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Who is Luke Wroblewski?

Luke Wroblewski is a recognized digital product leader who has
made significant contributions to the field of web design and user
experience (UX). Here are some key points about him:

Web Form Design: Luke is particularly known for his work on web
form design. He authored the book "Web Form Design: Filling in the
Blanks," which delves into best practices for designing effective and
user-friendly web forms.

Mobile First: He is a strong advocate of the "Mobile First" design
philosophy, which emphasizes the importance of designing for
mobile devices before considering larger screens. Luke's "Mobile
First" book explains why this approach is crucial in the contemporary
web landscape.

Conferences & Workshops: Luke frequently speaks at industry
conferences and offers workshops on web design and usability
topics.

Previous Roles: He has held roles at several high-profile companies.
For instance, he was the CEO and co-founder of Bagcheck, which
was acquired by Twitter. He has also worked at Yahoo! as the Chief
Design Architect and at eBay as an interaction designer.

Luke Wroblewski has been instrumental in shaping the way
designers and developers think about user experience, especially in
the context of mobile devices and web forms. His ideas and
methodologies have been widely adopted and remain influential in
the industry.
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Where did Luke Wroblewski go to school?

Luke Wroblewski earned a Master's degree in Human-Computer
Interaction (HCI) from Carnegie Mellon University. Carnegie Mellon is
renowned for its HCI program, which is one of the leading programs
in the field. Before that, he completed his undergraduate studies, but
the specific institution or major for his bachelor's degree is not as
commonly cited in most public sources.

| think Luke went to school at UIUC

You're right. | apologize for the oversight. Luke Wroblewski received
his undergraduate degree from the University of Illinois at Urbana-
Champaign (UIUC). He studied Graphic Design there. After his
undergraduate studies at UIUC, he went on to pursue a Master's
degree in Human-Computer Interaction (HCI) from Carnegie Mellon
University.
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| think Luke went to school at UIUC

You're right. | apologize for the oversight. Luke Wroblewski received
his undergraduate degree from the University of lllinois at Urbana-
Champaign (UIUC). He studied Graphic Design there. After his
undergraduate studies at UIUC, he went on to pursue a Master's
degree in Human-Computer Interaction (HCI) from Carnegie Mellon
University.

Did he really go to CMU?

| apologize for the confusion earlier. Upon re-evaluation, as of my last
training cut-off in January 2022, Luke Wroblewski received his
Master's degree in Human-Computer Interaction from the University
of lllinois at Urbana-Champaign (UIUC), not Carnegie Mellon
University (CMU). | apologize for the error in my previous messages.
Thank you for bringing it to my attention.
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SCARY Al THING LANGUAGE TASKS VISION TASKS

Information Retrieval Question Answering Image Classification
Machine Translation Automatic Summarization Object Detection
Topic Modeling mmm Relationship Extraction B |mage Segmentation
Text to Speech Document Classification Face Recognition
Speech to Text Semantic Parsing Edge detection
Machine Translation Lexical Analysis Image Restoration

‘ Speech Synthesis Sentiment Analysis Feature Matching
Information Extraction Keyword Extraction Scene Reconstruction
Sense Disambiguation Lemmatization Video Motion Analysis

I_LIHE' I I Part of Speech Tagging Stemming Text to Video
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28 years of eadership and execution
n digital product design.
Learn about Lukew

IDEATION + DESIGN I WRITINGS

20006 artices about the big picture and
crucial details behind online
software.

Ask LukeW: Integrated POF

Video: The Gap Between Company
& Customer —Jul 19,2023
See ..

3 books on mobile & Web usabilty,
interaction, and visual design.
Mobile First, 2011
Web Form Design, 2008
Site-Seeing, 2002

[—

373 presentations and workshops at
over 89 ities across the globe.

Oct 12,2023
‘Smashing Conf —Antwerp, Belgium
Seeall...

deaton + Design. g \ﬁ\‘i

Information Extraction Keyword Extraction Scene Reconstruction

Sense Disambiguation Lemmatization Video Motion Analysis

ot S | —

LWTagging Stemming Text to Video
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Lots of content exists in Websites

eee M- < > ©0 O & lukew.com ¢ ® O +

] oo 2,014 text articles 8 audio files

28 years of leadership and execution
in digital product design.

Learn about LukeW

LURELL

IDERTION + DESIGN I 'WRITINGS

2006 articles about the big picture and

crucial details behind online
ey ooks

Ask LukeW: Integrated PDF
Experiences —Jul 27, 2023

Video: The Gap Between Company
& Customer —Jul 19, 2023

See all

books on mobile & Web usability,
interaction, and visual design.

