
Aspects of user experience

We believe in a user-centric approach to:
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Our focus

HIGH-LEVEL 
STRATEGY

USER RESEARCH INTERACTION 
DESIGN

VISUAL DESIGN USER TESTING

We prefer to provide services in select areas of UX:



Types of user-centric design activities

Learn - understand as much as you can, as rapidly as you 
can, about your target market and the problem at hand.

Analyze - focus further research and investigation on a 
small group of users and specific areas of the problem.

Create - create a product that can be tested and validated 
with the target user base.

Test - validate or invalidate whether your product or 
feature idea will solve the problem for your target user.



Learn: activities

Metrics definition

Design studio

Cognitive walkthrough

Contextual inquiry

Heuristic analysis

Stakeholder and user interviews



Analyze: activities

Comparative analysis

Content audit

Task flow analysis

User scenarios

Site mapping

Affinity analysis

Journey mapping

Mental modeling 

Persona development

Storyboarding



Create: activities

Sketching

Wireframing

Design pattern library creation

Prototyping



Test: activities

Card sorting

Multivariate testing

A/B testing

Usability testing

Visual preference testing



Other consultative services

User experience best practices advising

User testing: recruiting and usability testing

User experience enterprise strategy

UX team interviewing services



Design sprint

What it is: Hands-on interactive workshop with 
knowledgeable participants from the client side. Typically 
spanning five days, it accelerates MVP or feature definition 
through rapid strategy, design, and testing activities.

Why it’s used: Applies design thinking methods to solve 

important business problems, putting the user first. Sprint 
participants are guided through ideation, prioritization, and 
validation of their own solution ideas, incorporating 
meaningful feedback from the target market before any money 
is wasted on design or development.



Metrics definition

What it is: A collaborative effort to define problems through a 
focus on goals, identifying the criteria by which a team will 
measure a solution’s impact on those problems.

Why it’s used: To keep the team vigilant about the user’s 
perspective, and to establish a user-centered framework for 
passively measuring issues in the product’s experience design 
over time.



Design studio

What it is: A visual process used to facilitate communication 
(and brainstorming) between a project team and 
stakeholders.

Why it’s used: To create a shared understanding and 
appreciation of design problems confronting the project team.



Cognitive walkthrough

What it is: An evaluation method in which users unfamiliar 
with an existing solution or new prototype work through a set 
of representative tasks, asking questions about the task as 
they go.

Why it’s used: To assess ease of task completion and identify 
major pain points in the UX design, which helps us understand 
whether a design solution is intuitive for a new or infrequent 
user.



Contextual inquiry

What it is: The product team unobtrusively observes 
participants at work, with their permission, asking questions 
in context of different tasks.

Why it’s used: To document current behaviors of participants, 
and understand why they approach tasks or problems in 
certain ways; to discover needs and attitudes that might not 
emerge in an interview; and to map how tools, digital and 
otherwise, interact during complex activities.



Heuristic analysis

What it is: An objective way to find and score common 
usability problems on a website or mobile product, based on 
usability standards by the Nielsen Norman Group.

Why it’s used: To quickly and objectively identify common 
design problems either in place or or in advance of more 
involved user research.



Stakeholder and user interviews

What it is: A wide-spanning set of semi-structured interviews 
with anyone who has an interest in a project’s success, 
including users.

Why it’s used: To build consensus about the problem 
statement, research objectives, and desired outcomes.



Comparative analysis

What it is: A detailed review of existing experiences provided 
either by direct competitors or by related agencies or 
services.

Why it’s used: To identify competitors’ solutions that excel, 
are lacking, or are missing critical design elements. 
Comparative analysis can give new solutions a competitive 
edge by identifying areas of opportunity, gaps in experience 
offerings, and potential design patterns to adopt or avoid.



Content audit

What it is: An index of all content in an existing digital product 
(including pages, files, videos, audio or other data) that users 
might encounter, along with brief analysis.

Why it’s used: To identify the purpose and value of content 
elements for target users, and identify which parts might 
benefit from revision. Audits can also help identify who is 
responsible for different types of content, how often it should 
be updated, and what role a particular piece of content plays 
for users.



Task flow analysis

What it is: Step-by-step analysis of common tasks a user must 
perform. Diagrams the various touchpoints and decision points a 
user encounters when accomplishing each task – represented as 
steps taken by the user, as well as steps taken by the system.

Why it’s used: To illustrate in a solution-agnostic way the 
overall flow to accomplish a single task. Task flow analysis also 
demonstrates the relationship between tasks, and how they 
interconnect across a product.



