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Prednaska 5
Uzivatelska privéetivost

COREO013 Vyvoj softwarovych systému: od myslenky k funkénimu reseni
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5. Uzivatelska privétivost

— Uzivatelské rozhranni vs. UX
— Uzivatelsky pruzkum, modelovi uzivatelé
— Modelovani a mapy aplikace, wireframes

— Uzivatelské testovani

Domaci prace a priprava na dnesni prednasku

— Zacatecnici — na https://code.org/ vSechny zakladni Urovné Angry Birds,

Flappy, Dance Party

— Pokrocili — projit si Refactoring Guru
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https://code.org/
https://studio.code.org/hoc/1
https://studio.code.org/flappy/1
https://studio.code.org/s/dance-2019/lessons/1/levels/1
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Design Thinking

g Quickly I learned that design was much, much more than what was visible.

Design was where ideas came from. Design was methods for generating ideas.

It was methods for evaluating ideas. It was ways of communicating ideas.

. . {4
| learned that design was problem solving.

[Jonassen, et al. (2000). Toward a design theory of problem solving.]

4 COREO013/ Barbora Buhnova / https://faculty.washington.edu/ajko/books/design-methods

MUNI
F 1



Co maiji designove role spolecného?

— Hledani vice uhlt pohledu na problém (nékdy konfliktni). Neexistuje lepsi zplsob,

jak porozumeét tomu, co se ve svete skutecné déje, nez se na to divat z tolika

dalSich perspektiv, kolik jen muzete.

Divergentni mysleni. Schopnost kreativné si predstavovat nové moznosti. Kdyz

navrhari soubezne zvazuji alternativy, navrhuji lepsi veci.

— Konvergentni mysleni. To je schopnost vyuZit Sirokou skalu moznosti a vybrat si
jednu s vyuzitim vsech informaci, vhledu a intuice, ktere mate.

5 COREO013/ Barbora Buhnova / https://faculty.washington.edu/ajko/books/design-methods I
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Co maiji designove role spolecného?

— Vytézeni selhani. Vétsina lidi se vyhyba a skryva selhani; designéfi se z chyb snazi
ucit, protoze za kazdym Spatnym napadem je ddvod jeho selhani, ktery by mél byt
pochopen a integrovan do vaseho chapani problému.

— Externalizace napadu. Jako skic, prototypU, psani a dalSich forem. Tim designéfi
vyjadruji detaily a casto odhaluji, ktere casti myslenky jsou stale Spatneé nebo
nedefinovaneé.

— Udrzovani emocionalniho odstupu od myslenek. Pri ztotoznéni s myslenkou je tézké

videt a prijmout lepsi myslenku, kterou vy nebo nekdo jiny objevi pozdéeji.

MUNI
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Co maiji designove role spolecného?

— Hledani kritiky. Nikdo nema dost nadhledu ani znalosti, aby sam védél o designu
vsechno dobreé i Spatné. Hledani pohledu ostatnich na myslenku pomaha dokoncit
cely obrazek.

— OdGvodnéni rozhodnuti. Zadny design neni pFijatelny pro kazdého. Designéfi musi
byt schopni zdUvodnit volbu, porovnat ji s alternativnimi moznostmi a vysvetlit,

proc je volba, kterou ucinili, ,,nejlepsi” volbou ve srovhani s kompromisy.

COREO013/ Barbora Buhnova / https://faculty.washington.edu/ajko/books/design-methods



UZIVATELSKA PRIVETIVOST
(UX, USER EXPERIENCE)
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User Experience - UX

— Celkovy zazitek z interakce Clovek-
pocitac

— Vnimani aspektl systému, jako je
vzhled, pouzitelnost, efektivita.