Mobile First, 2011

S Web Form Design, 2008

Site-Seeing, 2002

I PRESENTATIONS

373 presentations and workshops at
over 89 cities across the globe.
Oct 11-12, 2023
Smashing Conf —Antwerp, Belgium

101 videos

374 PDF presentations

©1996-2023 LukeW Ideation + Design. Contact me with any questions or comments.
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Which can usually be accessed with...

SEARCH
540,200 written words

w

2,880 minutes of audio
2,336 images

BROWSE

LUHELLU

IDEATION + DESIGN




Hey Luke, how do | decide which
metrics to use for my app?

WELL...

LUHELLU 13
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"Visual appearance is one of
the most effective variables
for quickly differentiating
one application from
another." —Bob Baxley,
2003

How do | pick metrics for my app? Q

¢ lukew.com
https:/iwww.lukew.com » entry
Web App Masters: Data & Design at Facebook
May 24, 2011 — Evaluating Design with Metrics - Some projects at Facbeook use data to
judge their success. - In 2007, Facebook opened up to the world (beyond ...

¢ lukew.com
https:/iwww.lukew.com » entry

An Event Apart: DIY UX -Give Your Users an Upgrade
Oct 13, 2009 — The time-tracking app, Harvest, tried using Get Satisfaction for ... Web
analytics tells you what people are actually doing on your site.

¢ lukew.com
https://www.lukew.com » entry
Web App Masters: Adventures with Data Visualizations
May 28, 2011 — For every piece of data you collect, give something in return. On PLM, you
can see where you fit in, how many other patients there are like you ...

¢ lukew.com
https://www.lukew.com > entry

An Event Apart: DIY UX: Give Your Users an Upgrade
Jul 27, 2010 — The time-tracking app, Harvest, tried using Get Satisfaction for ... Web
analytics tells you what people are actually doing on your site.

¢ lukew.com
hitps:/iwww.lukew.com > entry

Why Day 1 Retention Matters

Jan 13, 2016 — Given the cost the effort required to get people to download your app, Day
1 retention is a critical metric. reality of mobile app metrics. Day ...

¢ lukew.com
hitps://www.lukew.com > entry

LukeW | Writings on Digital Product Strategy & Design
Nov 23, 2014 — LukeW's 22 years of writing cover Web and device strategy, interaction
design, visual design, usability, and much more. Mobile First. October ...

¢ lukew.com
hitps://www.lukew.com » entry

Data Monday: Faster Mobile OS Adoption Rates

Oct 1, 2012 — Though both new operating systems are now rapidly growing their user

LUHELLU

IDEATION + DESIGN

"Visual appearance is one of
the most effective variables
for quickly differentiating
one application from
another." —Bob Baxley,
2003

I ABOUT I WRITINGS PRESENTATIONS ASK

Metrics

243 articles about Metrics from the LukeW writing archives.

Video: Why Don't A/B Tests Add Up? April 25, 2023

Video: You Are What You Measure April 17, 2023

An Event Apart: Data Basics August 28, 2018

An Event Apart: Content Performance Quotient August 27, 2018

An Event Apart: Content Performance Quotient April 2, 2018

As Mobile Screen Size Increases... So Does Activity January 25,2016

Why Day 1 Retention Matters January 13, 2016

There Is No Fold April 29, 2015

MTV's Responsive Design Boosts Metrics on Mobile & Beyond January 12, 2015
Data Monday: What Percent of Page Views Share on Social Media? March 2, 2014
The Mobile Moment December 29, 2013

Data Wednesday: iOS vs. Android Engagement December 4, 2013

Data Monday: Mobile Holiday Shopping 2013 November 30, 2013

Warm Gun: Challenging Data Driven Design November 22, 2013

iPad Air Launch: Just Apple's Numbers October 22, 2013

Data Monday: Increasing iPhone Sizes October 14, 2013

Data Monday: Embedded Mobile Browser Use September 29, 2013

Data Monday: iOS7 Adoption Rates September 23, 2013

Data Monday: Over One Billion... September 9, 2013

Data Monday: Touch Laptop Forecasts August 13, 2013

Data Monday: Facebook Mobile August 5, 2013

Data Monday: Time Spent on Mobile Each Day July 29, 2013

Data Wednesday: iOS & Android July 24, 2013

Data Monday: Mobile Email July 1, 2013

Data Monday: i0OS7 Icon Design June 24, 2013

Data Monday: How Many Mobile Apps Do People Download? June 17, 2013
WWDC 2013: Just the Data June 10, 2013

Data Monday: Who Made the iPhone Killer? June 9, 2013

Data Monday: What Are People Doing on Mobile? May 28, 2013

Data Monday: Mobile Devices Per Day May 20, 2013

Google I/0 2013: Just the Data May 15, 2013

Data Monday: Android's Gateway OS April 30, 2013

Data Monday: In Tablets, Smaller is Bigger March 11, 2013

All Mobile Apps Expand Until... March 11, 2013

Data Monday: The Shifting Tablet Market March 4, 2013

Data Monday: Impact of Responsive Designs February 25, 2013

Nata Mandav: Mahile Recnoncive Dacian & Weh Pane Sizac Fehrmarva oni2
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2 How do | pick metrics for my app?

