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Today’s agenda

Introduction

What is UX design?

Tools introduction

Design hackathon 

Design critique session



Hi, I’m Emily Pedersen!

MS in CompSci from UC Berkeley 
Expected Spring 2019

BA in CompSci & BA in CogSci 
from UC Berkeley 
Spring 2018

Fun facts: I taught CS160 3 times!
Also I’m going to start working for 
Apple as a SWE in Summer 2019.



What is UX Design?



User experience (UX) design is the process of building 
meaningful and relevant experiences for users

This includes aspects of branding, design, usability, and 
functionality

Don’t just focus building usable products, but also pleasure, 
efficiency, and fun experiences



There’s no single definition of a good user experience. It’s all 
dependent on if a product/application meets a user’s need in 
a specific context

UX designers focus on the why, what, and how

It’s user-centric



What does user-centric mean?



User research

Personas

Wireframes

Interactive prototypes

User testing



User research

Understanding user behaviors, needs, and motivations. 

Conduction through observation, contextual inquiry, surveys, 
etc...



Personas

Represent a class of users/a type of user but not an individual

Not a stereotype - should be based in facts, not assumptions

Must have motivations/goals



http://teaching.paulos.net/cs160_FL2018/lectures/cs160-fl18-04.pdf



It’s hard to reason in aggregate and 
please everyone

General users have too many 
conflicting goals

http://teaching.paulos.net/cs160_FL2018/lectures/cs160-fl18-04.pdf



Easier to reason about 
fictional people

Must have clear, 
well-articulated goals

http://teaching.paulos.net/cs160_FL2018/lectures/cs160-fl18-04.pdf







Personas exercise (10-15mins)

Now with your teammates, create 2 personas 
encapsulating people who’ve you interviewed so far from 
your team project



15 minute break!



Wireframes

A visual representation of a user interface, void of any styling

Used to define the hierarchy of and what items are on a 
screen

Think of it like a blueprint of a building



PROFILE PAGE                                  ALL EVENTS PAGE                                 MY EVENTS PAGE



Interactive prototypes

Allows users to navigate from screen to screen and imitate 
using functionality (such as dropdown menus, etc)

Not implemented, but looks and feels like it



Screenshot of Profile            Screenshot of All Groups             Screenshot of Resources 



https://invis.io/PXG9SVKAJH4
https://drive.google.com/drive/folders/1a-w4K2T9pVcYUvWpmT6zxS4SLb1i1Uew?ths=true


User testing

Evaluate the product/application with your end-users

Once you get feedback from this stage, you will need to go 
back to the “drawing board” and iterate on your designs

Design is an iterative process



Tools introduction



Wireframing tools

Good old pencil and paper!

Balsamiq

UXToolbox

IndigoStudio

FluidUI

https://balsamiq.com/
http://www.softandgui.co.uk/
https://www.infragistics.com/products/indigo-design
https://www.fluidui.com/


Wireframing exercise



Wireframing exercises (15-20mins)

Identify the painpoints of your end-users

Given your painpoints, identify 3 main tasks your end-users 
should be able to accomplish using your mobile application

Sketch out the screens (use can use a software if you want) 
that will accomplish those tasks



Interactive prototypes tools

Figma

InVision

Adobe

Sketch

https://www.figma.com/
https://www.invisionapp.com/
https://www.adobe.com/products/xd.html
https://www.sketchapp.com/


Figma demo

https://www.figma.com/


15 minute break!



Design hackathon

using Figma
Figma is free for students!

https://www.figma.com/


Design hackathon (45mins-1hour)

Create an interactive prototype of the wireframes you just 
created!



Design critique session



Design critique session (20-30mins)

Each team presents their interactive prototype to the class

Every other team provides feedback:

What do you like/enjoy about their design?

What could they improve on?

(Remember to critique the design, which includes color, 
typography, layout, iconography, etc)



Due 11:59 PM, Thursday Feb 14 T-x, I-x

T-x (see bCourses template)

● In your project teams identify key goals you have for your UI/UX to achieve 
your project’s intentions. Be explicit about these. 

● Iterate on your Figma prototype to incorporate your classmates’ feedback. 
● Justify the design decisions you made in terms of feedback or project goals. 

I-x (see bCourses template)

● Get feedback from at least one individual by showing them your prototype. 
Interview them with an expansive problem-framing approach first, then share 
your prototype.



Thank you!

email: epedersen@berkeley.edu
website: emilypedersen.me 

mailto:epedersen@berkeley.edu
http://emilypedersen.me/home

