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[NTocTaHOBKa BONpoOCa

e UX-cneunanucrbl: «Haao
CHa4ana
nouccnenoBaTb, a MOTOM
noaymaTb»

e BbusHec: «Haao bbicTpee,
HO 3 PEKTUBHEER

 Pa3paboTumKuM: «Ham
Ve BYepa KoanTb Haao
6blno»
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KOHTEeKCTbl

e KoHcanTtuHr VS in-house pa3paboTKa

 [MBKO 1 OTKpbITO VS HENOBOPOT/INBO U
NO/IMTU3NPOBAHO

e EcTb KOMaHAa VS «HOpa CKyHCa»



YacTtb nepBana, mudponormnyeckas
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Mud Nel. MNpocto nobasum HemHoro UX

* [lpoeKTupoBaHue
B3aMMOAENCTBUA — 3TA
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Mud Ne2. UX — 310 npo Habpocku

e UX—6onee moaHoe
Ha3BaHWe A1

F

ess ShifHF |0 b activabe popup menu
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Mud Ne3. [locTaTouHO yuuTbiBaTb NOTPEebHOCTU Ntoaen

e NHTepdenc nonxKeH
PEeann3oBbIBATHL

Lenu
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Mud Ne4. UcchepoBaHusa NnpoBoaAUTb AO0POro U A0NAro

e Ham yXe Hago 4To-TO
PUCOBATb U KOOAUTb —

ncenes, ouuo 0P

i

YTO-TO CZ1I0OXKHOE
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Mud Ne5. UcchepoBaHMA — 3TO O4EHb NPOCTO

BoT cemyac Halwu
NPOrpPaMmmMMmCTbI
NOYUTAOT KHUMXKK

¥ 7
ﬂccﬂe)lOBaﬁ or BXO%)leﬁwL .
3avem)| guskt ﬂofymoe — naysir



YacTb BTOpas, npakTuyeckan (npumembl U noaxoabl)
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1. ®a3a 0: nepBble HABPOCKU A0 NepBOU nTepaLum

CYLH-E. o

thnl\ [ \cl
ﬁﬁ*-«

* [lepBble HAOPOCKMU
MOTYT BbITb cAeNaHbl A0
nepBon nTepaumnm

e [lapannenbHasa paboTa
UX-cneunanucros
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2. Tpyn BpemeHun UX-cneuymanucra

* Pa3paboTka mexkywux
MAKEeTOB

* [lopaepKa MaKeToB
npows10U UTepaumm

* [lonyyeHune gaHHbIX U
nepsble HAabPOCKKN ANA
credyrowel utepaumm

T L O -

cl.-H.In:_
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3. Urpbl Kak cnocob porosapmusatbca

1. CobpaTtb
3aMHTEepPeCcoBaHHbIe
CTOPOHDI

2. BoBneyb B
KONINNEeKTUBHYIO UTpY

— [lpuoputesauyma Ha
CTUKepax

— CoBMmecCTHOe
NpPOeKTUpoBaHue
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4. Hy>XHbl ypOBEeHb AeTanusaumm

e [1nA 6bICTPbLIX U MaNEHbKUX [

\—;

KOMaHA |

— [Tpybble HabpOCKM B Hayasne
NPOEeKTa

— bonee petannsnpoBaHHbIE U
NHTEPAKTUBHbIE (B CIOXKHbIX

TOHAX —
npoToT o1 O0HECeHUA U

obcyxoeHusa peweHul -

— [eTtanunsayma goCcTaToOYHO TOYHO
OTpaXKaeT cneundPumKaymio
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5. PaHHee BOoB/1eyeHUe 3aKa34YUKa K NPOEKTUPOBAHUIO

* 3aKa34yUK MOKET 3aX0TeTb NMOHUMATb BCE NPUYUNHDI
MHTEPPENCHDIX PELLEHUN — HAOO 0aMb MAKYIO
B8O03MOMXHOCMb

— Mos3rosble WTypMbl
— CoBMeCTHOe NPOoeKTUpOoBaHUe
— PaHHee goHeceHne KoHuenumm
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6. MoKaxXn n obcyamn, a He paccKaxku v npoaau

e KaXabln anemeHT
Hawen paboTbl AONKEH
ObITb
— 3aBepleHHbIM
— «MOKd3biBaeMbiM»

— O6BbACHUMbIM
— KpaCI/leIM N IICTETUHHDBIM

e ObcyXaeHune, a He

«3alnTan
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Thank you
Cnacunbo 3a BHUMaAHHUe

a.sickorsky@usabilitylab.net

www.facebook.com/andrew.sickorsky l
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