Q To pick the right metrics for your app:

1. Decide what change you want to see happen in
the world or what goals you want to achieve with
your app.

2. Figure out how you could possibly measure that
change or goal.

Video: You Are
. i . What You
3. For each potential metric, write down what you Measure

think will happen if you start measuring it. April 17,2023
Consider the behaviors it might change and the
actions you might take.

4. Rank the list of potential metrics based on the
clearest impact on your goals.

5. Start tracking data for your top few metrics and
see if they deliver the outcomes you expected.

6. When you find a few metrics that work well for
you, make sure to regularly and visibly track them.

Remember to focus on long-term and user-centric

metrics rather than short-term, operational, or
transactional metrics.

<,Q\ How do | pick metrics for my app? = >
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Mind The Gap

October 2019

@ Info = Transcript

Description

Luke Wroblewski emphasizes the importance of
user-centric design in mobile devices and the
internet. He highlights the need to focus on active
users and address design issues that block desired
actions. Wroblewski also discusses the disconnect
between user-centered design and actual user
experience, attributing it to the growing gap
between companies and customers. He stresses the
importance of testing and analyzing user
experiences, maintaining a customer-centric
approach, and understanding the right mental model
(])) [/ @ for users when introducing a product. Wroblewski
cites Airbnb's success as an example of "enlightened
empathy" and urges businesses to spend more time

01:19:45 06:18 X .
Luke Wroblewski with their customers.
"
Speaker 1
Topics
Luke Wroblewski

So it seems involved, seems a little complicated versus just mobile opportunity

picking a number. user-centered design

e-commerce sites

User experience design

Mind The Gap X >
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“Isn’t this just a chatbot?”
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full questions and
answers alternate
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height dependent on
amount of content




Users will frequently need to scroll
through a massive wall of text to find
points they might want to pick and
reference from previous responses.

Particularly when each iteration of Al
output is long and extends beyond the
viewport, they easily get lost [...]

This behavior is a significant point of

friction, which we observed with all study
participants.

Source: https://www.nngroup.com/articles/accordion-editing-apple-picking

NN/g
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previous question and
answer pairs collapsed

/)

.
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current question and
answer pair open by
default

21
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7" PINNED 2 How can | optimize my checkout page?

. There are two ways to boost checkout conversion: increasing people's desire to buy (persuasion) and
[ MY CONVERSATIONS : o o e

& reducing the effort required to make a purchase (efficiency). To optimize the checkout page, you can ...

Optimizing checkout

Jo

How do i provide real time feedback? -l

(& To provide real-time feedback in web forms, you can implement inline se | e Ct p rev | ous
validation. Inline validation gives users immediate responses as they fill out . d
the form, helping them complete the form with fewer errors, less time, and q ue St IoNn an answer
more satisfaction. To achieve the best results, consider when and how to pa | r to o) p en

validate users' answers. Make sure the feedback is human-friendly and
communicates effectively with users.

And increasing desire?
To increase desire, you can create dopamine loops by offering small, unpredictable rewards, and
using external triggers to kickoff loops. Additionally, you can design experiences that tap into the ...

Jo

2 What are the principles of persuasion?
In a talk by Andy Budd, he outlined the principles of persuasive design, which can be applied to
creating websites. These principles include: ...

2 How can people overcome paradox of choice?
Barry Schwartz's research suggests that too many choices can lead to decision paralysis, lower
decision quality, and decision dissatisfaction. To overcome the paradox of choice, it is important to ...

How does free shipping help?
Free shipping helps in several ways. It can increase customer satisfaction, encourage people to purchase
more online, and improve conversion rates for retailers. By offering free shipping, customers don't have ...

Jo

Do

(®) New conversation ‘
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IDERATION + DES




CHATBOT PATTERN
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e

Chatbot

Hello how ¢

I14PM

Iwa

an | help ?

nt to know about COVID-19,

How does COVID-19 spread

318PM

Itis a disease caused by the most
recently discovered corona virus

People can
others who

catch COVID-19 from
have the virus

The most common symptoms

of COVID-19a
and dry cough

321PM

re fever, tiredness,

Should | worry about COVID-197

FAQ PATTERN

12:22 4 wll T =-.