— Jednim z nejdulezitéjsich faktorQ
softwarovych produktl

9 COREO013/ Barbora Buhnova
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User Experience - UX

CL halifax > for sale

— Starya
nekompaktni
design

— Fotografie
zabiraji prilis
mnoho mista

Craigslist
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User Interface - Ul

— Bod interakce ¢lovék-pocitac

— Zpusob, jakym uzivatel komunikuje s aplikaci nebo
webovou strankou.
— Zahrnuje obrazovku, klavesnici, mys,
pracovni plochu
— Razné typy:
— Grafické uzivatelské rozhrani (GUI)

— Rozhrani prikazového radku (CLI)
— Dotykové uzivatelské rozhrani

11 COREO013/ Barbora Bihnova
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Ul vs. UX

12 COREO013/ Barbora Buhnova
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https://medium.com/@gialli/the-4-most-crucial-elements-of-ui-design-6012d38baab7



VYVOJ UX
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Zakladni principy vyvoje UX

— Pocitace prebiraji vstupy, zpracovavaji je pomoci urcitého algoritmu a poté
poskytuji vystup.
— Vstup je jakykoli druh dat, ktera uzivatel poskytne pocitaci.
— Kazdé uzivatelské rozhrani prijima urcity rozsah vstupt a kazdy z téchto vstupl ma

uréitou strukturu. Cast uZivatelského rozhrani poskytuje prostfedky, kterymi mohou

uzivatelé tyto vstupy vyjadrit v platnych strukturach.

— Vystup muze mit mnoho podob a také strukturu
— Napr. Vysledky vyhledavani Google.

14 COREO013/ Barbora Buhnova / https://faculty.washington.edu/ajko/books/design-methods



Zakladni principy vyvoje UX

— VSechna uzivatelska rozhrani reaguji na vstup spusténim obsluznych rutin udalosti,
které prevezmou vstup, provedou operaci a poté poskytnou reakci/vysledek.

— Primarnim cilem navrhare uzivatelského rozhrani je definovat vstupy, vystupy a
handlery udalosti pro Upravu stavu.

— Stav. Uvnitr implementace uzivatelskeho rozhrani jsou algoritmy a data, urcujici jeho
chovani, v ramci kterého je klicovy aktualni stav. Rozhranni v zavislosti na stavu se
stejnym vstupem casto poskytuje jiny vystup.

— Rezim. Aplikace muUze byt bud v pasivnim rezimu (Ceka na akci uzivatele), nebo v

aktivnim rezimu (provadéeni urcenych akci).

MUNI
|
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Just and Inclusive Design

,y 10 truly be just and inclusive, design should not be done by professionals on
behalf of the world, but rather done with the world.

[Amy J. Ko. Design Methods.]

17 COREO013/ Barbora Buhnova / https://faculty.washington.edu/ajko/books/design-methods



Faze UX vyvoje
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BE THE USERS DATA DON'T LIE
1. User personas 1. Usability tests

2. User scenarios 2. Review metrics

3. User testing 3. Track usage

4. User experience map 4. Inform next iteration

START

05

DEVELOP

01

RESEARCH

Jo

02

EMPATHIZE

03

CREATE

MEET THE USER MAKE IT SIMPLE STICK TO THE DESIGN
1, User demographics 1. Wireframes 1. Usability tests

2. Define user goals 2. Moodboard 2. Review metrics

3. Define user challenges 3. Maock-ups 3. Track usage

4. Define metrics & form 4. Style guide 4. Inform next

hypothesis

USER EXPERIENCE DESIGN PROCESS
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Role spojené s UX

— Information Architect

— stara se o spravnou strukturu informaci, vytvari mapy stranek

— Interaction Designer

— stara se o navrh chovani aplikace, vytvari task flows a wireframes zameéerené na interakci
— User (Experience) Researcher

— zjistuje a analyzuje zajmy uZivateld
— Content Strategist

— udrzuje celkovy koncept obsahu, vytvari tématické templates a guidelines

19 COREO013/ Barbora Buhnova/ Unger, R., & Chandler, C. (2009a). A Project Guide to UX Design. New Riders.



Role spojené s UX

— Copywriter

— pise konkrétni obsah, cileny na vyvolani konkrétni experience
— Visual/Graphic Designer

— stara se o celkovy, jednotny styl vsech Casti aplikace, vytvari vzory a graficke manualy
— Front-end Developer

— uvadi do chodu konkrétni navrhy

— Product Manager

— zkouma trzni prilezitosti a navrhuje produkty, ktere téchto prilezitosti vyuzivaji

MUNI
1
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UZIVATELSKY PRUZKUM
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Uzivatelsky pruzkum

— Systematicka studie koncovych uzivatell, pomaha k presnéjsi definici
pozadavkU a pochopeni cild projektu

— Pred prizkumem samotnym je treba definovat potencialni cilové skupiny
a jejich atributy:
— Zamér (s jakym cilem navstévuje nas web, pouziva nas produkt, ...)
— Role (potencialni klient, sponzor nebo hleda praci?)
— Demografii (vek, pohlavi, oblast, prijem, rodina, ...)

