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User Experience is the holistic 
experience of real people interacting 
with your startup's brand or product.  

To create good user experiences, 
your company will need to organize 
and distribute information, and 
design and implement interactions to 
serve both the emotional needs of 
real users and your startup’s 
business objectives.

ux
What is User Experience (UX)?
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UX doesn’t quite mean the 
buttons on your app or the inputs 
you use to interact with a 
product.  

Many people believe that when 
you talk about UX, it’s just these 
superficial user interface (UI) 
elements. 

It’s not an entirely wrong 
conclusion to make, but it’s 
missing the big picture of what UX 
really is.  

What User Experience is Not!
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UX encompasses a variety of disciplines 
and practices:  

- How users perceive your product 
through branding and marketing, and 
social media.

- What kinds of data you discover about 
user needs, motivations, and behaviors 
through research.

- How you design and develop your 
product to deliver value that meets 
specific end-user needs.

What User Experience REALLY  Is...
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A business idea is an experiment or 
hypothesis.  Everyone has ideas (good and 
bad), but successful execution of a good idea 
is both rare and valuable.  

While technology will always be crucial, 
user-centered design (UCD) has emerged as 
the most important element of successful 
modern products.  UX provides a 
framework for you to experiment with your 
startup’s idea, integrate UCD practices, and 
prove (or disprove) that there is a viable 
market for your business.

By leveraging the principles of UX, your startup will align efforts on user 
needs, reduce the potential for risk and waste, and increase the odds of a 
successful execution.

Why does Your Startup need UX?



7

All of the practices and disciplines under 
the UX umbrella (which we describe as 
UX Ingredients) promote Usability, a 
fundamental quality that your startup’s 
products or services should strive to 
achieve and uphold.  

Usability is the measure of the 
utility and ergonomics of a product (how 
intuitive or easy it is to use) and how well
a product appeals to end-user needs and 
produces positive emotions, such as 

!!

What is Usability?
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Don’t stress out if this feels new or uncertain.  Product development and User 
Experience are organic processes of discovery, and every startup has unique 
needs.  Sometimes UX phases or activities happen out of order, so don’t worry 
about about getting everything 100% right.   UX will guide your team away from
ambiguity towards results and value, so enjoy the process!

Just as a Minimal Viable Product (MVP) is the most simple version of a product 
your startup can offer, your startup’s Minimal Viable UX represents the 
optimized, most simple combination of UX practices to best serve both your users’ 
and your startup’s needs.  To determine this unique combination, or UX Recipe, 
we’ll need to introduce two initial concepts. 

The Product Lifecycle - the process by which startups create new products 
and services.

Minimal Viable UX Scorecards - how you document your UX needs via 
understanding the various UX practices or UX Ingredients presented in this 
primer. 

About this Minimal Viable UX Primer
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Before we dig into the eight UX Ingredients, it’s important to understand the 
concept of the Product Lifecycle.

Every business, whether a large company or a startup like yours, goes through a 
process of developing an idea into a business.  This is the Product Lifecycle. 

By understanding which phase best fits your startup, you’ll be better equipped 
to understand your unique UX Recipe.

Let’s go over these specific phases now.

The Product Lifecycle
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Discovery - In this stage, you’re forming an initial concept of what problem or 
need your startup is trying to address, while gathering information on your 
potential customers and what combination of features best meets their needs.

Design - You understand what the primary purpose, target market, and initial 
features of your product might be, but how you’re going to achieve your goal is 
still unknown.  In this phase, you’re creating and assessing potential concepts, 
reducing risk, and building a path to execution.   

The Product Lifecycle - Phases 1 & 2
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Develop & Test - In this phase, you’ve 
got a design plan and strategy in 
place and you’ve engaged developers 
to start creating your product, which 
you should be testing for usability, 
bugs, and defects.  It’s important to 
delay this phase as long as possible as 
coding, testing, and pivots become 
more expensive as time goes on.

Launch & Observe - You have a live product that you’ve released to users 
in your target demographic.  Now, you’re engaging with your community, 
monitoring performance, and collecting feedback on future features and 
improvements before re-entering the Design phase and restaring the cycle.

The Product Lifecycle - Phases 3 & 4
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Print and cut out the sheet of scorecards on 
the next page. 