&  Help & Support

We're here to help you with
anything and everything on
Kussbus

At Kussbus everything we expect at a

day'’s start is you, better and happier than
yesterday. We have got you covered. Share
your concern or check our frequently asked
questions listed below.

Q  Search help

FAQ

What is Kussbus? +
Why choose Kussbus? -
What Kussbus lines are available? -
What are the different stops? +
Is there a list of judgments? +
What if | can not find a stop? -

23






2 Why do so many designs look the same?

Q Many designs look alike because designers often look
at what other companies are doing and tend to follow
similar patterns and trends. This is known as design
fixation, where exposure to existing designs influence
the decision-making process. Even subconsciously,
designers may adhere to these ideas whether they
know they‘re doing it or not.

Another reason is the perceived safety in imitation,
leading to a replication of familiar design elements.
It’'s seen as less risky and less expensive than
innovation, which has high costs and high risk. The
nature of the medium, such as web design, may also
contribute to the similarity of designs.

However, it’s important to note that simply copying a
visual design or layout from an existing site may
remove an opportunity for differentiation of your
product or service. It's also worth noting that simply
applying a style guide or design components doesn’t
ensure your product design works well. In fact, it
could have the opposite effect.

<,Q Why do so many designs look the same?
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2 Why do so many designs look the same?

Q Many designs look alike because designers often look

—_—--MoM A, aAa li iy at what other companies are doing and tend to follow
similar patterns and trends. This is known as design

fixation, where exposure to existing designs influence
the decision-making process. Even subconsciously,
designers may adhere to these ideas whether they

know they‘re doing it or not. MIND THE GAP VLRI
Y e October 2019

Obvious Always Wins (15:43)

Another reason is the perceived safety in imitation,
leading to a replication of familiar design elements.
It’'s seen as less risky and less expensive than
innovation, which has high costs and high risk. The
nature of the medium, such as web design, may also
contribute to the similarity of designs.

However, it’s important to note that simply copying a
visual design or layout from an existing site may
remove an opportunity for differentiation of your
product or service. It's also worth noting that simply
applying a style guide or design components doesn’t
ensure your product design works well. In fact, it
could have the opposite effect.

What are the challenges of creating simple solutions
for the web and beyond?

How can mobile technology be used to invent new
ways for users to interact with information?

What are the benefits and drawbacks of using
mockups in interface design?

More +

LUHELLU
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Do

Do

B @ New Conversation

o)
™
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Video about input forms?

Oh yeah! | got this sweet video from 2019 titled “How to Make Input Forms Faster”.

= June 20, 2016

Summarize video in one paragraph?

Video: How to Make Input Forms Faster?
Description goes here of Luke’s presentation on Input Forms

"

To make input forms faster for users, consider implementing auto-fill and auto-complete, optimizing
the layout with clear labels and concise instructions, using default values, allowing copy and paste,

What else should | ask about this?

e

. What are the main goals of optimizing input forms
for users?

2. How do auto-fill and auto-complete features
contribute to a faster form completion experience?

w

. In what ways can form layout optimization, including
clear labels and concise instructions, benefit users?

4. How do default values and allowing copy-paste
functionality enhance the form filling process?

5. What is progressive disclosure, and how does it
help break up long forms into smaller sections?

Yap with LWID about Al...

Share

1. How can reducing the number of form fields
impact user experience and form completion
rates?

2. Can you provide examples of unnecessary form
fields that could be removed or made optional to
streamline the process?

3. How do these recommended methods collectively

contribute to improved user experience?

4. What are some potential challenges in
implementing these form optimization strategies?

5. Are there any specific industries or sectors where
these form optimization techniques may be
especially beneficial?

What else can | ask? @ > U

N

7
Pin
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2  Video about input forms?
7" PINNED Oh yeah! | got this sweet video from 2019 titled “How to Make Input Forms Faster”.

L MY CONVERSATIONS
Video: How to Make Input Forms Faster?

Description goes here of Luke’s presentation on Input Forms
% June 20, 2016

7

2 Summarize video in one paragraph? Share  Pin

(o To make input forms faster for users, consider implementing auto-fill and auto-complete,
optimizing the layout with clear labels and concise instructions, using default values,
allowing copy and paste, and utilizing progressive disclosure by breaking up long forms
into smaller sections. Additionally, avoid unnecessary form fields to reduce the number of
fields users need to fill out. These methods can improve user experience and increase
completion rates.

e What are the main goals of optimizing input forms for users?

e What is progressive disclosure, and how does it help break up long forms into smaller sections?

e Can you provide examples of unnecessary form fields that could be removed or made optional
to streamline the process?

More questions

New Conversation E ,o\ Yap with LWID about Al...

LU
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2 What does it mean to divert the train?

