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User experience (UX) design is the field dedicated 
to "improving the usability, accessibility, and 
pleasure provided in the interaction" between a 
user and a product (Wikipedia)

https://en.wikipedia.org/wiki/User_experience_design


Joshua Brewer, https://52weeksofux.com/post/385981879/you-are-not-your-user

https://52weeksofux.com/post/385981879/you-are-not-your-user


THE CURSE OF KNOWLEDGE
• In 1990, a Stanford University graduate student in psychology named Elizabeth Newton illustrated the 

curse of knowledge by studying a simple game in which she assigned people to one of two roles: 
“tapper” or “listener.” Each tapper was asked to pick a well-known song, such as “Happy Birthday,” 
and tap out the rhythm on a table. The listener’s job was to guess the song.

• Over the course of Newton’s experiment, 120 songs were tapped out. Listeners guessed only three of 
the songs correctly: a success ratio of 2.5%. But before they guessed, Newton asked the tappers to 
predict the probability that listeners would guess correctly. They predicted 50%. The tappers got their 
message across one time in 40, but they thought they would get it across one time in two. Why?

• When a tapper taps, it is impossible for her to avoid hearing the tune playing along to her taps. 
Meanwhile, all the listener can hear is a kind of bizarre Morse code. Yet the tappers were 
flabbergasted by how hard the listeners had to work to pick up the tune.

• The problem is that once we know something — say, the melody of a song — we find it hard to 
imagine not knowing it. Our knowledge has “cursed” us. We have difficulty sharing it with others, 
because we can’t readily re-create their state of mind.

https://hbr.org/2006/12/the-curse-of-knowledgeTappers Listeners

https://hbr.org/2006/12/the-curse-of-knowledge


THE HIDDEN CURRICULUM
AND OTHER PRESUMPTIONS OF PRIVILEGE



S.T.U.P.I.D. USERS
…ARE NOT STUPID!

Stressed
Tired

Untrained
Passive

Independent
Distracted

Steve Turbek, http://boxesandarrows.com/are-your-users-s-t-u-p-i-d/

http://boxesandarrows.com/are-your-users-s-t-u-p-i-d/


DIFFERENT PRIORITIES
“People have the same basic informational needs
when looking at a document you've designed:
1. Deciding relevance.
2. Getting an overview.
3. Basic comprehension.
4. Retrieving buried details.
5. Finding actionable details.

The informational needs of a single person will 
usually evolve in roughly

the order listed above.”

Daniel Higginbotham, “Clean Up Your Mess” 2011. 
http://www.visualmess.com/

http://www.visualmess.com/


HUMAN PERCEPTION: BOTTOM-UP
At a glance, we detect without conscious awareness:

● motion
● edges of shapes
● color
● contour
● contrast

These can be used to attract attention to something in your design. As we 
process the above information, our brains:

● discriminate figure/ground relationships
● group elements together
● organize textures into basic forms

This information is quickly passed to other areas of the brain and influences
where we place our attention next.

Steven Bradley, “What Designers Should Know About Visual Perception and 
Memory” 2011. http://vanseodesign.com/web-design/visual-perception-
memory/

http://vanseodesign.com/web-design/visual-perception-memory/


HUMAN PERCEPTION: TOP-DOWN
Perception is also driven by:

• Prior knowledge and expectations
• Our specific goals of the moment

What we know shapes our interpretation of the things we 
see.

The task at hand influences where we look next.

Steven Bradley, “What Designers Should Know About 
Visual Perception and Memory” 2011.
http://vanseodesign.com/web-design/visual-perception-
memory

http://vanseodesign.com/web-design/visual-perception-memory


COGNITIVE LOAD IO  UIB  MES  
LUS  A

IOU  IBM  ESL  
USA

The demands we place on working memory are referred to as 
cognitive load.

Some tasks (e.g. counting) make little demand, while others (e.g. 
problem solving) make greater demands.

As our cognitive load increases, our ability to process information 
in working memory decreases.

As designers, we should work to reduce cognitive load where 
possible in order to better communicate information.

Steven Bradley, “What Designers Should Know About Visual Perception 
and Memory” 2011.
http://vanseodesign.com/web-design/visual-perception-memory

http://vanseodesign.com/web-design/visual-perception-memory
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