First, indicate what phase of the Product 
Lifecycle best fits your startup, then indicate 
the importance of each UX ingredient as you 
go through this Primer to determine your 
startup’s unique UX Recipe.

Share extra scorecards with teammates, 
partners, or co-founders.  Go through the 
Primer together, then compare results!  The 
discussion with your team could be quite 
eye-opening!

Want to save trees?  Submit your scorecard online using this handy
SurveyMonkey link!  It will submit your results directly to AMPED-UX so we 
can provide better service to you!  

Your Minimal Viable UX Scorecards

https://www.surveymonkey.com/r/K9285T8
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User Stories are powerful tools to 
define the purpose of your start-up from 
a customer-centric perspective.  Like 
mission statements that describe 
features (both big and small), they tend 
to appear using following format.

“As a <end user> I would like <app, 
feature, product> that <solves 
problem> so that <desired end-user 
value or result is produced>.”

Make sure you’ve given thought to who 
you’re designing a product or service for, 
what user problem you’re trying to solve, 
how your startup will fix it, and how you 
will measure success.

Before You Start, Write Your User’s Story
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User Research is the first and arguably 
most important of UX Ingredients, but it’s 
often the most neglected.  Many startups 
make the mistake of assuming research is 
too expensive or time-consuming to do.

Ignore it at your peril!  It’s deceptively easy 
to make incorrect assumptions and invest 
resources into making a product for 
yourself, instead of for your customers.

You are not your user, so do your User 
Research!

User Research is the process of talking to and observing users, subject experts, and 
stakeholders to collect both Quantitative data (numbers) and Qualitative data 
(feelings, thoughts, opinions) about required features, as well as user emotional 
needs and responses when they interact with your product or service.

UX Ingredient #1 - User Research
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An artifact is something that you uncover 
through conducting research.  A Persona is a 
type of artifact that represents a fictional 
user, created from online surveys or in-person 
interviews with users matching your target 
market.

Personas can illustrate the most common data 
or trends about users’ habits, personality 
types, goals, wants, limitations, concerns, 
behaviors, or the media and electronic devices 
they prefer.  Create and share it with your 
team to clarify who your users really are. 

Search online for Persona examples or print the template on the next 
page.

User Research Artifact #1 - Personas



Extrovert

iNtuition

Feeling

Judging

Introvert

Sensing

Thinking

Perceiving

 _____%
_____%
_____%
_____%

 _____%
_____%
_____%
_____%

Favorite Devices

Leisure Habits Career

Persona Bio

Goals

Limitations 

Wants 

Product “Must-Do’s”

Product “Must-Never’s”

Device 1

1
Device 2

2
Device 3

3

?
Persona Name  Meyers-Briggs Archetype
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Journey Maps are timelines of feelings and interactions illustrating:
 
- What “touchpoints” users have with your brand or product
- User tasks (what they have to do) vs. Goals (what they want to do)
- How user emotions change during interactions with your products 
  (aka - Empathy Maps)
- Solutions that align business objectives to user needs
- Delightful WOW moments (”Moments of Truth/Magic”, etc...)

Create Journey Maps with teammates and stakeholders to build consensus 
and understanding around the reasons why solutions are needed, instead of 
fixating on what the superficial layout or visual elements are.  
Evangelize Journey Maps within your startup to illustrate your UX Strategy.  

Share & RecommendEnjoyBuyAnticipate & LearnDiscover

User Research Artifact #2 - Journey Maps
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When doing surveys or interviews with users, it’s crucial to phrase your 
questions in an unbiased, non-leading way to get the most accurate data.  

Consider this.  If you ask, “How 
awesome was the app you just tried?”, 
what if the user didn’t like it?  Asking 
that question this way skews replies 
and users might be too polite to tell you 
otherwise.  A better, more open-ended 
question would be “What kinds of 
feelings did you have while using the 
app?”  That’s a less biased, more 
value-neutral way of getting the data 
you need.

The most important thing is to establish trust, comfort, and empathy to get 
users to open up.  Don‘t forget to ask “What else haven’t talked about that you’d 
like to share?”  Letting them drive the conversation for a bit can be both 
insightful and valuable!

