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DIGITAL PRODUCTS

Website, apps, or other  
digital interfaces that help 
people achieve goals or tasks.

 ą What does your product do?
 ą What makes it desirable?
 ą How do you get started?



WHAT DOES IT DO?
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WHAT DOES YOUR PRODUCT DO?

To figure out what your  
product does, you need to 
identify two things:

 ą User need
 ą A gap in the market



HOW TO IDENTIFY NEED

You have to understand your 
user. You need to uncover  
information about their goal.

 ą End goals
 ą Experience goals
 ą Life goals



END GOALS

What does the person  
literally need to do with  
the product?

 ą Stay connected to family
 ą Find new music
 ą Order a meal
 ą Cross the street



EXPERIENCE GOALS

How does the person want  
to feel while they are using  
the product?

 ą Feel smart and in control
 ą Have fun
 ą Feel relaxed
 ą Remain focused and alert



LIFE GOALS

How does using this product  
fit into the person’s  
sense-of-self?

 ą Live the good life
 ą Be a good person
 ą Succeed in my ambition
 ą Be respected by my peers



GOALS DEFINED. NOW WHAT?

Once you’ve identified goals, 
you need to see if there is a 
solution already available in 
the market.



EXAMPLE - MARKET GAP

Families who live far apart 
from one another need to 
communicate.

Where are the market gaps?



EXAMPLE

Families who live far apart 
from one another need to 
communicate.



Work by Taylor Sample



DELIVERABLES FOR THIS PHASE

Two deliverables can help  
clarify what your product 
needs to do.

 ą “How Might I” statement
 ą Persona



“HOW MIGHT I...”

A “How might I” statement can 
help clarify what your design 
needs to accomplish.

How might Jane stay in touch with 
her family and feel productive?



HMI

+

PERSONA

How 
might 
Jane...

Jane is a 
23 year 
old NASA 
scientist 
who lives 
far away...



THE PERSONA

Personas should be driven by 
motivation and need, not only 
demographics.

 ą What are their goals? 
 ą What’s driving their use?
 ą Demographics should be framed in 

  context with the use of the product. 



HMI Statement
How might I create a tool for young adults with Asperger 
Syndrome so they can learn to organize their lives in order to 
become less reliant on their parents?

Methodology
People-centered design involves stakeholders and uses in all 
phases of the design process, from exploration to evaluation. 
Knowing their wants, needs and limitations provides invaluable 
insight into what will work best for them—the end user—in order 
to optimize their experiences.
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Background
Virginia loves her daughter and 
understands her challenges. She doesn’t 
mind helping her and would love to see her 
be successful on her own. She is constantly 
researching ways to help Emma learn to 
keep better track of her schedule and 
assignments.

Emma
Primary User

Background
She and her mother have been using the 
app for a few months. When she got her 
syllabi, her mom suggested she set a few 
important alerts for bigger assignments, like 
test and papers, due later in the semester.

Makes a List
As one of the paper is assigned in 
class, she makes a task list for it and its 
components (outline and draft) and links it 
to her previously created event.

She then adds reminders to those items 
on her list, like when the outline and draft 
is due.

As those reminders pass, Emma marks 
them off her list—either from the calendar 
or the task list, the other will automatically 
update.

As she turns in her paper, and marks it off 
her list, she gets a reward message that 
makes her feel good and encourages her 
to complete more lists.

Virginia
Secondary User

Mother and Daughter
Emma is a college student with 
Asperger Syndrome who doesn’t want 
to live at home with her mother, Virgina, 
forever. The thought of moving out 
and being responsible for every thing 
makes her panic.

Right now, Virgina helps her with a lot 
of things, and while Emma knows she 
doesn’t mind, it makes her feel less 
capable of every being able to be 
independent. The two of them have 
talked about this before and have been 
trying to work together to get her ready 
for that transition.

PERSONAS
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DESIRABILITY
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WHAT IS DESIRABILITY

Desirability is a triad of  
concepts. All three must be 
present to be successful

 ą Useful
 ą Usable
 ą Enjoyable



USEFUL

Does the design allow me to 
do the task I have in mind? 



USABLE

Does the design consider my 
abilities and experiences when 
presenting me with a task?



ENJOYABLE

Is the design something I 
want to use or keep using?



USEFUL

ENJOYABLE

USABLE



Image source: http://www.apple.com/shop/buy-watch/apple-watch-sport/38mm-silver-aluminum-case-with-blue-sport-band?product=MLCG2LL/A&step=detail



Image source: http://www.theverge.com/2012/6/26/3116289/brightcove-apple-tv-airplay-dual-screen-apps



Image source: http://whatstrending.com/news/11952-mlb-gets-a-new-protective-hat



EXAMPLE: PHOTO APP

You can preview 
a picture you 
might take 
but you can’t 
actually take 
the picture.

Not useful

To take a 
picture, you 
have to tap 
the screen six 
times in rapid 
succession.

Not usable

You can take as 
many pictures 
as you want but 
you can’t show 
them to any of 
your friends  

Not enjoyable





HOW TO GET STARTED
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INITIAL STAGES OF THE PROCESS

Before you design in high- 
fidelity, you need to figure out 
if your core functions/work-
flow meet the observed goals

 ą Storyboard/workflow
 ą Low-and-fast prototyping



Work by Gaby Kenyon



Work by Annie Bunte



Work by Briana Metzger



App Name

ADVENTURE

COMFORT

The central screen which gives only 
two options for food, lists restaurant, 
food item and brief description

YOU LOOK HUNGRY
ADVENTURER

LET’S FIX THAT!

What Flavors do you like?

Do you have any allergies
or dietary constrictions?

What foods can’t you eat?

Lets do payment info now
and never again.

Where are you right now?

I HAVE 
AN IDEA

Yes.

That’s it.

Shellfish
Gluten
Meat

Meat (fish okay)
Dairy
Eggs

Animal Biproducts
Peanuts

Tree Nuts
More

What flavors do you like?

What’s Next?

Spicy
Savory
Fried

Pungent
Sweet
Indian

Chinese
Italian

Healthy
More

Nope!

SURPRISE
ME

Show me what you got!

The bare minimum requirements for 
getting straight into the app. Video 
plays in the background, perhaps 
various kitchens

Show me 
what you got!

A screen that 

curtain transition

Four separate screens elicit bare 
minimum information

Allergy and dietary restriction 
information

Allergy and dietary restriction 
information

(LOGO)

Splash screen

PRE-ORDER ORDER

Work by Eli Crow



Work by Nick Vandeventer



Work by Monica Riddle



REVIEW

 ą Observe a need
 ą Find a market gap
 ą Define a persona and their goals
 ą Useful, usable, enjoyable
 ą Start with a storyboard
 ą Work low-and-fast
 ą Explain your final designs




