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Brief Review



Market 
Research

Market Research involves studying 
an industry to determine:

● What problems are facing the field
● How other companies have tried to 

solve these problems
● How your company can meet the 

need in a better way than your 
competition 

The goal of market research is to 
shape business development plans 
and product development 



Interviewing



UX

● Research on end users – the people directly using the (digital) product 
● Examples

○ Understanding end users (defining personas, user journeys, purchasing trends)
○ Discovering product requirements (determining features and designs to meet user expectations)
○ Analyzing digital products (clicks to completion, abandonment rate)
○ User interface design (graphic and website design, creating prototypes)



UX Methods

Link

https://www.nngroup.com/articles/ux-research-cheat-sheet/


Design Thinking

● Creative problem solving
● Focused on solutions
● User-centric
● Iterative – ongoing experimentation
● Goal – Reduce cost and time to market



Design Thinking

Empathize
Get to know users

Define
Define problem in a 
user-centered way

Ideate
List all potential 

solutions; narrow 
down to a few

Prototype
Create a prototype

Test
Test prototype with 
users; get feedback
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Learning from Others

● Talking to customers helps you understand their behavior
○ People stop using your product after about 5 minutes
○ The use case for your product differs than what you expected
○ People would pay extra money for new features

● Different types
○ User interviews
○ Diary studies
○ Focus groups
○ Panels



Learning from Others

Who How

Colleagues (C-Suite, Data Analyst, Sales) Problem Statement; Open Response

B2B Client: Employers & End Users Focus Groups; Quantitative Surveys

B2C Client: User Market Segments Group/Solo Interviews; NPS



User Interviews

● 1-on-1 sessions
○ Can include questions and answers
○ Have people use the product (e.g., app) while you are with them to find bottlenecks, etc
○ Can screen people beforehand

● Can be used at all stages of the design process
○ Before you’ve built anything
○ After you have a prototype
○ After you have released a version
○ Before releasing a new version

● Make sure there is a concrete goal for the interview

● Make the interviewees feel comfortable. Have empathy.



User Interviews

● Plan out all questions before the interview
○ Tell me about yourself
○ Why would you use this product? How often would you use it?
○ What do you (dis)like about this product?
○ How is this different from other products?

● Open ended questions offer more insight than closed questions
○ Closed: Do you use Uber?
○ Open: How often do you use ride-share apps? (Follow-up: Which ones do you use?)

● Don’t use leading questions
○ Leading: Why do you like Uber more than Lyft?
○ Not Leading: How do you decide between using Uber or Lyft?



User Interviews

● Summarize all results into a PP deck
○ Listen to the interview after you conduct it. Pull out common themes and how frequently the 

themes arose.
○ Use direct quotes to showcase your results

● Sections
○ About the users
○ High level takeaway on needs
○ Personas, problem statements, and supporting evidence
○ Product Value
○ Pain Points
○ Ways Forward (design / feature related)
○ Executive summary



Usability Test

● Have people use the product 
(e.g., app) while you are 
watching

● The user is (sometimes) 
asked to think out loud so you 
can see their thought process

● The focus is often on people’s 
behaviors – their actions 
when using the product

Link

https://www.nngroup.com/articles/user-interviews/


Diary Studies

● Longitudinal data collection (e.g., 1+ months)
○ In situ – participants write done everything that happened
○ Snippet – participants only record snippets of their interactions

● Product interactions
○ When do people use the product? For how long?
○ What are they doing when they use the product?
○ Is their opinion of the product changing over time? Do they use it less?