Asking Effective & Unbiased Questions
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#1 - Pick the right Artifact - If you have an existing product on the market or 
are in the later phases of the Lifecycle, it’s better to test for Usability or make 
Journey Maps to revamp an existing product than forming a Persona.

#2 - Beware the Observation Effect - You can use online surveys and 
interviews to conduct usability research, but users’ memories can be unreliable 
or wrong.  Even worse, they may tell you what they think you want to hear!   

#3 -Watch & Learn with Contextual Inquiry - The most effective thing is to 
watch users interacting with your product while encouraging them to them 
voice their thoughts, recording it if possible.  This is called Contextual Inquiry.

#4 - Try an A/B Test - Split your test groups up and change one property or 
aspect of your product, then compare the results.  This can determine if an 
unproven or risky feature has the desired end-user effect by comparing it to a 
control group.

Four Tips for Effective User Research
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Don’t stop at gathering data about your users thoughts, habits, needs, and 
feelings; you also need to understand the landscape in which your product will 
launch.  Competitive & Comparitive (C&C) Analysis can illustrate what your 
competitors are up to.   While improving on existing products and services can 
be a viable strategy, consider the merits of differentiation and catering to 
uncontested, under-served, niche markets.  Market analysis will identify such 
opportunities, but keep in mind the following:

Don’t just point out strengths, weaknesses, 
opportunities, and threats (aka SWOT 
Analysis).  Clarify what features your product 
has in common with others, as well as what 
makes you stand out.

Gather data and metrics.  This includes unit 
sales, social media engagement metrics, release 
dates, product reviews, and more.  

How to Analyze the Market with Research
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User research should be a "feedback loop" that's up and running through all 
phases of the development lifecycle, not just up-front.  It’s a common 
misconception that there isn’t time or money for User Research, but this is 
often not the case.  While the type of User Research you do may depend on 
where your startup is within the Product Lifecycle, no matter what, it’s always 
important to "get out of the office" and talk to real users.

When to do User Research
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• UX Booth’s Beginner’s Guide to UX Research

• How to Narrow Your Focus and Form a Persona

• UX Mastery’s How to Create a Customer Journey   
    Map

TASK TIME
Mark how important User Research is to your startup on your 
Minimal Viable UX Scorecard

More Resources for User Research

Click the links to learn more!

http://www.uxbooth.com/articles/complete-beginners-guide-to-design-research/
http://uxhelps.com/2016/06/narrow-aim-when-designing-for-masses/
http://uxmastery.com/how-to-create-a-customer-journey-map/
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Content Strategy is the practice of 
determining how best to produce and 
leverage information (text, images, 
graphics, audio, and video) across 
different delivery channels, (blogs, email, 
social media, online video sites, even tv 
ads and print) to connect with your 
users.  

If you’ve heard the phrase, “Content is 
king!” it’s because Content Strategy is 
how you connect your startup to your 
users’ emotional needs to fulfill your 
business objectives.

UX Ingredient #2 - Content Strategy
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Search Engine Optimization 
(SEO) is a content strategy 
that involves tweaking the 
HTML, text copy, and file 
naming conventions used on 
a website to improve search 
engine rankings.  This 
increases the likelihood that 
users will be directed to a 
specific website when they 
search online for different 
topics.

Video is one of the most 
effective types of content to 
connect to users.  Say your 
startup is using Youtube to 
host videos, but most of the 
clips are poorly edited or 
narrated.  A content 
strategy might be to audit 
and rate all the clips on the 
channel and only include 
high-quality ones that 
adhere to certain branding 
guidelines.  

A potential content strategy 
for a blog would be to 
author the text copy in a 
way to faciliate porting or 
repackaging the content 
into a format suited for 
publishing the blog articles 
as a physical book or a 
digital e-book.

Three Examples of Content Strategy



26

It’s easy to get wrapped up in product 
development and overlook selling your brand.  
You product, app, or service isn’t helping your 
users (or your business) if no one knows it exists.  
This is why you need a Content Strategy, but 
what does it look like?

A Content Strategy could include a calendar 
that defines what types of content you’re 
publishing and when.  Frequent, high-quality 
updates to your website or blog convey value 
and attract users.  They’ll share this content on 
social media, especially if you have a compelling 
story or mission that resonates with them.