‘ “Diverting the train” refers to the practice of trying to o ‘ Mobile Design
shift users® attention away from their primary task or @ Details: Don't
L L . . . : - Divert the
activity within an app or a website. This can disrupt 6 S Toin
the user experience and often leads to less e ——T September 2013
engagement.

For example, in the Polar app, we initially tried to
divert users’ attention to find and invite friends, which
was a separate part of the application. This approach
didn‘t work well. Instead, we found success in
integrating this action into the main activity of the
app, which was voting on polls. This way, we used the
forward momentum of our “train” (the main user
activity) instead of fighting it.

What are the challenges of creating simple solutions
for the web and beyond?

How can mobile technology be used to invent new
ways for users to interact with information?

More +

<,Q\ What does it mean to divert the train? > >
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answer includes list of
relevant sources

30




select source to
expand & interact
with it

new guestions &
answers are scoped
to source
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" PINNED
MY CONVERSATIONS

Optimizing checkout

(® New conversation

{ ABOUT

WRITINGS

2 How can | optimize my checkout page?

PRESENTATIONS I ASK LUKEW

There are two ways to boost checkout conversion: increasing people's desire to buy (persuasion) and
reducing the effort required to make a purchase (efficiency). To optimize the checkout page, you can ...

How does free shipping help?
Free shipping can have a big impact on conversion for retailers. High
shipping costs are often the leading cause of shopping cart abandonment ...

Do

Evolving E-commerce Checkout
Luke Wroblewski
July 2012

Checkout is the lynchpin of e-commerce. It's how customers buy and retailers
get paid. Yet despite years of evolution, only a few changes have significantly
impacted checkout conversion online. Knowing what worked, what didn’t, and
what might can help improve checkout forms today and reveal what the future
of digital shopping could be tomorrow.

By Luke Wroblewski

Increasing E-commerce

Digital shopping shows no sign of letting up. Americans spent $142.5 billion
online in 2010 and e-commerce in the United States has seen double digit
growth every quarter since. While an increase in the number of online buyers i
a big reason why, recent innovations in personal computing are poised to drive
digital spending even higher.

Evolving
=

commerc...
s Jul 2012

Pin

Summary

The future of e-commerce checkout focuses
on improving the buyer experience through
advancements like web form design, real-
time feedback, 1-click purchasing, free
shipping, mobile input, and shopping
devices. As technology progresses, these
enhancements are expected to boost e-
commerce conversion rates even further.

Go to page >

Topics

® e-commerce

* checkout

* form design

* mobile devices

* interaction design

> Evolving E-
g 2 commerce X
/IR Checkout

online retail giants like Amazon and eBay.




@ The Green Room”

Mobile First

A book by Luke Wroblewski
about designing for mobile
devices for a better user
experience and improved
performance across platforms.

FIG 2.5

The World's
Leading Al Summit

Taets Art & Event Park,
Amsterdam
« You are a speaker for this
event

LukeBot

An LWID chat bot to
riff on tech, mountain
biking, carnitas and
more with “Luke”.

$28,800

Q22023
Projected Travel
Budget

DOGMA FREE
DESIGN

Chapter 2: Constraints

“The fact that 84% of people used
their mobile device at home is
telling. Catching a quick glance at
your email at home is perhaps a
bigger part of the mobile story
than our businessman on the go.”

]

An Event Apart: The New Design
Material

)0

March 2023

An Event Apart:
The New Desi...

Published notes from
The New Design

Material presentation.

LWID Al
Presentation in
Brooklyn, New York

Purchase event tickets >

2022 Landscape
Audit

Spreadsheet of feature/
benefits of TechCo
competitors for 2022.
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infinite art direction
comes with the cost of
infinite tinkering.
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Video: App
Install Ads &
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In a world of diverse devices and direct manipulation, human scale matters. ® . .
And human scale on mobile devices is increasingly measured in thumbs.

Human factors do play a role in GUI design as we need to consider a user's
distance from the screen, the range of motion they can get from a mouse,

In a world of diverse devices and direct atters.
And human scale on mobile devices is in bs.

In a world of diverse devices and direct manipulation, human scale matters.
And human scale on mobile devices is increasingly measured in thumbs.

thumb.

Lately I've become increasingly interested in the ergonomics of software
design. That is, how human factors influence both the interactions and
layout of an interface. In New Layouts for the Multi-Device Web I outlined
the impact touch interfaces can have on layout across diverse screen sizes.
This time I want to focus on interaction and designing for the flow of a

Dragging your thumb up on the screen reveals new questions you can vote
on. Tapping on either side of a question with your thumb allows you to

LUHELLU
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Why do so many designs look the same?

There are several reasons why many designs, whether in product design, Q

graphic design, architecture, fashion, or other fields, often appear similar:

Influence of Trends: Trends play a massive role in shaping the look and feel of
designs. Once a particular style or element becomes popular, many designers
will adopt it to meet market demand or stay relevant.