— ZkusSenosti (Uroven vzdélani, zkusenosti s konkrétnimi technologiemi a produktem)

22 COREO013/ Barbora Buhnova / Unger, R., & Chandler, C. (2009a). A Project Guide to UX Design. New Riders. I
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Techniky uzivatelského pruzkumu

— User interviews — one-to-one rozhovor s clenem cilové skupiny

— Field studies — studie prostredi, kde se bude produkt pouzivat

— Card sorting — ucCastnici studie radi karty s funkcionalitami dle priority
— Usability testing — sledovani uZivatele, jak pouziva vyvijeny produkt

— Dotazniky — pro vysbirani velkého poctu nazort a odpovédi

— Focus groups — moderovana diskuze ve skuping, brainstorming

— Expert review — konzultace s odbornikem v dané oblasti

23 COREO013/ Barbora Buhnova / Unger, R., & Chandler, C. (2009a). A Project Guide to UX Design. New Riders.



Modelovi uzivatelé

Drew

Influencer

ABOUT

MOTIVATIONS

5L Age 25-34
® $50K-75K

E£3 High Tech Proficiency

EVENT ATTENDANCE ATTRIBUTES

Frequent event go-ers (monthly), tend to be
very early planners, and more likely to
travel regionally or nationally for an event,
tend to go to trending events only.

EVENT INFLUENCERS

- Friends
o Cultural
e Adventure
e |carning
c— Networking
- Hype
com—

Credibility

Motivated to find new things to do and
share them with network, having influence,
being the first to know about something
and getting tickets right away.

CORE NEEDS

Finding events on social media and being
able to easily share them. Being able to see
trending events that will up their klout. Also
getting notificatinos of on-sale so they can
be the first to get tickets.

PAIN POINTS

Finding the time to attend events and
staying on budget.

39% 12

Total Universe GTV Events per month

Kayla

Planner

ABOUT

0, Age 2534
® $50K - $75K or <S20K

&= Medium - High Tech Proficiency

EVENT ATTENDANCE ATTRIBUTES
Go to fewer evants but plan tehm far in

odvance, more likaly to travel nationally or
regionally for an event.

EVENT INFLUENCERS

= Friends
s Cultural
— Adventure
— Llearning
— Networking
= Hype

—

Credibility

MOTIVATIONS

Buying and planning octivities well
in advance - right when an event is
announced or tickets released. Care
about the quality of an event and
cooridnating with social group.

CORE NEEDS

Pre-sole options, notifications for ticket
sales, planning event outings for groups
wiht budgeting and scheduling tools

PAIN POINTS
Events selling out quickly, finding events
thot fits everyone’s budget and schedule

when planning for a group.

65% k-6

Total Universa GTV Events per month




NAVRHY
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Mapa stranky

Homepage

MAIN NAVIGATION

About Work Blog

—— Page —  Post — Post

— Page ——  Post —  Post

|— Subpage

Contact Us

m

Careers Newsletter Social Media Links

26 COREO013/ Barbora Buhnova / Unger, R., & Chandler, C. (2009a). A Project Guide to UX Design. New Riders.
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Task Flows

Login Page:
Start User anters

login/pass

27 COREO013/ Barbora Buihnova / Unger, R., & Chandler, C. (2009a). A Project Guide to UX Design. New Riders.

View account
details

Mo

Password Reset:

User enters
email address

Pay credit card

Mo

Other
Amount

Minimum Payment

Cue

Reset emai
sent: user clicks
link to reset

Enter new
password

Reenter Ema
address

If payment is
less than
minimum due,

show nofice

Option to

select different

amount

Select
F}.'I }'ﬂ'uEI"l
account
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payment
post date

