[n3anHep B oTe4eCTBEHHOM
UT busHece:

MHOroobpasune gesatTenbHOCTU, HeAOOLIeHEeHHbIe
KOMMNOHEeHTbI NnpodeccuoHannama, ctparerus pocra
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HoBble KapbepHble
BO3MOXXHOCTWU
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OKOHOMMKA BNevyaTneHnn

BneyatneHusa Tak xe Pa3UTESJIbHO OTJINHAKOTCA OT

ycnyr,
KaK ycnyrm oT TOBapoB

KomnaHuu npeannararoT BrnevYatrieHnd Torga, Korga

OHMU
BOBIIEKaloT B pa3BuBaloLLleecd 4eNCTBO Drnonowura,

o ne_t_tamaeuuu
nokynaTteneu B
Ha NMYHOM YPOBHE U CTPEMATCA caenatb 3T0 a
cobbiTne

He3abblBaeMbIM AJA HUX

LDkozeeb NauH u [xeumc ['unimop
OKOHOMMKA BrieyaTneHum



OKOHOMMKA BNevyaTneHnn

MaccoBas nepcoHanmsauus

Pexxuccepbl BrniedatneHnm OomKHbl NOCTOAHHO
ocBeXaTb
npegnaraemoe Brie4vaTneHune

PaboTa — Teatp

BrieyatneHne MoXxeT cTaTb OCHOBOW AS1S

TpaHcdopmauum

(MoKynamesnu mpaHcgopmayul Xomsam riosiy4ums nomMowlb unu
HacmasereHus Ha rnymu k ceoedl uenu. OHU npemeHOyrm Ha mo,
umobbl cmamb KeM-mo Opyaum)



OnacHOCTb MaprmHanusauum ans
ON3anHepPoB

A  WARNING

Staying in a “fast food”

design job for too long can
result in early onset
designer burnout. ==




ViMnTauma on3anHepcKou
ONEATENbHOCTU

* UMUTALIMA pabOoT BNEYET 3a COOOM
MMMUTaUMo cnocoboB NX BbIMOMHEHUS

* NOAroTOBKA BbICTYNAET KaK Obl CTEHOW
MeEXay nMmTaumnen cnocoboB n nx
OCYLLIECTBIIEHUEM: B MOArOTOBKE HET
BHYTPEHHEWN NOTMKN, OTBEYaloLLEN 3a YXKe
OOCTUIHYTYIO TOTOBHOCTb

Bumanuu Caakos
[n3aunH: KynbTYpHO-UCTOPUYECKOE NpeanpuaTme



[1Ipouecc BaxXHee peaynbraTta

* [lpouecc BaxkHee pe3ynbrata.Korga
pes3ynLTaT AOBMEeEeT Had NpoLeccomMm,
Bbl HAYMHAETe C TOro MecTa, OTKyaa
HaunHanu. Korga npotlecc BeJeT Hac,
Mbl HE 3HaeM, Kyaa Mbl 3aUgem, HO ecnu
OKa)eMcs TaM, rae HY>XHO, TO cpasy
NOUMEM 3TO

bproc May
HenosnHbIn MaHUecT TBOPYECKOro pocTa



[1pouecc B T komnaHuu

Waterfall
PMBOK JAD RUP XP
HCD V
SCRUM Alan & model

Cooper UCD



AP dPpekTBHAA KOMMYHUKALIUA
MMeeT (pellarllee) 3Ha4eHne




[1n3anHepckmne paccnegoBaHuS

* Sometimes the detail wags the dog

* CNocobHOCTb U XKenaHmne ansanHepa
BECTU 2 paccnegoBaHusa napanienbHO
(M3y4yeHne maclutabHoun npobnemsbl 1
Menkunx getanen) 6es HeobxoaMMocCTH
3aBepllaTb UX B KpaT4yauLLMn CPOK