User scenarios

What it is: Stories with context – focused on identifying the 
what, who, how, and why – behind why a specific user or 
persona group.

Why it’s used: To remind the team during both the design and 
validation phases of the overarching goal(s) that users have 
when interacting with a solution. Scenarios help the team 
consider the design of the solution as a whole, rather than 
getting caught up by specific pages, elements, or interactions. 
Scenarios consider questions and goals, and often help define 
the possibilities of how a user can achieve them.



Site mapping

What it is: A comprehensive rendering of how pages or 
screens relate to one another.

Why it’s used: To audit an existing website or mobile product 
by assessing its structure and content. Sitemaps also help you 
plan and organize the contents of a new product prior to 
wireframing, design, and development.



Affinity analysis

What it is: A way of mapping ideas, quotes, or observations to 
identify themes.

Why it’s used: To draw out insights from qualitative data (e.g. 
surveys, user interviews, and usability tests) quickly and 
collaboratively.



Journey mapping

What it is: A visualization of the major stages, steps, and 
interactions shaping a user’s experience of a product or 
service.

Why it’s used: To provide design teams with a bird’s-eye view 
of the user’s holistic journey, understanding how their 
product or service fits into it. Journey maps also help teams 
understand the order, complexity, successes, pain points, and 
interactions that make up a user’s experience.



Mental modeling

What it is: A simple reference model that correlates existing 
and potential interfaces with user behaviors.

Why it’s used: To help designers anticipate how design 
decisions might facilitate future behaviors.



Persona definition

What it is: User archetypes based on conversations with real 
people who represent your market.

Why it’s used: To ground design in reality by forcing us to 
consider the goals, behaviors, and pain points of the people 
affected by our design decisions. Unlike marketing personas 
based on demographics or marketability, design personas 
describe how different user types accomplish goals.



Storyboarding

What it is: A visual sequence of a specific use case or scenario, 
coupled with a narrative.

Why it’s used: To visualize interactions and relationships that 
might exist between a user and a solution in the context of the 
user’s full experience.



Sketching

What it is: A paper prototype or screen sketches created in 
fewer than three hours to focus the scope of a project.

Why it’s used: To stimulate stakeholder imaginations and 
focus discussion on issues about data, design, and 
functionality.



Wireframing

What it is: A lightweight schematic visual representation of a 
product or service interface.

Why it’s used: To prioritize information (substance and 
relationships) over decoration (style) as you begin defining 
the solution by keeping the design light. Wireframing also 
gives designers a great opportunity to start asking developers 
early questions about feasibility and structure, and allows the 
business to save money by testing concepts rather than final 
designs.



Design pattern library creation

What it is: A collection of visual UI elements used frequently 
across a design system, consisting of the base patterns and 
helpful information about how to use them.

Why it’s used: To aid in designing a solution that uses UI 
elements consistently. Maintaining a set of approved, 
reusable patterns makes it easier to produce new features or 
make updates to the current solution.



Prototyping

What it is: A rudimentary version, either static or functional, 
of your product with both realistic form and function.

Why it’s used: To enable direct examination of a design 
concept’s viability with a number of other methods such as 
usability testing or a cognitive walkthrough. Static prototypes 
(often paper) are helpful for gaining feedback on users’ 
intentions and various design elements. Functional 
prototypes (often coded) are helpful for observing how users 
interact with the product.



Card sorting

What it is: A categorization exercise in which participants 
divide concepts into different groups based on their 
understanding of those concepts.

Why it’s used: To create content structures that are 
user-informed and intuitive. This often results in 
improvements to navigation and information architecture.



Multivariate testing

What it is: A test of variations to multiple sections or features 
of a page to see which combination of variants has the 
greatest effect. 

Why it’s used: To incorporate different contexts, channels, or 
user types into addressing a user need. Situating a call to 
action, content section, or feature set differently can help you 
build a more effective whole solution from a set of partial 
solutions.



A/B testing

What it is: A test of variation to a single section or feature of a 
page to see which variant has the preferred effect.

Why it’s used: To incorporate different contexts, channels, or 
user types into addressing a user need.



Usability testing

What it is: Observation of people who represent your target 
market attempting to use a product through guided tasks.

Why it’s used: To learn a given design’s challenges, 
opportunities, and successes, and to center design efforts 
around the user’s perspective.



Visual preference testing

What it is: A method that allows potential users to review and 
provide feedback on a solution’s ultimate visual direction.

Why it’s used: To align the established branding guidelines 
and attributes of a solution with the way end users view the 
overall brand and emotional feel.




