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What we’ll cover in this session

The state of UX Research

UXR Vs. MR — where is the overlap?

The digital product lifecycle (Design Thinking)
Mastering the language of UX

Best practice — a few tips

How to make useful UX recommendations
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1. The state of UX Research — a slow start but
heading in the right direction
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Newer discipline Sometimes undervalued Often retrofitted
Gaining traction More permanent roles
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2. UXR Vs. MR — where is the overlap?

UX Research
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3. The product development lifecycle

The product development lifecycle is iterative; after implementation, research
begins again to inform the next release, and so it continues... This is referred to

as ‘design thinking’
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*Problems arise when the product design lifecycle is triggered by a design idea rather than a user need, then built and ‘validated’ rather than tested. This can result in a product being

implemented that is of no real use to the user



4. Mastering the language of UX
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5. Best Practice — some tips
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Get design teams
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they have the
power to affect
change
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optimal
observation



6. How to make useful UX recommendations

Recommendations aligned with roadmap / backlog
Strategic recommendations & low-hanging fruit

Feedback supported by visual aids
Adopt language of the design team
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The ‘about’ section of the landing page works well to engage and inform
readers who are unfamiliar with The Week or are coming back to it after a
break, however, the inability to see the pages in detail leaves users wanting

Content received positively by newcomers and lapsed readers who are coming back
to the publication and want a refresher

DPS spreads are too small to offer any real value beyond visual engagement — users
want to click on them to expand or take them through to another window where they

can read sample content and see formats for different sections

Stay informed, Save time, Entertain yourself — are all key messages, but the font is
very small — especially on mobile version

Users love How The Week covers the news for its overview of the different types of S

content, but same feedback on size of page images
@ Images and font on mobile version are tiny — practically unreadable

Multiple sources, expertly edited together is a real selling point and the main one that
draws readers to The Week
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Layout / Task

Content look & feel Navigation fulfiment

“I'd like to be able to click on it and see what's in there —
almost as a teaser for me to decide what it was I'd want to
see first... I'd want to click on ‘What's inside The Week and

for it to give me a summary of what's included.”
(UKMC)
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Useful references

Glossary of commonly used UX terminology
https://careerfoundry.com/en/blog/ux-design/ux-desien-glossary/

Definition of UX and tips for best practice
https://www.hotjar.com/ux-design/

Design thinking
https://www.interaction-design.org/literature/topics/desiegn-thinking

UX Research approaches and techniques
https://uxbooth.com/articles/complete-beginners-guide-to-design-research/
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