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CULTURE EATS THE DESIGN
PROCESS FOR BREAKFAST
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UXLIBS COMMUNITY

Collaborated on a

huge cross section of
UX research




Frustration and

Disappointment
UX not being ermbedded %)O W\
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TIME TO REFLECT

Communication
Feedback

Visibility
Prototypes
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The design process

Get Synthesize ) . ‘mplement

Started

Empathize

é‘ . Prototype
Build your team C
Leam about the audience for
whom you are designing ~L
" Extract understanding and
insight from research results i
Brainstorm and come up with '; |
- creative solutions '
Builda represantamn of yeur
ideas to show to othevs

o . Test your ideas against user
ob)ecﬁves

Figure 1 Design process.
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The dCSigl’\ process

Get Synthesize

started

|
¥
Build your team

Learn about the audience for

whom you are designing

Empathize

Extract understanding and“s ’ \
S fron; rese?::‘:n r::: come :up wyth N TBQ:(Y:%UUK ideas against user
el 4 objectives
creatwe so\u'ttons QR
Build a represantatm af yemr ‘
ideas 10 show o e’thers

Figure 1  Design process.
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The design process
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Get

Started

Empathize

Build your team ¢
Learn about the audience for

whom you are designing
Extract understanding and |
insight from research results ¢ b
Brainstorm and come up with |
creative soluions % T
' Build a representation of your
ideas to show to others

Figure 1  Design process. S
dhort interview after they completed

VD DB i o0 G B

and did 2

.

took notes on their progress,
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The design process

L&A
Vs

Synthesize

I iy,
//ﬁ” Dty

n
Get /

Started

' Empathize
Build your team
Learn about the audience for
whom you are designing \y

Extract understanding and
insight from research results ,@

Brainstorm and come up thh
creative solutions

Build a representatton of your
ideas to show 1o others

Test your \dAas against user

objectives

Figure I  Design process.
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took notes on their progress,



MAKING LEAPS

Raising expectations and
delivering perfection




PROTOTYPE & TEST

The most important

elements of the design
Orocess.




WHY DO WE MAKE
LEAPS OR HIT WALLS?

Don't feel empowered?
—ear of failure?

ack of support?

~ear of being blamed?
—ear of being shouted at?




CULTURE

Maybe | work in a
obroken culture




HISTORY, LEGACY AND. 5. -
LEARN BEHAVIOURS 8V miye

Py - ol
V.
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Building better Leaders,

Teams and Culture

Trust
Communication

| eadership and Management E'ﬂ'
Behaviours J - _

Being part of something ﬁ}







USING UX TO UNDERSTAND
AND TRANSFORM CULTURE

INnterviews with all staff
Story telling

Data download
Affinity mapping

ow Might We?

6-8-5

How, Now, WOW!

.
.
Image: pixab8-~



QUICK WINS AND
LONGER TERM GOALS

Change to dress code
Changes to sickness reporting

All projects managed like BBLTC
Working practices groups established




S0 WHAT ABOUT
EMBEDDING THE
DESIGN PROCESS?




WHERE DOES THAT
LEAVE ME?

Working in a culture where
design process can happen =
with 2 UX project on going
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BACK TO =
VIDEO GAMES

elale




BACK TO
VIDEO GAMES

Fortnite




This session wasn’t
perfect

Did it need to be?
Do you think any less of me?

Perfect isnt always best) ;
Prototyping, testing and learning s!
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