Don’t forget to invest proper, quality time into documenting your Content 
Strategy.  Your team (and ultimately, your business) will appreciate it!

Why Do You Need a Content Strategy?
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There is no shortage of buzzwords in UX.  If you haven’t heard of Growth Hacking, it’s a 
form of Content Strategy that leverages social media and low-cost marketing methods to 
acquire and retain customers through rapid yet sustainable iterations.  It‘s popular with 
startups because it focuses on how your customer acquisition methods work and helps 
you make quick pivots based on data about your users.

Growth Hacking is most effective when it closely 
aligns marketing with development.  Growth 
hackers bake marketing-centric features into 
their high-level product requirements, UX 
designs, and product strategies.  Think like a 
growth-hacker - it could be valuable for your 
start-up!

Examples of Growth-Hacking inspired UX design features include sharing content from 
within your product on Social Media, or rewarding existing users for encouraging their 
friends to sign-up or engage with your app.

What is Growth Hacking?
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Journey Maps  can also be an effective part of your Content Strategy.  Use 
journey maps to illustrate flaws or deficiencies in your user acquisition methods 
or funnels.  Research users to understand how they find and connect with your 
brand, then identify friction points and offer solutions to alleviate problems and 
promote delightful interactions. 

Content Strategy & Journey Maps
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Like User Research, you should apply Content Strategy throughout the 
Product Lifecycle, as you always need to be marketing and selling your 
product. User Research should inform what types of social media or content 
connects most effectively with users.  Your Content Strategy also dictates 
how users interact with your product once launched.  These channels can feed 
requirements for future iterations of the Lifecycle. 

When to Use Content Strategy
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• 6 Reasons You Need a Content Strategy

• Content Strategy & UX - A Modern Love Story

• Moz Blog’s Content Strategy Template

• Harvard Business Review - Content Strategy         
    Doesn’t Have to be Complicated

TASK TIME
Mark how important Content Strategy is to your startup on 
your Minimal Viable UX Scorecard

More Resources for Content Strategy
Click the links to learn more!

https://www.krusecontrolinc.com/reasons-need-content-strategy/
http://uxmag.com/articles/content-strategy-and-ux-a-modern-love-story
https://moz.com/blog/content-strategy-template
https://hbr.org/2016/05/your-content-marketing-strategy-doesnt-have-to-be-complicated
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Information Architecture (IA) is the
organization of shared data and 
interactions.   When you have both 
internal and external end-users, you may 
need to create several assymmetrical 
environments to support everyone’s 
needs.

In this context, you could consider an 
environment to be one of several 
standalone user experiences, such as an 
app or website dashboard. 

If you have a large organization, chances 
are that you may need IA to develop 
several end-user experiences to support 
your UX Strategy.


010
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UX Ingredient #3 - Information Architecture
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Think about the architectural plans for a museum 
and all of the internal systems to design, such as 
electrical, lighting, plumbing, and security.

The user experience that a member of the public has 
when walking through the front door, checking out 
an exhibit, and buying a souvenir would be 
completely different than what the Head of Security 
has, right?  Think about where that person enters 
the museum and the types of interactions and 
information they have at their disposal...

Like the blueprints that define multiple paths into the 
museum, Information Architecture organizes all the 
systems, interactions, and data to support multiple 
user experiences.

An Information Architecture Metaphor
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Let’s say your startup is creating a mobile 
app for enthusiast car drivers to sell auto 
accessories.  This app is an end-user facing 
experience.

What if you have a customer service team?  
Don’t they also need access to customer 
orders?  Wouldn’t they need a separate set 
of tools to do their job?  What would they 
need to provide your customers with the 
best possible service? 

Information Architecture helps you 
anticipate needs like this and design UX 
for multiple end-users so all parts of your 
business can function in harmony.

Why is Information Architecture Important?
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Charts can be helpful artifacts to illustrate the different moving parts of your 
Information Architecture and show how they’re organized to 
interact with each other and serve the needs of multiple end users.

Information Architecture Example Chart
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There’s different types of exercises and 
artifacts to clarify and prioritize your 
IA needs, especially to generate sitemaps 
for large websites. 

