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 When? 
What? New product Mid-design Re-design 

Research 
 
Always check what is 
already known (or 
believed) and check 
assumptions. 
Use what you learn to 
inform what you do 
next. 

A 
• Who else is in this space? What do 

they do? (competitive analysis) 

• What do people do now that this 
product would make better? 
(contextual interviews) 

• What do we already do here or 
what can we add this onto? 
(background research) 

B 
• Offer your designs for feedback 

from other stakeholders/UXers. 

• Have people do specific tasks 
using a prototype (usability 
sessions) Make sure they speak 
aloud while interacting, and 
track their experiences.  

• Talk to the developers to make 
sure your ideas are feasible 
(developer feasibility session) 

C 
• Watch people use your product, asking 

questions as little as possible. Take note of 
things they struggle with, and various 
workarounds they have (including sticky 
notes!). (contextual interviews) 

• Look at your competitors for both good and 
bad ideas (competitive analysis) 

• Review feedback from tech support, bugs, 
and other sources of customer and user 
feedback within the company. 

Analysis 
 
Always organize and 
summarize findings as 
needed. What this 
means will vary on the 
purpose you are 
putting them to and 
the stage in the cycle. 
 

D 
• Share what you learned with other 

stakeholders. Get their ideas and 
perspectives (design thinking 
session). 

• Figure out the problems people 
are having, and organize and 
prioritize those (affinity map!). 

• Brainstorm on the problems that 
will be handled in this release. 

E 
• Follow-up on feedback for 

clarification and further 
discussion. 

• Meet with other stakeholders to 
discuss findings/major 
changes/major problems that 
you found. 

F 
This is like the analysis section for a new product 
– you’re trying to figure out what’s relevant 
information, where to focus, and what to do. 

Design 
 
Get as much feedback 
– user and stakeholder 
– as often as you can. 
Nothing finds glaring 
errors or confusing 
things like having 
someone try to use 
your design. 

G 
• Sketch multiple possible solutions 

from your brainstorming and own 
ideas – preferably paper sketching 
first, to catch obvious problems. 

• Use prototyping tools (like 
Balsamiq) to make relatively quick 
and easy – but easier to read than 
handwriting – mockups. 

• Use prototyping tools to create 
prototypes. 

H 
• Iterate on your design based on 

feedback from stakeholders, 
users, and others.  

• Early on, don’t be afraid to make 
large changes if needed or you 
think they might be useful – you 
can always change them again if 
user testing suggests it’s a 
terrible plan. 

I 
This is like the design section for a new product, 
except you are unlikely to have as much 
freedom.  
 
People rarely like changes to things they are 
actively using, so there needs to be a lot of 
thought and care put into any changes you make 
and how to roll them out as smoothly as 
possible. 