No

Confimnation

Registration
process

Review and
submit

Confimnation
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Prototypy

— Maji rdzné Urovne propracovanosti

(fidelity)

— MuUzou byt zamérené na konkrétni

vlastnost

28 COREO013/ Barbora Buhnova / Unger, R., & Chandler, C. (2009a). A Project Guide to UX Design. New Riders.

Vzhled

Funkcnost
Obsah
Learnability

Visual Fidelity

“Production Ready” Prototype

Paper Design Comps Image Mapped Comps Rich Comp Prototype

Paper Wireframes Interactive Wireframes Rich Interactive Wireframes

Sketches

Proof of Concept Prototype

Image Mapped Sketches

Functional Fidelity



Wireframes

Tablet Portrait
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Moodboards

What good is the warmth

o sy sfbior [ [H seille
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Moodboards
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Jak poznat dobry design

3:26

| )

3:26

show tme @) s

tap the digits

326

show tme (@) s

tap the digits!

3:29

set time
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Jak poznat dobry design — zakladni charakteristiky

— Intuitivni. Lidské bytosti se nerodi s vrozenymi znalostmi. Co lidé mysli, kdyz
pouzivaji toto slovo, je, ze nékdo muze z informaci v navrhu usuzovat, jaky je ucel
nebo zameér néceho, na zakladé vsech predchozich znalosti, které v zivote ziskali,
vCetne setkani s dlouhou historii konvence uzivatelského rozhrani a koncepce

domeény. To neni ,intuitivni®, ale spise uzce mapované na neci znalosti.

— Originalni. Originalita ma silu prekvapit a zaujmout, nastavit novy trend. Ale

originalita se stavi proti intuitivnosti, protoze ta Casto vyzaduje znalost a konvence.

33 COREO013/ Barbora Buhnova / https://faculty.washington.edu/ajko/books/design-methods
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Jak poznat dobry design — hodnoty

— Jednoduchost. Jedna se o hodnotu, ktera ocenuje minimalismus a naucitelnost. Ale i

jednoduchost ma své hranice, aby bylo stale zachovano naplnéni ucelu.

— Sila. Design by mél byt schopen posunout nase moznosti a schopnosti. Mél by nam

dat dostatecné prostredky ovladat technologie. To ale muize stat proti
jednoduchosti.

34 COREO013/ Barbora Buhnova / https://faculty.washington.edu/ajko/books/design-methods I



Jak poznat dobry design — hodnoty

— Neviditelnost. Navrhy, které dosahuji neviditelnosti, se nesnazi byt stfedem
pozornosti, ale zameéruji pozornost na praci, kterou ¢lovek s Ul déla. To muze byt na

Ukor sily a kontroly, protoze neviditelnost je Casto zalozena na automatizaci.

— Pristupnost. Tato hodnota ocenuje rovnost pred ostatnimi hodnotami. Dava

pozornost na to, aby byl napr. web pouzitelny i pro nevidome lidi.

— Spravedlnost. Predpokladem designoveé spravedInosti je, ze UCelem designu by
nemelo byt zesileni nerovnosti a nespravedlnosti, ale jejich odstranéni.

Napr. manipulace skrz zavadeéjici informace, ovlivnéeni reklamou.

MUNI
1
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‘ Developer Discover Design Develop Distribute Support Account Q

Human Interface GUidelineS Overview Resources Videos What's New

Human Interface Guidelines

Get in-depth information and Ul resources for designing great apps that integrate
seamlessly with Apple platforms.

Ioocul,'lnl

macOS » i0OS»

36 COREO013/ Barbora Biihnova https://developer.apple.com/desisn/human-interface-guidelines/
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. MATERIAL DESIGN Design Components Develop Resources Blog Q

Material System

Introd

POPULAR

L
Material studies D eS I g n Material Theming
Iconography
Create intuitive and beautiful products with Material Design Text fields

Material Foundation

Foundat

Environment

4

Mation

FOUNDATION GUIDELINES
Interaction Material dark theme Material guidelines
Learn how to design a dark theme version of your Material Ul Use sound to communicate information in ways

https://material.io/design that augment the user experience



https://material.io/design

TESTOVANI
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A4

Prubézna zpétna vazba mezi designery

— Kdyz jste pozadani o poskytnuti zpétné vazby k napadu, jak muzete
poskytnout uzitecnou, konstruktivni zpétnou vazbu?
— Pokud chcete prozkoumat zptisob mysleni designéra a dostat se pod povrch

designu, nekteré typy otazek, jak toho dosahnout, zahrnuji:
— Otazky objasnéni, které vybizeji designéra, aby vysvétlil svij myslenkovy postup.
— Otdzky, které zpochybniuji predpoklady designéra.
— Otdzky, které motivuji designéra k zvazeni alternativnich perspektiv.