Robert Venturi



[1n3anHepckmne paccnegoBaHuS

* [lorpyxeHue B cpeany

* BbigBneHne naTTrepHoOB AEATENbHOCTY
OPYryux cneunanmcToB




Busyanusauusa: HegooLueHeHHbIe
nona AedaTenbHOCTU

* lHdorpaduka
» Konnaxwu n mood boards
* Buoeo-npototunmpoBaHue




ApceHan MeToJoB reHepmnpoBaHUA

naen

KOHTPOJSIbHbIE
BOMPOCHI
MO OJ10T.
P TPUN3
dHAJlN3
dookarnbHble LLITYPM
. OObLEKTD
Mind

mapping NOTOK CUHEKTUKA

CO3HaHWNA



[locTOAHHOE (Camo)
YCOBEpPLUEHCTBOBaHME

* We become what we behold. We shape our
tools, and thereafter our tools shape us

Marshall McLuhan



Tunorpaduka Kak akTyanbHbIN
nokasarernb YPOBH4A

 [lepBMYHOCTbL KOHTEHTA

* Ynpaendasa WwWpu@ToM, Thl ynpaBnaeLlb
ON3anHOM KaK TaKOBbIM



MblLLneHne gnu3anHepa vs.
MbILUNTIEHNE aHaNnUTUKa

» PaboTatowinm npnmep vs. 0600LLEeHHOE
npaBuno

* YOOBNETBOPEHME VSs. ONTUMMN3aLINA

 CUHTETN4YeCcKne MeToabl vs.
dHAJIMTUHECKHNE

* bbICTpOe co3aaHmne cepun peLLIeEHNI vs.
OOfrMm aHanums

* [In3anHep He CTECHAETCA MEHATb  Lawson, Peng
npobnemy

a NMATAaAdARANIL | ANRAMIZA AFFANIATRAA D



CTtpaTerus pocta ans
OTeYyeCcTBeHHbIX An3anHepoB B T

[cemb
NOTRROUTSGRI]
] [AenoBoe

nomagimeHwe]
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[PbIHOYHbIE HULLIN]

[MO3nLMoOHNpOBaHU
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Coo0LecTBO usability.by

 CoolOLecTBO cneumnanuncToB No
103a0bMNNUTN, NPOEKTUPOBAHUIO
NoNb30BaTENbCKUX NHTEPMENCOB U user
experience benapycw.
Co3naHo B Havyane BecHbl 2009 roaa



Coo0LecTBO usability.by: uenv

* [lonynapunsoBartb 103abunnTy,
NPOEeKTUpPOBaHNUE MHTEPAENCOB U user
experience Ha IT-pbiHKe

* CTaTb MHPOPMALMOHHLIM UCTOYHUKOM ANS
BCeX y4acCcTHMKOB U T-pbIHKa

« OObeanHNTL cneymarnncToB oTpacnm n3
benapycu, npegoctaBuTb Nnatdopmy Ang
obmMeHa onbITOM

« Okasarb MHPOPMALIMOHHYIO NOAAEPKKY
MEPONPUATUSM



Coo0LecTBo usability.by: on-line

 HoBOCTW

e CTaTbU N KEUCHI

* [lepeBoabl

» BakaHcuun

* AHOHCbI MepPONPUATUN
 PeueH3nn Ha KHUru

* Bugeo n ayano nogkactbl, BEOKACTbI U
BeOMHapbI



CoobLecTBo usability.by: off-line

* 9 yyacTHUKoB 13 Mockebl  MUHCKa

* YyacTue c goknagamum n opraHmsaumng
ceKkuum no 13abunntn Ha otpacreBbix UT-
KOHdrepeHLUUnax: SQA Days (Munck n Mutep),
User Experience (Mocksa), SEF (MuHck),
Softwarepeople (Mockea), BANHET (Muhck),
Webconf (MuHck)

* [lpoBegeHme oby4vaoLLMX TPEHNUHIOB U
CEMUHAPOB (nnaHupyeTcs)



Coo0bLecTBO usability.by: ycnexwu

* bonee 530 RSS-noanMcCYMKOB, NOCELLAEMOCTb
conamepumas ¢ nodbIM POCCUNCKNM
PeECYpPCOM MO 3TOU TeMaTuke

« CoBmecTHO ¢ EDU npoBeaeHune B MmnHcke
nepBoOv MUHUKOHAOEPEHLIUK MO 03a0UNnTK

« Cooencrame B NOABNEHNN B NpoJaxe nepBoun
NPaKTUYECKOMN KHUMU MO NPOEKTUPOBAHUIO
nHtepdencor AnanHa Kynepa «O6
NHTepdeunce» n apyrux matepuanos rno
TemMaTuke
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