● Timeline
○ Talk to participants to get consent, discuss goals
○ Logging period (prompts are given to remind participants)
○ Post study interview



Field Studies

● You go to the participants to see them use the product as they would on a day 
to day basis

● Helps with big picture insights

● Not as directed as other methods –  you observe and see what happens, 
rather than focusing on a particular goal

● Methods
○ Direct observations
○ Ethnographic research
○ Contextual inquiry



Group Interviews

● Group of (~6-10) individuals who meet together to discuss your product / service
● Interaction between participants is encouraged by the facilitator
● Participant selection is key



Group Interviews

Focus Groups

● One-time event – you get their opinions 
from a single session

● Individuals give input on (initial) stages 
of a study or product design or a 
marketing strategy

Panels

● Continuous – you meet multiple times 
to see how feelings evolve

● Can be trained at a task that requires 
subtle perception, like perfume 
evaluation

● Group of (~6-10) individuals who meet together to discuss your product / service
● Interaction between participants is encouraged by the facilitator
● Participant selection is key



Tips

Debrief
Ask people questions at the end of the study

● Find out if they could figure out what you were studying (not good)
● Test if they understood
● Make sure everything is working



Tips

Beware of participant bias

● Question order bias 
○ Example: people get bored and don’t take the last few questions seriously

● Social desirability bias
○ People don’t want to answer truthfully if they think others will judge them negatively for 

their responses
● Demand characteristics 

○ People alter their response/behavior because they know they’re part of a study
● Acquiescence bias 

○ People agree with most questions you ask



Sampling 
Theory

Goal
Get a subset of people that accurately 
represent the population they are taken 
from

● Who are you testing? 
● Why are you testing them?
● Who is your customer segment?
● What is the expected result? How 

does it affect the KPI?

https://dictionary.apa.org/random-sampling



Random 
Sampling

● A process for selecting a sample of study 
participants from a larger potential group of 
eligible individuals, such that each person 
has the same fixed probability of being 
included in the sample and some chance 
procedure is used to determine who 
specifically is chosen. The main value of this 
form of probability sampling is its positive 
impact on generalizability and external 
validity.

● Example 
Assign a unique ID# to each person that 
uses your website (easy, I know). Pick 
people for the study by using a random 
number generator.

https://dictionary.apa.org/random-sampling



Non-
Random 

Sampling

● Any process of choosing a subset of 
participants or cases from a larger 
population in which it is impossible to 
precisely determine each unit’s likelihood of 
being selected

● Affects generalizability – your sample won’t 
represent the population, but you won’t know 
how different your sample and the population 
are!

● Example
Have a “family and friends” trial period for a 
product before it is launched to the public.

https://dictionary.apa.org/nonprobability-sampling



Stratified
(Random) 
Sampling

● The process of selecting a sample from a 
population comprised of various subgroups 
(strata) in such a way that each subgroup is 
represented

● You need a list of all people in the population 
with their associated stratum

Examples of Strata:
• Gender identity
• Age
• How they found your website
• Purchase history
• Income

https://dictionary.apa.org/stratified-sampling
https://faculty.elgin.edu/dkernler/statistics/ch01/1-4.html



Cluster
(Random) 
Sampling

● A tiered method of obtaining units for a 
study. A population is first subdivided into 
smaller groups or clusters (often 
administrative or geographical), and a 
random sample of these clusters is drawn. 
The process is then repeated for each 
sampled cluster until the required level is 
reached.

https://dictionary.apa.org/cluster-sampling
https://faculty.elgin.edu/dkernler/statistics/ch01/1-4.html



Convenience 
(Non-Random) 

Sampling

● Collect data from people who happen to be 
nearby and/or are available (students in your 
class, the next 1,000 people that visit your 
website, friends and family)



Volunteer 
(Non-Random) 

Sampling

● Advertising your study, paying people for 
taking your study, providing other incentives 
(like food) for taking your study



Snowball 
(Non-Random) 

Sampling

● Getting a few people from a certain network 
to take your study (e.g., your place of 
worship, your company, your Facebook 
friends. 

● These first few people then spread the word 
to others in the network. Then the new 
people spread the word in the network, etc., 
etc.

● The sample size increases as the word 
spreads throughout the network.



Screening

● Ensuring that the participants meet certain 
criteria that enables them to give meaningful 
feedback

● Distractor questions conceal the purpose of 
the study

For video games:

● If you had two hours to spend on a rainy 
afternoon, what would you do?

