UX Skills

Core Skills and Soft Skills



' Why Core Skills?

In the Career Ladder

* These are the baseline skills you are expected to have
as a successful UX / Ul Designer

* Mastery and additional learning is expected as you
maove up IN your career

» Core Skills — enable you to do the job

Q2
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Why Soft Skills?

Critical for Job Success

85% Job Success is from well-
developed soft- and people-skills

15% from technical skills and
knowledge

Soft Skills — enable you to succeed

https://www.nationalsoftskills.org/the-soft-skills-disconnect/

~ Soft Skills
Disconnect

Research conducted by Harvard University,
the Carnegie Foundation and Stanford Research Center,
has all concluded that
85% of job success comes from having
well-developed soft skills and people skills,
while only 15% of job success comes from technical
skills and knowledge (hard skills).

NEEDS

‘15% Hard Skills
85%

Soft Skills

In 2010 employers spent
$171.5 billion on employee training and
27.6% of those training dollars was on soft skills.

Hard Skills
‘% Soft Skills

ACTUAL DOLLARS SPENT


https://www.nationalsoftskills.org/the-soft-skills-disconnect/

Q2

Core Skills and Knowledge

Q2 UX Designer Career Ladder

* Interaction Design

* |Information Architecture
e Usability

* Communication

* Corporate Design Mission
* Additional

Multi-device design

SDLC + Agile

Visual Design

Content Management

User Research

Accessibility

Front-end Development (HTML & CSS)

Basic Knowledge/Familiarity > Strong Foundation > Expertise > Mastery

Org Design for
Design Orgs

NNNNNNNNNNNNNNNNNNNNN -HOUSE TEAMS

Peter Merholz & Kristin Skinner
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Interaction Design

Workflows and screens

The structural design of software interface, supporting a

user’s flow through a system and ability to successfully
interact

Methods/Deliverables - sketching/whiteboarding; wire
frames, screen-flow diagram, workflows, journey maps,
mockups, prototypes
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Information Architecture
Ordering data

Structuring content, developing taxonomies, crafting
navigation and formulating other activities that make
information accessible, usable, and understandable

Methods/Deliverables: card sorts, affinity
maps, glossaries, site maps




Usability

Body of Knowledge

 Understanding the theory and best practices, body of
nowledge

 Understanding heuristics

 Knowing which Research methods to apply

* How to synthesize and report findings

Usability Body of Knowledge

Contact | Login [~ Volunteer

https://www.usabilitybok.org/

What is Usability?

Usabllityis the degree to which something - software, hardware or anything else - s easy to use and a good fit for the
people who use it.

« Itis aquallty or characteristic of a product.

We need the help of volunteers to « Itis whether a product s efficient, effective and satisfying for those who use it

refine and extend the content. If you « Itis the name for a group of developed by usabilty to products. See the
are interested in contributing, please Methods section for more information.

1ill out the volunteer form.

Usability as a professional discipline

- . Usabilty, which s a dimension of User Experience practice, is an approach to product development that incorporates direct
R user feedback throughout cyce in order and d tools that meet user

needs,

Two International y

A Project of

« *[Usabllity refers to] the extent to which a product can be used by specified users to achieve specified goals with
" UXPA effectiveness, efficiency and satisfaction in a specified context of use.” - ISO 9241-11
7 The User Experience « "Human-centered design is characterised by: the active involvement of users and a clear understanding of user and task
Professionais' an approp of users and technology; the iteration of design solutions; multi-
Association disciplinary design." - ISO 13407



https://www.usabilitybok.org/

Communication

Fundamental Skill

* Clear/Professional Written and Verbal Communication
* Design Specs/Rationale in Confluence & Jira
e Research Reports, Email, Slide Decks, Abstract comments,

meetings, presentations, customer calls, video, etc. R O
. . rticulating
 Grammar, knowing the audience, structure, tone, body Design
language, etc. Zc L

diders,
anity,
the Best

Storytelling to present the vision %‘gg;%'r"“g

Defining, Designing, and Selling
Multidevice Products

OREILLY"

Q2

Anna Dahlstrédm
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Corporate Design Mission

Knowing who we are and what we do

Understanding of department and corporate
design mission and implications on product
positioning, profitability, and performance

Definition: Execution:
Articulate strategy and develop plan, Working through tradeoffs to deliver optimal
aka, “Build the right thing." solution, aka, “Build the thing right

Customer Experien Prototype Flesh out
— empathy Ideation strategy solutions solution Refine
Initial 1 PR Pl I Ship
Insight Undeistand  Product  Prototype Sketch Test User Build
hemariet  stategy &Q\'? options  prototypes et
tb’}b °§\\% /9/
Yy S ey S
&) & )
%, Qé\{\\ ) ©
Analyze
Design makes strategy concrete Design supports delightful, engaging experiences

y.
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Additional Core Skills

Showing progress in your field

Learning > Capability > Strong Knowledge > Advanced
Knowledge > Expert Knowledge
Adding more skills as you advance:

. E.g. UX Il: Demonstrates capability in 2 of the areas
UX IV: Demonstrates advanced knowledge in 2 areas, and capabilities in 2 others

e Multi-device design * User Research

« SDLC + Agile e Accessibility

e Visual Design * Front-end Development (HTML
* Content Management & CSS)
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Multi-Device Design

Within and across modalities

Knowledge of mobile phone, tablet, desktop patterns
and constraints (iOS, Android, Windows, MacQS)
Responsive design principles

Multi-modal design: physical (branch, service design),
voice (Alexa), phone (text/app/browser), TV (10-ft
interface), desktop, tablet, etc.

