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UX & UI
A crash course overview





What is the difference 
between UX & UI?





Part marketer, part designer, part project manager



User Experience
Strategy and Content: 
 • Competitor Analysis 
 • Customer Analysis 
 • Product Structure/Strategy 
 • Content Development 

Wireframing and Prototyping: 
 • Wireframing 
 • Prototyping 
 • Testing/Iteration 
 • Development Planning 

Execution and Analytics 
 • Coordination with UI Designer(s) 
 • Coordination with Developer(s) 
 • Tracking Goals and Integration 
 • Analysis and Iteration



User Experience

 • User Experience Design is the process of development and improvement 
of quality interaction between a user and all facets of a company. 

 • User Experience Design is responsible for being hands on with the 
process of research, testing, development, content, and prototyping to 
test for quality results. 

 • User Experience Design is in theory a non-digital (cognitive science) 
practice, but used and defined predominantly by digital industries. 

https://careerfoundry.com/en/blog/ux-design/the-difference-
between-ux-and-ui-design-a-laymans-guide/



User Experience

https://www.nngroup.com/articles/definition-user-experience/ 

https://www.nngroup.com/articles/definition-user-experience/


Transference of a product’s development, research, content and layout 
into an attractive, guiding and responsive experience for users



User Interface

Look and Feel: 
 • Customer Analysis 
 • Design Research 
 • Branding and Graphic Development 
 • User Guides/Storyline 

Responsiveness and Interactivity: 
 • UI Prototyping 
 • Interactivity and Animation 
 • Adaptation to All Device Screen Sizes 
 • Implementation with Developer



User Interface

 • User Interface Design is responsible for the transference of a brand’s 
strengths and visual assets to a product’s interface as to best enhance the 
user’s experience. 

 • User Interface Design is a process of visually guiding the user through a 
product’s interface via interactive elements and across all sizes/platforms. 

 • User Interface Design is a digital field, which includes responsibility for 
cooperation and work with developers or code. 





Usability 





Usability 



Usability  • Learnability  

• Efficiency 

 • Memorability 

 • Errors 

 • Satisfaction





UX
User Research, Design, Testing, and Implementation



Process



Data driven



Problem Statment
Human-centered
Broad enough for creative freedom
Narrow enough to make it manageable



Research on User

their behavior, goals, motivations, and needs



Creating Personas
Who is your user?



Personas

What are they? 

Personas are imaginary, yet realistic 
and detailed descriptions of the users 
of your product. 

concentrating many pieces of user data into 

key focused, believable descriptions of your 

primary audience



Scenerios 



Information 
Architecture





Information Architecture 

1. Show Hierarchy 

2. Group Content 

3. Visualize Path 



Information Architecture 

When planning your site's information 

architecture, you want to determine: 

1. What are the most important pages that you want your visitors to 
always be able to access while navigating your site ("top level" pages)? 

2. Do these "top level" pages have child pages that you would like to 
include on the navigation as well? 

3. Do these child pages contain another level of pages?



Site Architecture



Site Architecture



IA Planning 



IA Planning 

1. What website pages will you include as part of your website? 

2. What website pages belong in your primary navigation menu? 

3. Will you have multiple navigation menus? 

4. How will you order the pages in your navigation? 

5. What pages do you think will be most important to your visitors? 



IA

1. What website pages will you include as part of your website? 

2. What website pages belong in your primary navigation menu? 

3. Will you have multiple navigation menus? 

4. How will you order the pages in your navigation? 

5. What pages do you think will be most important to your visitors? 



IA in 360



Card Sort



Card Sort

https://www.youtube.com/watch?v=6RhFN6cul3w

https://www.youtube.com/watch?v=6RhFN6cul3w


Creation of low fidelity 
wire frames  



(paper prototyping )



Navigational task list  





Basic user test for 
navigation flow and 

architecture



Design high fidelity 
prototype  

(based on customer research or 
preference testing, Possible AB testing if 

needed.)  



User testing 
(observation, recording, talk aloud 

procedure, exit survey) 





Iterations 
(Re-test and Launch) 



Preventing ERRORS


Constraint (better labeling so ppl know where to click) 
Visibility   ( Larger hit area for everything, more contrasting colors ) 
Simplicity   (simplify by adding clearer meaning (two scan btn???))
Consistency  
Provide back BTN for errors   



Principles of User 
Interface Design


There are three fundamental principles involved in the use of the visible language.
• Organize: provide the user with a clear and consistent conceptual structure
• Economize: do the most with the least amount of cues
• Communicate: match the presentation to the capabilities of the user.





Best Practices for 
Designing an Interface 


Everything stems from knowing your users, 
including understanding their goals, skills, 
preferences, and tendencies.  Once you know 
about your user, make sure to consider the 
following when designing your interface: 



Keep the 
interface simple.






Create consistency 
and use common 

UI elements. 

 





Be purposeful in 
page layout.   






Strategically use 
color and texture. 





Use typography to create 
hierarchy & clarity. 








Make sure that the 
system communicates 

what’s happening.  






 Think about 
the defaults. 






Wireframing 
Prototyping 

https://www.smashingmagazine.com/2016/06/picking-the-best-prototyping-software-
for-your-project/

https://www.shopify.com/partners/blog/62745923-5-of-the-best-prototyping-tools-to-
test-out-your-web-and-mobile-designs

https://www.sitepoint.com/tools-prototyping-wireframing/

P.O.P Prototyping on Paper https://marvelapp.com/pop/

free wire framing tools http://mashable.com/2010/07/15/wireframing-tools/
#ZcyH13wk2ZqD

https://www.smashingmagazine.com/2016/06/picking-the-best-prototyping-software-for-your-project/
https://www.smashingmagazine.com/2016/06/picking-the-best-prototyping-software-for-your-project/
https://www.shopify.com/partners/blog/62745923-5-of-the-best-prototyping-tools-to-test-out-your-web-and-mobile-designs
https://www.shopify.com/partners/blog/62745923-5-of-the-best-prototyping-tools-to-test-out-your-web-and-mobile-designs
https://www.sitepoint.com/tools-prototyping-wireframing/
https://marvelapp.com/pop/
http://mashable.com/2010/07/15/wireframing-tools/#ZcyH13wk2ZqD
http://mashable.com/2010/07/15/wireframing-tools/#ZcyH13wk2ZqD


Activity

• What happened?  

• Why was it poor usability?  

• How could the user experience be 
improved?  

• What sort of ethical issues could result 
from poor usability in this particular user 
experience?

Think about a time that you have encountered poor 
usability. Describe the user experience to us


