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One week to set a vision and high 
level design that the whole team 

understands and uses to plan and 
build the product 

All based on verifiable user data 



Understand	  the	  Problem	  
Observa:on	  
Experience	  Map	  
Problem	  Statements,	  Goals	  
Personas	  

Iden:fy	  Solu:ons	  
Design	  CharreLe	  
User	  Scenarios	  

Create	  a	  Plan	  
Minimum	  Usable	  Release	  
User	  Story	  Map	  
Sprin:ng	  Strategy	  

Refine	  and	  Validate	  
Paper	  Prototype	  
Prototype	  Usability	  Test	  
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A Time…	
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Every time you talk = 
one less piece of data 

Low-fi data collection 
helps you concentrate 





Ques:
on	  

User	  
Ac:vity	  

Design	  
Idea	  

Quote	  

Ques:
on	  

Pain	  
point	  

User	  Goal	  

User	  Task	  

User	  
ac:on	  

Design	  
Idea	  Ques:

on	  

Quote	  

Pain	  
point	  

User	  Goal	  

User	  Task	  

User	  
ac:on	  

Ques:
on	  

Design	  
Idea	  

User’s	  
domain	  
exper:se	  

User’s	  
compu:ng	  

skills	  

User’s	  aUtude	  
towards	  
problem	  
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User	  ac-vi-es	  help	  to	  organize	  related	  tasks.	  An	  
ac:vity	  called	  “managing	  email”	  might	  organize	  
tasks	  like	  reading	  and	  responding	  to	  messages.	  	  

User	  tasks	  are	  the	  ac:ons	  users	  take	  to	  
help	  them	  reach	  their	  goal.	  Different	  
users	  may	  use	  different	  approaches	  to	  
accomplish	  a	  task.	  

Evidence	  refers	  to	  all	  the	  informa:on	  we	  
collect,	  such	  as:	  
•  Ac-ons:	  what	  people	  do	  
•  Frustra-ons	  and	  pain	  points	  
•  Delight	  the	  par:cipant	  experienced	  
•  Mo-va-ons	  and	  goals	  
•  Informa-on:	  where,	  when,	  how?	  
•  Collaborators:	  who	  did	  they	  work	  with,	  talk	  

to,	  email?	  
Use	  direct	  user	  quotes	  wherever	  possible	  to	  
communicate	  evidence.	  
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Pain points = opportunities 
to delight customers 





Goals 
•  /\/\/\  /\/\/\  /\/\ 
•  /\/\/\/\  /\/\/  \/\ 
•  /\/\/\  /\/\/\  /\/\ 
•  /\/\  /\  /\/\  /\/\/\ 

Attributes 
•  /\/\/\  /\/\/\  /\/\ 
•  /\/\/\/\  /\/\/  \/\ 
•  /\/\  /\/\/\/\  /\/\ 
•  /\/\/\/\  /\/\/  \/\ 
 Concerns 
•  /\/\/\  /\/\/\  /\/\ 
•  /\  /\/\/\  /\/\/  \/\ 
•  /\  /\/\  /\/\/\/  \/\ 
•  /\/\/\/\  /\/\/  \/\ 
 

Quotes 
•  “/\/\/\  /\/\/\  /\/\” 
•  “/\/\/\/\  /\/\/  \/\” 
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Quotes 
•  “/\/\/\  /\/\/\  /\/\” 
•  “/\/\/\/\  /\/\/  \/\” 

Persona Name 

This information comes 
from your site visit data. 





Local maximum isn’t 
best place to be 

Ideate to get past your 
preconceptions 
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The length of a healthy story is 
determined by the least number 
of steps absolutely essential to 
secure the hero’s objective. 

David Mamet “On Directing Film” 

“
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Recruiting Criteria 

Tasks 

Interface 

Success metrics 
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Delivery	   $$	  
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Concept	  
What	  do	  users	  

need?	  

Execu:on	  
What	  capabili-es	  
must	  we	  build?	  

Process	  
How	  do	  we	  enable	  

it?	  

Hat-‐:p	  to	  Jeff	  PaLon	  (www.agileproductdesign.com),	  an	  avid	  promoter	  of	  user	  story	  maps.	  
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Hat-‐:p	  to	  Carissa	  Demetris	  (ProQuest	  LLC)	  for	  the	  cupcake	  analogy.	  
.	  
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•  Early user feedback: hit the pain points 

•  Time & Cost savings: build the right thing first time 

•  Faster delivery: less rework, clearer communications 

•  Faster to market: realize business benefit sooner 

•  Better communication: clear goals for team and 
management 

•  Better measurement: metrics for success are baked in 
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Available	  June	  24	  
from	  all	  good	  
book	  stores!	  
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