Besides surveys, one exercise to try is 
Card Sorting.  This is where you take cards 
describing topics, features,  or content, 
and ask actual users to organize them in a 
way that makes sense to them. You can ask 
users to determine the groups themselves 
(open sort) or provide them with 
predetermined groups (closed sort). 

Also consider researching online tools or 
services, such as Treejack from Optimal 
Workshop.

How to Generate Information Architecture
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Sometimes research indicates users have different priorities from the 
features that internal developers or stakeholders want.  To mitigate these 
situations and build consensus around development roadmaps, try 
prioritizing features with your team using these interactive exercises.

Value vs Risk - Plot features on a 2D 
line graph using Value and Risk as 
your X & Y axis.  Determine the value 
and risk numbers “auction-style” for 
each feature until all participants 
agree.  Then, do the high-value, 
high-risk stuff first, and cut the 
low-value, high-risk things.   

MoSCoW Method - sort features 
based on whether they are 
Must-Have, Should-Have, 
Could-Have, or Won’t-Have.

More Methods for Feature Prioritization
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If your project is simple or small in scope, a UX Designer or Researcher 
might be able to take care of your Information Architecture needs.    If your 
project has multiple personas or large distributed teams and departments, 
then IA is more important.  Front-load IA efforts during Discovery, before 
any major coding or development efforts begin.  IA should occur in parallel 
with User Research and Content Strategy and precede or run in parallel 
with UX Design.  If you’re revamping or iterating on an existing product, IA 
may also prove useful.

When to Use Information Architecture



38

• UX Matters - Information Architecture in Review

• UX Booth’s - Beginners Guide to Information 
    Architecture

• The Ultimate Guide to Information Architecture

TASK TIME
Mark how important Information Architecture is to your 
startup on your Minimal Viable UX Scorecard

More Resources for Information Architecture
Click the links to learn more!

http://www.uxmatters.com/mt/archives/2016/02/information-architecture-in-review-part-1.php
http://www.uxbooth.com/articles/complete-beginners-guide-to-information-architecture/
http://www.webdesignerdepot.com/2015/02/the-ultimate-guide-to-information-architecture/
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UX Design is the process of taking 
all the requirements, features, and 
constraints informed by other UX 
practices and starting the process 
of defining the moment to 
moment experiences and 
interactions users will have with 
your product.  

Remember that all forms of design 
represent the process of solving 
problems for real people.  
This applies whether you’re 
designing software, consumer 
products, or industrial goods.  UX 
Design is no different.

UX Ingredient #4 - UX Design
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Wireframes are a common UX Design 
artifact.  These are diagrams or flow 
charts that illustrate potential 
arrangements of inputs, like buttons or 
widgets, as well as outputs or feedback 
elements, like images, text, and 
animations.  

When creating wireframes, UX 
Designers create solutions so users 
aren’t overwhelmed or confused when 
trying to achieve goals.  Creating
Journey Maps is a good foundation for 
wireframing because it identifies the 
high-level user tasks, goals, and friction 
points to design around.

UX Design Artifacts - Wireframes
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There’s no shortage of UX 
Design tools.  Some of the more 
popular ones include:

- Sketch
- Axure
- Invision
- Omnigraffle
- Balsamiq Mockups
- Adobe Illustrator
- Adobe XD
- Microsoft Visio

...and more!  The key thing is to use the tool that communicates ideas rapidly.  
Focus on functionality, the relationships or “flow” between screens, and how you 
organize information and interactions, not on “look & feel” or aesthetics.

Popular Tools for UX Design
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Wireframes can be challenging to follow, 
time-consuming to maintain, and difficult to 
assess for usability.  For teams following 
Lean or Agile methods, it can help to run UX 
Design a few “sprints” ahead of 
development, or to consider other methods, 
such as “designing in the browser” or using 
rapid prototyping tools. Even good ol’ pencil 
and paper works! 

The idea is not to skip over UX Design, but 
to alternate methods to communicate the 
moment-to-moment UX and how a UX 
Design solves real user problems. 

When Wireframes May Not Work...
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UX Design should always run ahead of functional development or programming, 
but  after some inital end-user research and discovery has been done.