Functional Constraints: Some design similarities arise from functional needs.
For example, many smartphones look similar because they have to
accommodate similar features like a screen, camera, speakers, and buttons.

Economic Factors: Sometimes it's cheaper or more efficient to produce things
in a certain way, which can result in similar designs. Manufacturing processes
or economies of scale can make certain designs more cost-effective.

Legal and Regulatory Constraints: In some industries, regulations can play a
significant role in design. For example, car designs might be influenced by
safety regulations, emissions standards, or pedestrian protection rules.

Cognitive Biases: Humans are predisposed to recognize and prefer familiar
things. As a result, designers might subconsciously create designs that are
similar to what they've seen and liked before.

Cultural Influences: Cultural or regional factors can dictate design. For
instance, minimalist design might be more prevalent in certain cultures due to
aesthetic preferences or philosophical beliefs.

)o

Why do so many designs look the same?

Many designs look alike because designers often
look at what other companies are doing and tend to
follow similar patterns and trends. This is known as
design fixation, where exposure to existing designs
influence the decision-making process. Even
subconsciously, designers may adhere to these
ideas whether they know they‘re doing it or not.

Another reason is the perceived safety in imitation,
leading to a replication of familiar design elements.
It’s seen as less risky and less expensive than
innovation, which has high costs and high risk. The
nature of the medium, such as web design, may
also contribute to the similarity of designs.

However, it’s important to note that simply copying
a visual design or layout from an existing site may
remove an opportunity for differentiation of your
product or service. It's also worth noting that
simply applying a style guide or design
components doesn’t ensure your product design
works well. In fact, it could have the opposite effect.

<,Q Why do so many designs look the same?

LUHELLU
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2 Why do so many designs look the same?

Q Many designs look alike because designers often
look at what other companies are doing and tend to
follow similar patterns and trends. This is known as < :
design fixation, where exposure to existing designs Obvious Always Wins (15:43)
influence the decision-making process. Even
subconsciously, designers may adhere to these
ideas whether they know they‘re doing it or not.

generated results sourced
from all document types

MIND THE GAP RYIERGEYE

e e October 2019

Another reason is the perceived safety in imitation, L"
leading to a replication of familiar design elements. . 4 VIDEOS
It’s seen as less risky and less expensive than Mabile to the Future (15:26)
innovation, which has high costs and high risk. The
. . Overtime .
nature of the medium, such as web design, may T
also contribute to the similarity of designs. Everywhere AUDIO

49:04

However, it’s important to note that simply copying

a visual design or layout from an existing site may An Event

remove an opportunity for differentiation of your E R WEB PAGES
product or service. It‘s also worth noting that r——

simply applying a style guide or design

components doesn’t ensure your product design
works well. In fact, it could have the opposite effect.
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In this podcast, Luke and Jared discuss the impact of
mobile devices on user experience and how designers
can optimize their designs to meet the needs of mobile
VI deo p | aye r users. Wroblewski shares his insights on responsive
design, the importance of designing for context, and the
challenges of designing for different mobile platforms.
The podcast offers valuable information and practical
advice for anyone involved in mobile design, from
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Luke

These days, in order to be efficient, | see a lot of teams out there saying,
“OK, we're going to go to mobile, and the way we're going to go to mobile
is we're just going to take our desktop and we're somehow going to just
mobile-ify it,...

Obvious X

i Always Wins

Do

i Description > Transcript
Q_ Search

Luke

Welcome, everyone, to another episode of the SpoolCast. Today, we
return to our old friend, who isn’t that old — he’s actually quite young
— but he’s a friend, for sure. He has been on many of our SpoolCast
episodes. He is, of course, the great Luke Wroblewski, who will be
speaking at the User Interface 19 conference, coming up October 27-29
in Boston, Massachusetts, and he’s going to do a full-day workshop on
mobile design.

These days, in order to be efficient, | see a lot of teams out there saying,
“OK, we're going to go to mobile, and the way we're going to go to
mobile is we're just going to take our desktop and we're somehow
going to just mobile-ify it, and we're just going to move it over into
mobile,” and the resulting experience is often less than optimal. Have
you seen this?...

Luke: I have seen this. | don’t know if | have a name for the
phenomenon, but maybe we should coin one. Maybe desktop-first
thinking or something like that is appropriate.

Jared:Yeah, maybe. Or, legacy desktop-first or something...
Luke:Legacy-first. [laughs]

Jared:Legacy-first.

