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{ Reactivity J

Hawthorne (observer)
effect

Conformity effect J

Expectancy effect Social desirability
(expectancy bias) effect
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Motivational system

- Goals and tasks (“need”)
- Desirability (“want”)

- Emotional charge (“fears”,
frustration, pleasure, etc.)

Exploratory Study
Contextual Cognitive
knowledge & beliefs (Mental) model
™ e

A cognitive representation
(understanding) of how
something works / organised

Based on previous experience &
beliefs; defines reasoning

\

/
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There is a product

True-Intent Studies

Remote Unmoderated
Usability Studies

Intercept Surveys

Clickstream Analysis

Questionnaires °
Observations °
Interviews

N

Diary/Camera Studies
Participatory Design

[ There is NO product J

Ethnographic Field
Studies
Contextual inquiry




Understand Your Users: Exploratory Studies

True-Intent Studies

Ask about wuser’s goals and/or
intentions when they entering the
service

Track their subsequent behavior

Ask if they were successful in
achieving their goal



https://www.userzoom.com/uxguide/how-to-conduct-true-intent-studies/
https://www.userzoom.com/uxguide/how-to-conduct-true-intent-studies/
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Remote Unmoderated
Usability Studies

Quantitative/qualitative =~ automated
method

Captures behaviors (through
software on participant device) and
attitudes (through embedded survey
questions)

Usually includes goals/scenarios



https://www.usertesting.com/blog/moderated-vs-unmoderated-usability-testing/
https://www.usertesting.com/blog/moderated-vs-unmoderated-usability-testing/
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True-Intent Studies

Remote Unmoderated
Usability Studies

Intercept Surveys

Clickstream Analysis

Questionnaires °
Observations °
Interviews

- Asurvey triggered during the use
of a product

- Usually very short

Diary/Camera Studies
Participatory Design

Ethnographic Field
Studies
Contextual inquiry



http://uxmastery.com/better-user-research-through-surveys/
http://uxmastery.com/better-user-research-through-surveys/
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Clickstream Analysis

Analyzing the record of elements
that users clicks on/views, as they
use a software product

Requires proper software
instruments / tools for telemetry
data collection enabled



https://www.nngroup.com/articles/analytics-user-experience/
https://www.nngroup.com/articles/analytics-user-experience/

