa! Riktlinjer Skissa
For vem: specifik anvdandar-grupp
Hur: Ta reda pa!
Generalisera P
! .
Fraga observera g > i I

e e

Anvandaren sitter bra!

Bygg en prototyp

Anviandbarhet s
v~

Anvidndarcentrerad design




Var beldning

Mening

— Roligare att veta vem som ar mottagaren

— Roligare att veta vad det tillfor

Hjalp

— Bra att fa vagledning nar man gor sin design
Aterkoppling

— Roligare att veta om det man gor uppskattas av
anvandaren

Beldning

— Annu roligare att leverera ndgot som ger anviandaren
en positiv upplevelse



Efter denna forsta dragning...

... ar min férhoppning att ni tycker att UX kdanns
viktigt, roligt och nagot vi vill implementera

Fragor?

Svara garna pa mina fragor