You may also need to wind up UX Design efforts after you’ve done an initial 
launch and are starting a new round of the Development Lifecycle.

When to Use UX Design



44

• What Makes a Good UX Designer?

• The Difference Between UX and UI Design

• Wireframes are Dead, Long Live Wireframes

TASK TIME
Mark how important UX Design is to your startup on your 
Minimal Viable UX Scorecard

More Resources for UX Design

Click the links to learn more!

https://uxdesign.cc/what-makes-a-good-ux-designer-6959ab22f4e8#.wyfa4tjfr
http://blog.careerfoundry.com/ui-design/the-difference-between-ux-and-ui-design-a-laymans-guide/
http://zurb.com/article/898/wireframes-are-dead-long-live-wireframes
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UX Prototyping is a specialized form 
of UX Design.  

The idea is to take ideas and 
transform them into semi-functional, 
interactive products as rapidly as 
possible, then use whatever findings 
or learnings you can get to inform 
next steps.

Even better, there are many tools out 
there to prototype that don’t involve 
knowing how to program or write 
code.  Isn’t technology cool?



UX Ingredient #5 - UX Prototyping
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Prototypes prove or disprove your team’s
initial assumptions.  It’s critical to mitigate 
risks as a start-up, and coding features is 
expensive, so it’s easier, faster, and smarter to 
learn and pivot on a quick prototype.   

Also, a prototype is not your product!  During 
prototyping you may cut corners to get it 
done fast.  Building on hastily-built 
foundations is risky for real development, so 
consider starting from a clean slate once 
you’re done prototyping. 

UX Prototyping combined with User Research is also a powerful combo to 
save your start-up money and time.  These processes take ideas out of the 
realm of theory and gets them in front of real users for further evaluation and 
decision making.  This can ultimately, reduce costs and risks.  

Why Should You Prototype?
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Although you can use HTML and CSS 
for UX Prototyping, it’s not always 
the fastest way, especially if writing 
code is challenging for you.

The good news is that many tools for 
UX Design and wireframing work for 
interactive prototyping, including 
InVision, Axure, Sketch, and many 
more!  

Many of these tools also offer free or 
time-limited trials, so give them a 
shot and see how much fun it is to 
bring your UX Designs to life through 
prototyping! 

Popular Tools for UX Prototyping
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UX Prototyping should precede Development and should occur as early and 
often as possible, especially if you bypass the UX Design phase or artifacts.  If 
there are differing ideas about a new or potentially innovative feature, there’s a 
good chance that it may be confusing for end-users, so Prototype in parallel with 
User Research.   

When to Use UX Prototyping
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• What a Prototype Is (and is Not)

• The 7 Best Tools for UX/UI Prototyping in 2016

• A Beginner’s Guide to UX Prototyping

TASK TIME
Mark how important UX Prototyping is to your startup on 
your Minimal Viable UX Scorecard

More Resources for UX Prototyping

Click the links to learn more!

https://uxmag.com/articles/what-a-prototype-is-and-is-not
https://blog.prototypr.io/the-7-best-prototyping-tools-for-ui-and-ux-designers-in-2016-701263ae65e8#.te8n92atv
http://www.webdesignerdepot.com/2016/04/the-beginners-guide-to-ux-prototyping/
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Visual Design (also called UI or User 
Interface Design) is the process of using 
fonts, typography, color theory, 
composition, and iconography to 
establish or reinforce a product’s visual 
impact.

Wireframes are often dry and 
unappealing.  Your Visual Design 
choices should be informed by your 
User Research and align with your 
Content Strategy to maximize your 
appeal to your target audience.

UX Ingredient #6 - Visual Design
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Think about the chassis or framework for a car.  Sure it has the basic 
components to function, such as the engine, wheels, brakes, powertrain, 
etc...but it’s just a metal skeleton lacking in excitement or feeling.

Visual Design is like adding all the aesthetic elements that make a chassis into 
a fun car that is both usabie and desirable.  It’s unlikely that you’d want to buy a 
chassis, but it’s easy to see that adding these elements transform functional 
designs into something that resonates with your customers on an emotional 
level.

A Metaphor for Visual Design
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User Experience (UX) represents all of the
intended interactions and emotions a user has 
with your starup, including all the planning, 
research, and strategy needed to make it happen.