— Otazky, které vybizeji designéra k vysvétleni dtsledkd navrhu.

39 COREO013/ Barbora Buhnova / https://faculty.washington.edu/ajko/books/design-methods |:



Uzivatelské testovani

Planning Recruiting Test Execution Analysis Reporting

&

* |dentifying the Goals * Assembling the resources * Communication of Scope * Categorization of Resulis * Actionable Recommendation
* Defining the scope * Explaning the goals & scope * Capturing Unbiased Results * |dentifying Patterns » Stakeholder Briefing
* Agreeing upon the metrics * Assigning the Tasks * Generate Inferences

* Estimating the cost of study * Reporting Tools & Templates

https://www.softcrylic.com/blogs/usability-testing-process-test-methods/
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Volba ucastniku pro uzivatelské testovani

— Vedle zastoupeni person je nezbytné myslet i na dalsi charakteristiky, které

ovlivnuji, jak uzivatelé interaguji se systémem:
— Motivace uzivatele k pouzivani softwaru.
— Styl zpracovani informaci (shora dolU, tj. snaha pochopit pred vykonanim akce, vs. zdola
nahoru, tj. selektivni experimentovani s jednotlivymi funkcemi).
— Sebevédomi uzivatele pri pouzivani pocitace (presvédceni, Zze uspéje v zadanych uUkolech).
— Postoj uzivatele k riskovani pri pouzivani softwaru.

— Strategie pro uc€eni se pouzivani novych technlogii.

MUNI
|
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A/B testovani 0 0

— A/B testovanije zaloZené v

na randomizovaném

experimentu se dvéma Welcome to our website Welcome to our website

Lorem ipsum dolor sit amet, consectetur adipiscing elit, sed Lorem ipsum dolor sit amet, consectetur adipiscing elit, sed
do eiusmod tempor incididunt ut labore et delore magna do eiusmod tempor incididunt ut labore et dolore magna

. . aligua. Ut enim ad minim veniam, quis nostrud exercitation aliqua. Ut enim ad minim veniam, quis nostrud exercitation
V a r I a n ta | N I ) A a B . ullamco laboris nisi ut aliquip ex ea commodo consequat, ullamco laboris nisi ut aliquip ex ea commodo consequat.

— A/Btestovani je zplsob, jak

_ Click rate: 52 % 72 %
porovnat reakce subjektu na

variantu A proti varianté B a urcenim, ktera z téechto dvou variant je ucinngjsi.
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Data Driven Decisions:
Google’s ’50 shades of Blue’ experiment

— Would you believe it if | told you that
switching to a different shade of blue
netted Google as additional $200 Mn

in Ad revenue?

https://www.theguardian.com/technology/2014/feb/05/why-google-
engineers-designers

https://bharathbalasubramanian.medium.com/data-driven-decisions-
googles-50-shades-of-blue-experiment-996f01819a97
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Twitter

Vimeo

Telegram

VK

LinkedIn

Faceboook

Tumblr

Steam


https://bharathbalasubramanian.medium.com/data-driven-decisions-googles-50-shades-of-blue-experiment-996f01819a97
https://bharathbalasubramanian.medium.com/data-driven-decisions-googles-50-shades-of-blue-experiment-996f01819a97
https://www.theguardian.com/technology/2014/feb/05/why-google-engineers-designers
https://www.theguardian.com/technology/2014/feb/05/why-google-engineers-designers
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6. Prace s daty

— Vyuziti dat

— Velka data

— Databaze, cloud computing
— Sprava dat, data science

— Digitalni stopa uzivatele, eticke kontroverze
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