○ Read a book
○ Play a video game
○ Cook a meal
○ If ‘read’ or ‘cook’, exclude

● Have you ever played our game?
○ If ‘no’, exclude



Group Project
Website Conversion



You work for an online shopping company. Although many people view 
your website, few actually buy anything. Your task is to figure out why 
people are putting items in their cart, but don’t go through with their 
purchase. 

You are able to interview 50 people of your choice to learn about the 
users’ experience with the website. How will you choose to interview them 
(focus groups, panels, user interviews) and why? How will you find your 
sample?



Persona Research



Design Thinking

Empathize
Get to know users

Define
Define problem in a 
user-centered way

Ideate
List all potential 

solutions; narrow 
down to a few

Prototype
Create a prototype

Test
Test prototype with 
users; get feedback



Persona Building

● Persona – Who are you designing for?
Characters used to represent different customer types

● Use case – What are you designing for?
Goals for how the product will be used



Persona Building

● Goal: Help product designers understand and empathize with target users
● Make sure personas resemble actual users

○ Conduct interviews
○ Get data about current customers
○ Aim for 3-5 personas



Persona Building

● Name
● Demographics (age, income, gender, location, occupation)
● Bio 
● Personality
● Behavior patterns
● Pain points
● Goals
● Quote



Persona 1

Example

https://userguiding.com/blog/user-persona-examples/#:~:text=What%20is%20an%20example%20of,a%20real%20human%20being%20accurate.


Persona 2

Example

https://venngage.com/blog/user-persona-examples/


User Segments

Segmentation

● Grouping the “market” (customers) into segments based on characteristics
● Should be based on real data (surveys, social analytics, purchasing behaviors)
● Discover trade-offs between different personas



User Segments

● Demographics (age, gender)
● Psychographics (interests, attitudes)
● Technology (desktop vs. mobile, type of phone)
● Geography (location, timezone)
● Product behaviors (frequency of product use, purchase online vs. in store)
● Motivations (what do you (dis)like about the product?)



User Segments

Net Promoter Score (NPS)

Link

https://www.netpromoter.com/know/


User Segments

Link

https://www.appcues.com/blog/persona-examples


User Segments

Link

https://venngage.com/blog/user-persona-examples/


Use Cases

● Document (1) how people will interact with a product or service and (2) 
determine requirements a product or service needs to satisfy the users

● It’s a good idea to have a primary use case for each persona you create
● Helps prioritize items and establish a series of goals



Use Cases

● Use Case # 1: Name
● Description (1-sentence)
● Users (personas)
● Preconditions (what happens before the use case)
● Basic Flow 
● Alternative Paths 
● Postconditions (what happens after the use case)

Link

https://www.stellman-greene.com/2009/05/03/requirements-101-user-stories-vs-use-cases/


Use Cases

Link

https://www.stellman-greene.com/2009/05/03/requirements-101-user-stories-vs-use-cases/
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Use Cases

Link

https://www.stellman-greene.com/2009/05/03/requirements-101-user-stories-vs-use-cases/


User Journey

● Holistic view of the user’s 
journey through using the 
product (touchpoints, 
channels)

● Actions, throughs, emotions 
as the user goes through 
their product interaction 

● Insights, pain points, 
opportunities, plans moving 
forward

Link

https://www.nngroup.com/articles/customer-journey-mapping/


You work for an online shopping company. Although many people view 
your website, few actually buy anything. Your task is to figure out why 
people are putting items in their cart, but don’t go through with their 
purchase. 

Create 3 personas that represent your target users (hint: use this website). 
Indicate how and why you used these personas to best represent your 
customer base. 

https://www.hubspot.com/make-my-persona


Product Design



Design Thinking

Empathize
Get to know users

Define
Define problem in a 
user-centered way

Ideate
List all potential 

solutions; narrow 
down to a few

Prototype
Create a prototype

Test
Test prototype with 
users; get feedback



Ideating

● Miro is often used for online whiteboarding among many members

https://miro.com/


Ideating

Funnel Analysis
Which website page do we want to focus on?

