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User-centered information 

How users work differently with tablets 
 
UX tips for exploiting tablets’ strong points 
 
Fast ways to get actionable user feedback as 
you develop your app 
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Tablet	
  tasks	
  
How	
  people	
  use	
  tablets	
  
Top	
  task	
  types	
  



Entertaining	
  
Second	
  most	
  cited	
  reason	
  for	
  buying	
  a	
  tablet	
  
	
  
Browsing:	
  news,	
  sports,	
  videos	
  
Consuming:	
  books,	
  movies,	
  games	
  
Checking	
  in:	
  e-­‐mail,	
  social	
  media	
  



Source:	
  OPA	
  (online-­‐publishers.org)	
  



Searching	
  
Answer	
  immediate	
  ques@ons	
  
Comparing:	
  shopping,	
  restaurants	
  
Loca?ng:	
  what’s	
  near	
  me	
  



Tracking	
  
Keep	
  lists,	
  measure	
  progress	
  
	
  
Cataloging:	
  recipes,	
  photos	
  
Improving:	
  fitness,	
  diet	
  



Transac2ng	
  
Shopping,	
  online	
  banking	
  
do	
  happen	
  on	
  device	
  



Crea2ng	
  
Only	
  urgent	
  tasks	
  



Tablet	
  proper2es	
  
Physical	
  considera@ons	
  



Shared	
  resource	
  
S@ll	
  too	
  expensive	
  to	
  be	
  per-­‐user	
  
Sign-­‐in,	
  iden?ty	
  management	
  



Business	
  
Co-­‐op@ng	
  consumer	
  apps	
  



Mobile	
  (sort	
  of)	
  
Phone	
  s@ll	
  default	
  device	
  for	
  immediate	
  access	
  
Laptop	
  s@ll	
  preferred	
  device	
  if	
  crea@ng	
  



Photos	
  
Sharing	
  only:	
  tablets	
  aren’t	
  good	
  cameras	
  
	
  





Designing	
  for	
  tablets	
  
UX	
  @ps	
  to	
  make	
  use	
  of	
  tablets’	
  strong	
  points	
  



Design	
  for	
  distrac2ons	
  
86%	
  of	
  mobile	
  internet	
  users	
  use	
  device	
  while	
  watching	
  TV	
  
Tablets	
  used	
  in	
  public	
  spaces	
  –	
  may	
  have	
  to	
  quit	
  at	
  any	
  @me	
  
	
  



One	
  idea	
  per	
  screen	
  
Sequen@al	
  flow	
  
Pause	
  
Constant	
  saving	
  

Distrac@ons:	
  
	
  Constant	
  saving	
  



One	
  idea	
  per	
  screen	
  
Sequen@al	
  flow	
  
Pause	
  
Constant	
  saving	
  

Distrac@ons:	
  	
  
	
  One	
  concept	
  per	
  
	
  screen	
  



One	
  idea	
  per	
  screen	
  
Sequen@al	
  flow	
  
Pause	
  
Constant	
  saving	
  

Distrac@ons:	
  	
  
	
  Scannable	
  content	
  



Design	
  for	
  exis2ng/repeat	
  users	
  
Allow	
  account	
  crea@on	
  but	
  aim	
  for	
  sign	
  IN,	
  not	
  sign	
  UP	
  
Sharing	
  devices	
  means	
  people	
  will	
  log	
  in/out	
  of	
  apps	
  



One	
  idea	
  per	
  screen	
  
Sequen@al	
  flow	
  
Pause	
  
Constant	
  saving	
  

Exis@ng	
  users:	
  
	
   	
  Sign	
  in	
  easier	
  than	
  
	
  sign	
  up	
  

user@example.com	
  



One	
  idea	
  per	
  screen	
  
Sequen@al	
  flow	
  
Pause	
  
Constant	
  saving	
  

Exis@ng	
  users:	
  
	
   	
  Design	
  for	
  explora@on,	
  

	
  not	
  instruc@ons	
  

user@example.com	
  



Content	
  is	
  the	
  most	
  important	
  thing	
  
Only	
  display	
  key	
  task	
  naviga@on	
  (ac@ons,	
  back)	
  
Hide	
  other	
  naviga@on	
  behind	
  a	
  “menu”	
  bu\on	
  
OK	
  to	
  use	
  a	
  big	
  nav	
  pop-­‐up	
  for	
  secondary	
  tasks	
  

Make	
  content	
  into	
  naviga2on	
  



Naviga@on:	
  
	
  Content	
  is	
  nav	
  



Naviga@on:	
  
	
   	
  Hide	
  menus	
  



Naviga@on:	
  
	
   	
  Targets	
  >	
  1cm2	
  

	
  No	
  crowding	
  



Naviga@on:	
  
	
  Content	
  should	
  
	
  be	
  discoverable	
  



Infer	
  inten2on	
  (intelligently)	
  
To	
  really	
  win,	
  figure	
  out	
  what	
  people	
  meant	
  

Search:	
  typically	
  want	
  local	
  answers	
  
Transact:	
  pull	
  up	
  correct	
  loyalty	
  card	
  for	
  loca@on	
  
Entertain:	
  Airplane	
  mode	
  =	
  movies,	
  not	
  youTube	
  



Infer:	
  	
  
	
  I	
  want	
  to	
  eat	
  near	
  
	
  to	
  where	
  I	
  am	
  



Build	
  for	
  one	
  key	
  task	
  
Entertaining,	
  	
  
Searching,	
  	
  
Tracking,	
  	
  
Transac@ng,	
  	
  
Crea@ng	
  

Include	
  escape	
  routes	
  



Develop	
  an	
  app	
  when…	
  
You	
  need	
  interac@on	
  
Task	
  flow	
  is	
  non-­‐linear	
  
Being	
  in	
  app	
  stores	
  is	
  beneficial	
  
App	
  adds	
  extra	
  value	
  

Use	
  a	
  Web	
  site	
  when…	
  
Mobile	
  use	
  is	
  secondary	
  
Task	
  flow	
  is	
  linear	
  
You	
  update	
  very	
  frequently	
  



User	
  tes2ng	
  the	
  tablet	
  UX	
  
Users	
  can’t	
  tell	
  you	
  what	
  they	
  need,	
  
but	
  they	
  can	
  show	
  you	
  

Get	
  out	
  of	
  the	
  building	
  
Find	
  out	
  what	
  problems	
  to	
  solve	
  
Learn	
  where	
  the	
  s@cky	
  bits	
  are	
  



Give	
  people	
  a	
  quick	
  task	
  and	
  a	
  giK	
  
Tell	
  them	
  what	
  their	
  end	
  goal	
  is,	
  then	
  shut	
  up	
  
and	
  watch.	
  Save	
  ques@ons	
  un@l	
  aeerwards.	
  

Go	
  to	
  where	
  the	
  task	
  occurs	
  
	
  	
  wai@ng	
  area	
  	
  
	
  	
  coffee	
  shop	
  
	
  	
  building	
  site	
  
	
  	
  sofa	
  
	
  	
  morning	
  commute	
  	
  	
  



Sketch	
  your	
  interface	
  
One	
  sheet	
  per	
  screen	
  
React	
  to	
  user’s	
  “touch”	
  

Paper	
  prototypes	
  for	
  early	
  	
  concepts	
  

Gives	
  early	
  insight	
  
Saves	
  costly	
  mistakes	
  



User	
  Experience	
  research	
  tools	
  

ques2onablemethods.com	
  



Other data sources 

pewinternet.org,	
  search	
  “tablet”	
  

nngroup.com/reports/mobile/	
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