“invisible Ul”, Internet of Things, contextual design




' Agile Software Development

Software Development Life Cycle @ Q2

e SDLC: understand the industry Software Development

Lifecycle process and different models (waterfall, spiral,
iterative, agile, etc.)

* Understand the Agile Scrum process we use at Q2
 Understand where UX Design fits and how to adapt

* Scrum Master / Product Owner training/certification

Q2
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Visual (+ Ul) Design

Look and Feel

Color, composition, typography, visual hierarchy, and brand
expression that present the product or service in a way that
not only is clear and approachable, but appropriately
exhibits personality

Data visualization

Design system thinking: reusable components, consistency
internally and with understanding of industry norms




' Content Management

UX/UI Writing OREILLY’
Strategic
Writing
for UX
* Clear written communication that, like good Retenton with Every Word

design, guides the user through an experience.
Much of the time, written content is the
experience, and far more valuable that the
design dress around it.

Q2 A




' User Research

Design Rationale

* Generative — conducting discovery research to understand
problems, identify new features/solutions. (interviews,
contextual inquiry, surveys)

e Evaluative — conducting user testing of software interfaces
[Usability]

* Analysis — deriving meaningful insights from research findings,
creating deliverables to document findings (journey maps,
personas, highlight reels, reports)

Q2
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Accessibility

Universal Design

Understanding why it is important
Understanding tools and how they are used (by end

users and to audit/QA software)

Legal rules and precedents
Web Content Accessibility Guidelines (WCAG) & ARIA

(Accessible Rich Internet Applications) spec

y.
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Front-end Development
Knowledge vs. Ability

Delivery of production-ready front-end code (HTML, CSS,
JavaScript). Valuable in ensuring that designs are implemented

as proposed.
Ability to inspect (e.g. Chrome Inspector) web application and

QA issues affecting presentation of your design

Designers Don’t Code — but it is important to know the medium
for which you are designing to communicate with engineers

y.
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Soft Skills

Q2



Soft Skills for UX

* Professionalism * Drawing

+ Facilitation e Embracing Pop Culture

« Confidence & Swagger « Disengaging

* Noticing « Storytelling

* Listening * Persuasion

e Understanding Cultural e Tolerance for ambiguity
Context * Humility

* Synthesizing/Pattern Matching ¢ Diplomacy

Q2 A
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Leadership Skills

Q2



' Leadership Skills for UX

* Strategy

e Empathy & Compassion
* Planning

* Mentorship

* Vision

+ Q2 Leadership Competencies

Q2




How We Lead @ Q2
Q2 Leadership Competencies

Build Engagement Deliver Results

» Collaborative Relationships * Business Understanding

* Innovation » Customer Focus

e Influence * Critical Thinking & Decision-Making
 Authenticity & Openness « Execution

 Talent Cultivation « Adaptability

QZ https://g2e.sharepoint.com/sites/Hr-Talent/SitePages/your-competencies.aspx



https://q2e.sharepoint.com/sites/Hr-Talent/SitePages/your-competencies.aspx
https://q2e.sharepoint.com/sites/Hr-Talent/SitePages/your-competencies.aspx
https://q2e.sharepoint.com/sites/Hr-Talent/SitePages/your-competencies.aspx
https://q2e.sharepoint.com/sites/Hr-Talent/SitePages/your-competencies.aspx
https://q2e.sharepoint.com/sites/Hr-Talent/SitePages/your-competencies.aspx
https://q2e.sharepoint.com/sites/Hr-Talent/SitePages/your-competencies.aspx
https://q2e.sharepoint.com/sites/Hr-Talent/SitePages/your-competencies.aspx
https://q2e.sharepoint.com/sites/Hr-Talent/SitePages/your-competencies.aspx
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Strategy

« Not just executing the how but articulating the
what and why tfor the product. Understand the
business goals. Make clear the trade-offs and
positioning within business, technical, and
customer contexts.

Q2 Leadership: Innovation, Business Understanding, Customer Focus

OREILLY’ %%,

UX
Strategy

Product Strategy Techniques for
Devising Innovative Digital Solutions




Empathy and Compassion

* Understand your colleagues and engage them
from their perspectives. Make clear other’s
interests are being taken to heart.

Q2 Leadership: Collaborative Relationships, Authenticity & Openness

Q2




' Planning

* Figuring out how a team will realize a strategy.
How to coordinate and deploy design tools and
methods to achieve desired results.

Q2 Leadership: Execute

Q2




' Mentorship

* Coach less experienced designers and improve
their practice.

* Promote design and design thinking throughout
the organization

Q2 Leadership: Talent Cultivation

Q2




' Vision

» Ability to create a narrative and representation that
makes strategy concrete and provides a north star and
inspiration for the teams building towards it. Success is
shown in how the vision catalyzes action, inspiring the
people within a company to charge forward because

they want to live in a world where that vision is made a
reality.

Q2 Leadership: Influence

Q2