User Interface (UI) represents the actual systems 
of input, interaction, and feedback in your 
product or service, including the assets.  Think of 
it this way...

- UI is what users see and touch.  UX happens in 
the user’s head.
- UI is how something looks, UX is how it works.
- UI is a manifestation of the intended UX.

While good UI or Visual Design will never 
compensate for bad UX, it can elevate a UX 
Design from good to great.

What’s the Difference between UI & UX?
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Mood Boards - Collages of colors, fonts, and 
inspirational images to establish the general look, 
feel, and guidelines for Visual Design.

Style Guides - Establishes the appearance of 
commonly used UI elements, like buttons, 
headers, and icons.

Pattern Libraries - A spreadsheet-based audit of 
an existing interface to document the usage of all 
UI elements or widgets. 

Mockups - Visual illustrations of functional 
wireframes (informed by Style Guides and Mood 
Boards) that show how a screen or interface will 
appear in the final product.

Visual Design Artifacts
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Some Visual Design artifacts can be created independent of UX Design, like 
Mood Boards or Style Guides.  These should occur after some User Research 
and Content Strategy has been established.

As time goes on Visual Design needs to augment, follow, and support UX Design.  
Making mockups of wireframes too early can waste time and effort, so it’s best 
to wait on Visual Design as long as possible until the underlying UX design is 
solid.

When to Use Visual Design
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• How to Find the Visual Designer of Your Dreams

• 10 Basic Elements of Visual Design

• Typography Rules Every Designer Must Know

• How to Create A Mood Board

TASK TIME
Mark how important Visual Design is to your startup on your 
Minimal Viable UX Scorecard

More Resources for Visual Design

Click the links to learn more!

http://www.bigbrandsystem.com/hire-graphic-designer-part-1/
https://creativemarket.com/blog/10-basic-elements-of-design
http://www.creativebloq.com/typography/what-is-typography-123652
http://blog.hubspot.com/agency/mood-board-tools#sm.0000k8xh784zke3mtqn19wcxm7d56
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Like UX Prototyping, Interaction 
Design (IxD) is a specialized subset of 
Visual Design that deals with making 
user inputs and moments of 
interaction as useful and emotionally 
resonant as possible.     

Interaction Designers achieve this 
using animations, audio, visual 
effects, motion design, or other forms 
of feedback to enhance interactions, 
making them more appealing and 
delightful.  

UX Ingredient #7 - Interaction Design (IxD)
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A linear Disneyland ride qualifies as a user 
experience.  It’s designed so you receive 
certain audio & visual information at key 
moments, but aside from getting inside the 
car or boat that carries passengers, there is 
little to no input or interaction.  It’s a passive 
experience.

Contrast that to pushing a button to turn on 
your car or laundry machine.  Think of all the 
sounds and lights that occur in response to this 
action and how you receive feedback to 
understand how things work or what’s going 
on... 

This is how user experience and interaction 
design relate to each other or differ. 

Interaction Design vs. User Experience
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Many of the tools we’ve already 
discussed for UX design and 
Prototyping can be used for 
Interaction Design, such as
InVision, Axure, and Sketch.  

However, in some instances, tools 
from other industries could be 
appropriate, especially if 
animation is involved.  This could 
include Adobe After Effects or 
even Adobe Flash.

Also, consider using audio 
programs to enhance your 
interaction designs and augment 
user feedback and emotions. 

Popular Tools for Interaction Design
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Interaction Design happens later in the Product Lifecycle, when there’s greater 
certainty about requirements and Visual Design.  It doesn’t make sense to invest 
in polished and refined interactions if you’re still in Discovery or working on 
throw-away prototypes.  

It’s also possible that a UX or Visual Designer on your team can handle your
Interaction Design needs using existing wireframing and prototyping tools.  

