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Get Started In UX
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KNOWING THE DIFFERENCE BETWEEN

24 : [}

DESIGN

WIREFRAMES &
PROTOTYPES

INFORMATION GRAPHIC @
ARCHITECT DESIGNER
—
USER RESEARCH D LAYOUTS
SCENARIOS
TYPOGRAPHY Aa


https://medium.freecodecamp.org/whats-the-difference-between-ux-and-ui-design-2ca8d107de14

The Disciplines of
User Experience Design
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"Manusia yang paling dicintai olen Allah adalah yang paling
memberikan manfaat bagi manusia. Adapun amalan yang
paling dicintai oleh Allah adalah membuat muslim yang lain
bahagia, mengangkat kesusahan dari orang lain,
membpbayarkan utangnya atau menghilangkan rasa laparnya.
Sungguh aku berjalan bersama saudaraku yang muslim untuk
sebuah keperluan lebih aku cintai daripada beri’'tikaf di
masjid ini -masjid Nabawi- selama sebulan penuh.” (HR.
Thabrani).
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Siperences

(Pegple, actirtties, coutext)

The coveniedt daaswn CONVENIENT
(ﬂ‘ﬂ'mam ““W) Super easy to use, works like | think

Can be used without difficulty

RELIABLE

IS avallable and accurate

Tasks FUNCTIONAL (USEFUL)
(prv'duc#, Mm) Works as programmed


https://blog.marvelapp.com/introduction-user-experience-design/
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UX Roles & Responsibilities
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User Research, Interaction Design, Visual Design * "translate concepts into living, breathing prototypes
to deliver the perfect experience.
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HOW NOT TO BUILD A MINIMUM VIABLE PRODUCT

HOW TO BUILD A MINIMUM VIABLE PRODUCT
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DEMO TIME
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. EXOLORE 3. DESIGN
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