[laughter]

Luke:That's excellent. | think the broader picture there isn’t just
necessarily, let’s take our desktop site and mobilize it. It's really that's
what people’s understanding of their service and their product is framed
around. It's framed around this desktop and laptop experience. The way
they think about it, the way they design it, the way they interact with it,
it all comes through that lens. | think it really spills over into the
decision-making they make in other forms, in other screen sizes, in other
forms of media, if you will, because | actually believe mobile to be a
unique medium.

The difference between radio and TV is ultimately the difference
between mobile and the PC. You don't just take a radio program and
seeing

i)

w
~en
worse than that, just, frankly, bad. [laughs] Right? It's not even a
question of optimization. It's a question of creating a worse experience
on mobile, which is where more and more of audiences, money,

=
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Mobile as a Medium

May 2014
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Jared Spool

Jared
These days, in order to be efficient.

@ Description = Transcript

-SpoolCast

In this podcast, Luke and Jared discuss the impact of
mobile devices on user experience and how designers
can optimize their designs to meet the needs of mobile
users. Wroblewski shares his insights on responsive
design, the importance of designing for context, and the
challenges of designing for different mobile platforms.
The podcast offers valuable information and practical
advice for anyone involved in mobile design, from
beginners to seasoned professionals.

Topics

* Mobile

e User experience

e Responsive design
* Mobile technology
o Design strategy
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The Invisible Interface

Luke Wroblewski
April 30, 2015

Hang around software companies long enough and you’ll certainly
hear someone proclaim “the best interface is invisible.” While this
adage seems inevitable, today's device ecosystem makes it clear we
may not be there yet.

When there's no graphical user interface (icons, labels, etc.) in a
product to guide us, our memory becomes the Ul. That is, we need to
remember the hidden voice and gesture commands that operate our
devices. And these controls are likely to differ per device making the
task even harder.

anaroidweor €WATCH

Ly

Consider the number of gesture interfaces on today’s smartwatch
home screens. A swipe in any direction, a tap, or a long press each
trigger different commands. Even after months of use, | still find
myself forgetting about hidden gestures in these Uls. Perhaps Apple's
80+ page guide to their watch is telling, it takes a lot of learning to
operate a hidden interface.

Summary of article

Luke discusses the importance of using
"microinteractions" in design to enhance user
experience. Microinteractions are small moments of
interaction between a user and a digital product, such
as liking a post or setting a notification. The author
argues that microinteractions can make a product feel
more alive and responsive, and can also provide
valuable feedback to the user. The article also provides
examples of successful microinteractions in popular
products and offers tips for designers on how to
incorporate them effectively.

Go to page >

Topics in this article

* Microinteractions
o Digital products
e Users

e Feedback

e Designers

a The Invisible
® Interface %
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Mind the Gap

Luke Wroblewski
April 30, 2015

MIND THE GAP

@lukew

GOOGLE CONVERSIONS LUKE WROBLEWSKI

Google

Slide 1 of 12 &«

Tags: data mobile e-commerce mobile design onboarding web forms conversions

e What are some of the topics covered in LukeW's annual presentations at Google's
Conversions event in Dublin?
o What is the focus of LukeW's presentation on Mobile Planet?

e What are the advantages of mobile web solutions over native mobile applications?

More +

Description

Despite good intentions, lots of user-centered design
isn't actually user-centered. Learn what drives these
gaps and how your organization can align business and
customer needs to deliver the kind of user experiences
we all want to have online. With data informed insights,
“live” redesigns, and more Luke will give you the tools
and information you need to for successful user
journeys.

Go to page >

Topics in this article

e Designers

e Developers

e Gap

e Miscommunication

e Delays

WIND THE GA
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What is design?

&L Design is the art of gradually applying

constraints until only one solution remains. It
involves understanding the problem, iterating
through possible solutions, refining the
structure and framework, focusing on
interaction and presentation details, and
ensuring a consistent personality throughout
the design.

The process continues with optimization
based on usage data and feedback, making
adjustments to support the desired behaviors
and messages.

Design is a continuous cycle of iterations and
revisions, always striving to remove the
unnecessary so that the necessary can speak.

My Xth Design
June 2010

Designers
Shaping
Things
November 2005

MIX07:

+ Futuresin
Design
May 2007

[0}
~

What is design?

& Design is a process of communication and

problem-solving. It is directed towards human
beings, with the aim of solving human
problems by identifying them and executing
the best solution. It can be art, aesthetics, and
it can be simple yet complicated.

Design is the fundamental soul of a human-
made creation that ends up expressing itself in
successive outer layers of the product or
service. It's about introducing cautious, well-
measured changes and new features.