When to Use Interaction Design
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• UX Booth’s Beginner’s Guide to Interaction Design

• 7 Valuable Interaction Design Tools Reviewed

• First Principles of Interaction Design

TASK TIME
Mark how important Interaction Design is to your startup on 
your Minimal Viable UX Scorecard

More Resources for Interaction Design

Click the links to learn more!

http://www.uxbooth.com/articles/complete-beginners-guide-to-interaction-design/
https://www.hyperisland.com/community/news/7-valuable-interaction-design-tools-reviewed
http://asktog.com/atc/principles-of-interaction-design/
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Gamification adds elements of 
game theory into a product so it 
recognizes and rewards desired 
patterns of user behavior.  This 
boosts long-term user engagment 
and improves habitual use
over time.

Gamification is not necessarily a 
component of all UX products, but 
under the right circumstances, it 
can benefit a variety of projects 
and start-ups across industries 
and demographics. 

!!

UX Ingredient #8 - Gamification
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#1. Behaviors - Identify the desired patterns of interactions and 
habits you want users to engage in over time.

#2. Goals - What will your users work towards when they engage 
in desired interaction habits?

#3. Choices - To quote game designer Sid 
Meier, “games are series of interesting 
choices”  that can deepen feelings of
engagment and personalization.  What 
choices will your users make?

#4. Progression - How do users measure 
progress towards completing goals?  
Elements include experience points, charts, 
or graphical progress bars.

#5. Rewards - What will users earn once they achieve your 
intended goals?  Include trophies, badges, achievements, in-app 
currency, or access to new features.

Five Elements of Gamification
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Duolingo uses 
gamified elements 
of progression and 
currency-based 
choices to make 
learning new 
languages fun and 
addictive.

EpicWin gamifies 
personal “to-do” lists 
by wrapping it up in a 
character-based 
fictional adventure 
where you gain 
points for completing 
tasks.

Khan Academy uses 
progression bars and 
branching trees to 
gamify the process of 
personal learning in a 
variety of subjects.

Three Gamification Examples
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Gamification is most effective when integrated early if the Discovery phase 
identifies a need for the habit-forming benefits it provides.  To implement 
gamified elements, you’ll not only need to define the data you’re tracking about 
users, but a Gamification designer will need an interface or Dashboard to add 
content and tune these elements.  Information Architecture is helpful in this 
case.  Gamification also needs User Research to asses user feelings of 
achievement, progress, and connection, which informs tuning and refinement.  

When to Use Gamification
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• Mashable’s How Gamification is Re-Inventing 
Everyday Life

• Entrepreneur’s 6 Ways to Gamify an App

• 10 Gamification Techniques for Startups

TASK TIME
Mark how important Gamification is to your startup on your 
Minimal Viable UX Scorecard

More Resources for Gamification

Click the links to learn more!

http://mashable.com/2011/07/28/gamification/#XQ.5AztAEkqS
https://www.entrepreneur.com/article/237891
http://thestartupvideos.com/uncategorized/gamification-techniques-for-startups
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Now that we’ve gone through 
all the UX ingredients, 
compare your Scorecards 
with your teammates.  
What’s different?  What 
came out the same?  Does 
your team have a shared 
consensus on your UX needs?  
If not, why? 

We hope this process and these discussions will help you understand what 
the different components of User Experience are and what’s most applicable 
to your startup’s unique needs.  Use this information when recruiting UX 
designers or evaluating UX resources for your team.  It will help you navigate 
risks and ultimately, focus efforts on creating successful, user-centered 
products that deliver real value and delight to your customers. 

Conclusion - What’s Your UX Recipe?
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AMPED-UX is a UX Product Strategy 
consultancy, focusing on providing UX 
Design and Gamification services for 
Virtual/Augmented Reality,  mobile, web, 
and digital marketing clients and startups.  

Our founder, Edward Moore, is a 15+ year 
veteran of the retail video game 
industry, where he served as a designer, 
producer, and programmer for blockbuster 
franchises including MEDAL OF HONOR, 
LORD OF THE RINGS, SONIC, and more.

Edward started AMPED-UX to transition to 
independent, self-employment and to 
support the startup and UX communities in 
Southern California with his experiences in 
UX and product design.

About AMPED-UX
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Looking for help with Gamification, UX design, Product Strategy, 
or VR/AR?  Have questions or feedback?  Contact us today!

Web:  http://amped-ux.com
Twitter: @ampedux

Email:  info@amped-ux.com
Phone:  424-232-8343 

How to Contact AMPED-UX

http://twitter.com/ampedux
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