Link

https://en.wikipedia.org/wiki/Funnel_analysis


Ideating

Heatmap
Which features of that page do we want to focus on?

Link

https://neliosoftware.com/blog/publishers-increase-your-conversion-rate/?nab=0


Ideating

User Feedback

https://optinmonster.com/best-ways-to-collect-customer-feedback/
https://refiner.io/blog/popup-surveys/
https://elfsight.com/all-in-one-chat-widget/
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Wireframing

● Show a product design at a structural level (usually for web / mobile apps)
● Should be tied to persona needs and user journeys
● Wireframing is done before a full scale prototype – it helps align all 

stakeholders around the product’s scope and aims
● Can vary in fidelity

○ Low fidelity = a sketch of the final product that includes basic elements, but not much more
○ High fidelity = looks like the final product



Wireframing

This brings up an important career 
note: 

Many UX jobs are called UX/UI, for 
“User eXperience and User Interface”

● The emphasis on UX vs UI will 
depend on each company. 

● UI is only for digital products, 
whereas UX can be for physical or 
digital products.

Link

https://careerfoundry.com/en/blog/ux-design/the-difference-between-ux-and-ui-design-a-laymans-guide/?utm_term=ux%20and%20ui&utm_campaign=13922625494&utm_source=google&utm_medium=cpc&utm_content=624764266269&hsa_mt=e&hsa_ad=624764266269&hsa_ver=3&hsa_tgt=kwd-299022413915&hsa_net=adwords&hsa_grp=124419185946&hsa_src=g&hsa_cam=13922625494&hsa_acc=8658759102&hsa_kw=ux%20and%20ui&gclid=CjwKCAiAzp6eBhByEiwA_gGq5OrdCGIrkHhp8X47O8uMp1wMG7KKE8tgAUeMzOc3xC63Qj3VRzIuqBoC4KgQAvD_BwE


Wireframing

● Figma is often used for 
creating design 
prototypes

https://www.figma.com/


Wireframing

Link

https://visme.co/blog/wireframe-examples/


Storyboarding

● Series of drawing that take you through the customer’s journey or interaction 
with the product

● Often used in advertising and marketing, but versions of storyboarding can 
also be used in UX/UI

● Includes scenarios, visuals, captions
● Want it to be memorable, engaging, and visually captivating



Link

Storyboarding

https://www.moritzoesterlau.de/portfolio/an-approach-to-digitization-in-education.html


Rapid Prototyping

● Strategy that aims to create multiple prototypes very quickly
● Lets you innovate, design, and test multiple versions of a product
● Allows you to see how people react to your products and take their feedback 

into consideration before you have sunk too much time and money into a 
design that may not work



Design Thinking

Empathize
Get to know users

Define
Define problem in a 
user-centered way

Ideate
List all potential 

solutions; narrow 
down to a few

Prototype
Create a prototype

Test
Test prototype with 
users; get feedback



Test

● Can repeat interviews or focus groups
● Conduct surveys (next workshop)
● Analyze data (next workshop)



So you want to go into UX…

● If you want UX/UI jobs, it’s a good idea to build a website for a test case like 
this one – this is your portfolio project that will get you a job

● We’ll use Moritz Oesterlau’s website as an example
● Other good ones to check out:

○ Query formulation and auto-suggest (Microsoft)
○ Uber scooters (Uber)
○ Jamb (Finna Wang)

https://www.moritzoesterlau.de/portfolio/an-approach-to-digitization-in-education.html
https://www.bestfolios.com/casestudy/queryformulationandauto-suggest
https://www.bestfolios.com/casestudy/uberscootersplatform
https://www.finna.wang/jambb




Intro & Competitive Analysis



Intro & Competitive Analysis

























You work for an online shopping company. Although many people view 
your website, few actually buy anything. Your task is to figure out why 
people are putting items in their cart, but don’t go through with their 
purchase. 

Communicate your findings about your customers to the corporate board 
using storyboarding. If there’s time, follow the design thinking paradigm to 
offer strategies for ideating potential solutions to customer needs.



Thank You!
Contact Lindsay on Slack