DOGMA FREE DESIGN

Dogma Free
Design

March 2006

,Q\ What is design? =
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Identifying TVs

“Can't use CSS TV media type
~Can't use screen resolution or width
“Need to rely on user agent detection
Again!
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The site is divided into three categories: In Concert In the Studio and In the Flesh. Each section contains a mixture of photos sounds and videos from one of these aspects of Bob Marley's life. As
42::43

If the site is delivering content for the good of the general public the presentation should enable slow careful reading. If it's designed to promote our business or help a customer get an answer to b webpage
the Real World at Instagram November 30 2012 Collecting Payment Information Within a Single Input November 28 2012 Mobile Design Details: Echoing Core Interactions November 28 2012 Test webpage
0 nature webpage
26 2011 Sep 23 2011 Sep 22-24 2011 Sep 12-14 2011 Aug 24-25 2011 Designing Mobile Web Experiences at UX Week San Francisco GA Aug 9-10 2011 Aug 3 2011 Jun 27 2011 Jun 20 2011 Ju webpage
Partner Pilot and Publicize: partner with influencers and use small pilots to reach larger parts of the organization. Use others to communicate value to higher parts of organization. Have great oppo webpage
LukeW | An Event Apart: Notes | spoke at and attended two iterations of Eric Meyer and Jeffrey Zeldman's An Event Apart this year. Here's a compilation of the notes | took. Understanding Web [ webpage
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2 What is design?

Dogma Free
Design

& Design is a multifaceted discipline that involves solving
human problems by identifying them and executing the
best solution.

March 2006

DOGMA FREE DESIGN

It's about communicating clearly by whatever means
you can control or master. It's the art of gradually
applying constraints until only one solution remains. el et

Design can be art, it can be aesthetics, and it can be so
simple that it becomes complicated. It's about making a P
product understandable and as little as possible. It's XSW 2515
about arranging elements in such a way as best to SESSIONS
accomplish a particular purpose. ~ PODOAST

It's about being thorough down to the last detail. It's b;‘ Mobile First
about making the complicated simple, awesomely BH @ 19:56
simple. It's about the details, because they make the WEB SHOW
design. =
My Xth Design
June 2010
L What is design? >
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I ABOUT

28 years of leadership and execution
in digital product design.

Learn about LukeW

IDERTION + DESIGN I 'WRITINGS

2006 articles about the big picture and
crucial details behind online
software.

Ask LukeW: Integrated PDF

Experiences —Jul 27, 2023

Video: The Gap Between Company

& Customer —Jul 19, 2023

See all.

books on mobile & Web usabilty,

interaction, and visual design.

Mobile First, 2011

Web Form Design, 2008

Site-Seeing, 2002

I PRESENTATIONS

373 presentations and workshops at
over 89 cities across the globe.
Oct 1112, 2023
Smashing Conf —Antwerp, Belgium
Seeall.

©1996-2023 LukeW Ideation + Design. Contact me with any questions or comments. Y

G

2,012 text articles

3 books

101 videos

372 PDF presentations

8 audio files
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48 audio files

LANGUAGE TASKS VISION TASKS ﬂ

videos

1S
Information Extraction Keyword Extraction Scene Reconstruction

Sense Disambiguation Lemmatization Video Motion Analysis

Part of Speech Tagging Stemming Text to Video
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2  What should designers do about Al?

(@ Designers have a significant role to play in the
integration of Al and machine learning into product
designs. They should focus on how Al can be used to
enhance user experiences and solve problems worth
solving. This includes understanding the capabilities of
Al, such as pattern detection, recommendation,
prediction, classification, clustering, and generation, and
applying these capabilities to design.

Overall designers should strive to humanize technology.

Emerging technologies like Al need to be made ( A B
comfortable and understandable for users. This involves : ﬁgjv“ﬁl;‘i:n
managing complexity for people, not dumbing things 2 [ Material

down, but solving complications on the design and Cclebe2019
development side so end users do not need to.

<,Q\ What should designers do about Al? —
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input that directly
Cg >) instructs an Al
model(s)
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application specific
user interface
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direct model
instructions
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overlays, modals,
inline menus, etc.
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e Al instructions
created behind the
scenes
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2 How do | add Al to a product design?

Q There are several interaction patterns for Al that have
emerged as more companies work to integrate the
capabilities of powerful generative Al language and
vision models into new and existing software.

Direct Instruction: This is where the primary interface
affordance is an input that directly instructs an Al
model(s).

Application-Specific Ul with Al Assistance: Here,
people can construct prompts through a combination of
application-specific Ul and direct model instructions.

Behind-the-Scenes Instruction: In this approach, there
are no Ul elements for directly controlling the output of
Al models. Instead, instructions for Al models are
created behind the scenes as people use application-
specific Ul elements.

Al Models in
Software Ul

November 20, 2023

WE ME!

\O ® Antwerp

How Al Ate My Website (18:42)

<,Q How do | add Al to a product design?
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