
Human Factors 
and Ergonomics User-Centered 

Design (UCD), 
Human-Centered 

Design Design Thinking

Activity-centered 
design

Jobs to be done

Lean UX

Agile Design 
Sprints

Focused on design 
ideation.

Focus on user goals 
and needs.

The application of 
psychological and 

physiological principles to 
design.

UI DesignUX Design
Information 
Architecture

Interaction 
Design

UX TERMINOLOGY QUICK REFERENCE

UX RESEARCH AND STRATEGY

DESIGN METHODS

Visual or Graphic 
DesignPrototyping

Industrial Design

PROCESSES AND FRAMEWORKS

Design of physical 
products and devices.

2010

2009

Service Design

1960s, ~2005

1982

1986

Design of customer 
services.

Customer 
Experience (CX) 

Design

Design of experiences 
across chanels.

Focused on user 
tasks.

2010

Focused on 
outcomes.

Outcome-driven 
Innovation

Activity Theory

Lean 
Manufacturing

Agile 
Development

     Focused on speed 
and  working within 
Agile dev process.

Focused on innovation, 
speed, and 

hypothesis-testing.

1960s
2001

19th century

1999

2013

Market Research

18th century

Focus on users and 
context of use. Focus on organizing 

information
Focus on behavior of 

interactive UI elements. 

Focus on iterating 
through early versions 

of UI.

Focus on layout and 
look and feel.

Focus on branding and 
look and feel.

Lean Startup

2008



User Profiles Personas
Assumptive 
Personas or 

Proto-personas

StoryboardUX Comic

Agile User Story
User Journey 

Maps
Customer Journey 

Maps

Usability Testing

Task Analysis

User Testing

   User archetypes 
based on research.

     User archetypes 
based on team 
assumptions.

Focused on market 
segments and 
demographics.

User Scenario or 
UX Story

Contextual 
Research / Field 

Research UX SurveysUX Focus Groups

Co-Design 
Workshop

UX RESEARCH AND STRATEGY

Business 
Ethnography

Diary Studies

Job to be done

Guerilla Testing, 
Lean Usability 

Testing

Lean hypothesis

Site Visits

Focus on goals and 
needs and design 

feedback.

Focus on user 
participation in design 

process.

Design Workshop

Focus on team or 
stakeholder 

collaboration.

Focus on past behavior  
and/or demographics rather 

than attitude or opinion.

Research focused on 
context of use, usually 
conducted in the users' 

own environment. 

Simplified usability 
testing, often 

unmoderated or 
conducted online.

Fast usability 
testing, usually 

conducted in the 
field. 

Discount Usability, 
RITE Method.

Fast, iterative 
usability testing.

Narrative 
descriptions of user 
interactions with a 

system.

Illustrates process of 
user interactions with 
a system over time.

Illustrates process of 
customer interaction with 
multi-channel system or 

service.

Stories in comic-strip 
format.

Process visualization 
origina

Ethnographic 
techniques applied to 

design research. 

Observational research 
conducted at customer's 
place of work or point of 

service. 
Longitudinal or 'slice of life' 

research, usually 
conducted using survey or 

mobile feedback tools. 

Scenario or task-based 
feedback using think-aloud 

protocol.

Process 
visualization of 

user's interactions 
with system.

As [type of user], I 
want [goal] so that 

[reason].

I believe [target market] 
will [do this action / use 

this solution] for [this 
reason]. 

[ When [_____ ] I want 
to[ _____ ] so I can 

[_____ ]


