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m Open-design sessions.

Concept Sheet
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Open-design sessions are
an informal invitation for
everyone — from product
manager to senior
technologist — to brainstorm
and sketch. No ideas are
rejected. The goal is to
leverage all the minds in
the room to bring different

FIGURE 7. Concept sheet

ideas to a problem.
Surprising and inventive

solutions often come from
people who aren’t UX professionals. Your role in the open-design session
is to be the facilitator, walking around, piping in with feedback or extra
ideas when somebody seems stuck and asking enough questions when
people present their ideas for them to be tangible and real enough for
you to develop further.

Template-based workshops. When you’re working with a group of
people who aren’t experienced with freeform brainstorming, you can
run a template-based workshop with basically the same structure and in
the same amount of time
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The design the box

template (Figure 8) asks

participants to design the
external packaging as if
your entire product offering
were to ship in a box. It’s a

FIGURE 9. Experience

valuable exercise for
articulating the basic

as an open-design session.
Simply come armed with

“aboutness” of what you
are designing — what it is, how you’d promote, what makes it special.
This exercise helps everyone on the team think about what would
inspire a buyer to pick it up off the shelf (which is in effect what they’re
doing when they visit your site or try out your software).

The design the experience template (Figure 9) is a language-oriented
approach to describing the user experience that you’d like for your
product. It asks participants to list nouns, verbs and adjectives for the
experience, which then map nicely to objects, functionality and less
tangible experiential qualities that would form the basis of the experience
strategy and perhaps connect to brand strategy.

Picking the Best Ideas

Once you’ve done all this brainstorming, and you’ve enlisted the help of
the rest of your team, how do you identify which ideas best address the
problem at hand? The key is to anchor yourself to a handful of specific,
meaningful objectives that this product or release should accomplish and
then to constantly gauge your progress against them. At Adaptive Path, we
call this anchor having a star to sail your ship by. As you make your way
across what can sometimes feel like a vast ocean, you constantly realign
your little ship to that star.

Business requirements have for many years been the star for projects that

templates that give a little
shape and guidance to
how to think about the
problem. Here are three
templates that I’ve used
to good effect.

The concept sheet
(Figure 7) is the most
freeform template. It
simply gives participants

FIGURE 8. Box template
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IAs work on. But organizations are beginning to appreciate that simply meeting
business requirements is not enough if the product itself is not compelling to
users, and so our goals as user experience professionals have evolved. Our
mandate now is to create products and services that create differentiated
experiences and that people can have a meaningful relationship with.

How do we do this? This is where your final and most powerful tool
comes into play: design principles. Design principles are a handful of short
statements about what the experience of using your product will be like.
They are informed by business requirements and user goals, but ultimately
design principles are something different. They are meaningful, directed,
catchy statements that are unique to the product. Most projects have about
five design principles, give or take a few.

Figure 10 illustrates examples of design principles.

You can see how these statements are more specific than general rules

of thumb like “easy to use”
and have a distinctness that
probably makes them
different from what your
competitor’s design

| Fevesl whats speaii]. ‘,"

ST T o .
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L , Different design
Mﬂkﬁ it ﬂiﬂlld’ive principles create different

experiences. Once you
articulate your design

principles, you’ll find that

FIGURE 10. Design principles many of the ideas that were

generated through
brainstorming fall away, and you’re left with a much smaller handful of
options that point the way to a focused experience.

So how do you get started? It’s easy. Sit down and draft some design
principles. It’s great if you can develop them with your stakeholders, but
even if you can’t, just do them for yourself.

Designs that are based on design principles and built upon well-explored

ideas help you craft a product with tangible benefits and a little bit of
personality for the people who use it — and they it make it easier for you to
do the job with confidence and conviction. Whether you call yourself an IA
or a designer or something else entirely, such mastery ultimately is what it’s
all about.
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Anything from the Grove International (nhttp://www.grove.com/), especially including the
following:

Sibbet, D. (1993). Fundamentals of graphic language. San Francisco, CA: Grove
Consultants International.

Sibbet, D. (2006). Graphic facilitation: Transforming group process with the power of
visual listening. San Francisco, CA: Grove Consultants International.

Grove public workshops. Calendar retrieved June 9, 2008, from
Www.grove.com/site/wkshp_calendar.html

Buxton, B. (2007). Sketching user experiences: Getting the design right and the right
design. Redmond, WA: Microsoft Research.

Edwards, B. (1999). The new drawing on the right side of the brain. (2nd rev. ed.). New
York: Jeremy P. Tarcher/Putnam.

Hanks, K., & Belliston, L. (2006). Rapid viz: A new method for the rapid visualization of
ideas. (3rd ed.). Boston: Thomson Course Technology PTR.

Taking any class with a technical drawing component, such as interior design,
architecture or drafting. | took this class: www.unex.berkeley.edu/cat/course227 .htm

Last but not least, keep a sketchbook and force yourself to draw one sketch every day.
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[3] Morville, P. (n.d.). Search patterns. Retrieved May 28, 2008, from
www.flickr.com/photos/morville/collections/72157603785835882/.

[4] Schauer, B. Sketchboards: Discover better + faster UX solutions. Retrieved May 28,
2008, from www.adaptivepath.com/ideas/essays/archives/000863.php
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