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‘ Design is not just what it looks like and feels like. Design is how it works.’

Steve Jobs
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Introduction to digital user experience design

This book is for you if you are studying a creative visual subject that encompasses user experience (UX) design or if you have a creative background and want to gain a broad understanding of UX design as it relates to digital and hybrid environments with a user focus. It will examine some of the most used design approaches and how to harness these to create engaging solutions for a client, explore different ways of identifying and understanding the audience for your product, and help you develop the content and visual interface for your product. It will help you build upon your pre-existing skills to create innovative, engaging and exciting products that utilize screen-based digital solutions.

Don Norman, one of the first people to use the term user experience, defines UX as being ‘everything . . . and how you experience it’; it concerns the whole of a user’s journey, not just a single experience of using, for example, a website. Jakob Nielsen, a foremost expert in the field, reinforces this definition by saying that ‘UX is people’ – it is not about technology or computers, but about users and the design team who create the solutions. Nielsen identifies three constant principles in UX, which inform the key areas of this book: understand the user, test ideas and use iterative design.

Throughout the book a range of terminology is used to reference what you are creating for people to interact with: most often, this is called a product. Traditionally, when we think of products or product design we think of tangible three-dimensional objects, but the term product has developed and now also encompasses virtual objects: for example, traditional websites, augmented or virtual reality, or even voice user interfaces, in one form or another – these are all products that you, as a UX designer, might create.
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Digital design does not always take place on a screen.



The sections of the book reflect the basic UX design process:

1. Understanding

2. Research, discovery, analysis and definition

3. Development.

Part 1: ‘Methods and approaches’ unpacks and clarifies different methods for and approaches to solving design problems; helps you understand your client and what they want from you, create design briefs and develop a good working relationship with your client and other members of your team; and explores the possibilities of different platforms you can use to engage with your audience.

Part 2: ‘Knowing your audience’ explains how to identify and get to know your audience through user research, including data collection and analysis; learn how to present your findings in the most effective ways, using visuals and storytelling; use your research to deepen your understanding of your users by creating personas, user stories, journey maps and empathy maps; and undertake user testing to help you pinpoint any problems and inform further iterations of your concepts.

Part 3: ‘Refining your product’ examines considerations in designing digital interfaces across multiple devices, perhaps even going beyond the screen by incorporating voice commands or augmented or virtual reality; plan your content effectively, ensuring that it works just as well as your visual design and supports search engine optimization and other strategies for differentiating you from your competition and driving traffic to your product; and create prototypes to visualize your product and help you refine and troubleshoot your design.

UX design skills are highly transferable, and UX design approaches can be applied across a broad range of disciplines. The book contains extensive examples of work ranging from art-based to commercial projects, both large and small scale, to show you what you can achieve and to give you a good understanding of what is possible in commercial environments. Case studies of projects by practising designers give further insight. The book introduces you to the fundamentals required of a UX designer, as well as skills you need and other aspects of the design process that you should be aware of in order to work successfully with a team and manage client relationships.




‘UX is people. It’s not technology, it’s not about computers, it’s about people.’

Jakob Nielsen, usability pioneer
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