
Dr. Guiseppe Getto

President and Founder, Content Garden, Inc.

Associate Professor of Technical and Professional Communication,
East Carolina University

Director of Membership, Society for Technical 
Communication-Carolina Chapter

C: (252) 367 - 4364
http://guiseppegetto.com

Designing a UX Course: 
Where Do I Get Started?



What Is Usability?

1
Usability is a quality attribute that assesses how easy 
user interfaces are to use. The word "usability" also 
refers to methods for improving ease-of-use during 
the design process.

Jakob Nielsen



What Is Usability?

2
Usability is defined by 5 quality components:

1. Learnability: How easy is it for users to accomplish basic tasks the 
first time they encounter the design?

2. Efficiency: Once users have learned the design, how quickly can 
they perform tasks?

3. Memorability: When users return to the design after a period of not 
using it, how easily can they reestablish proficiency?

4. Errors: How many errors do users make, how severe are these errors, 
and how easily can they recover from the errors?

5. Satisfaction: How pleasant is it to use the design?



Why Is Usability (Still) Important?

3
80% of people now shop online before making a 
purchase

70% of people won’t buy from or use a poorly 
designed website

66% of people make decisions about a brand based 
on a company’s website



Why Is Usability (Still) Important?
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50% of people now shop on mobile devices at least 
some of the time

You have about 10-20 seconds to hook a new 
website visitor before they abandon your site

Usability of a company’s website is a key factor in 
customer retention
Sources: Nielsen/Norman Group, Scott Abel, Google, Ad Age, IBM



Why Is Usability (Still) Important?
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Traditional Marketing Funnel - Source: McKinsey.com



Why Is Usability (Still) Important?
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Brand 

Consideration Loop 

Source: 
McKinsey.com



Why Is Usability (Still) Important?

7
“To be a user experience designer means to practice a set of methods 
and techniques for researching what users want and need, and to 
design products and services for them. Through good UX, you are trying 
to reduce the friction between the task someone wants to accomplish 
and the tool that they are using to complete that task.”

Leah Buley, The User Experience Team of One



What Is Technical Communication?
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“Technical communication is a broad field and includes any form of 
communication that exhibits one or more of the following 
characteristics:

- Communicating about technical or specialized topics, such as 
computer applications, medical procedures, or environmental 
regulations.

- Providing instructions about how to do something, regardless of 
how technical the task is or even if technology is used to create or 
distribute that communication.”

Source: Society for Technical Communication



How Do Tech Comm and UX Intersect?
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Fffffff

Source: Erik Flowers                         Source: Whitney Quesenbery



How Do Tech Comm and UX Intersect?
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Skill sets in tech comm

Writing
Editing
Usability
Cross-functional teamwork
Tools

Skill sets in ux
Writing
Editing
Usability Testing
Cross-functional teamwork
Tools
UX Strategy
User research
Interaction design
Information architecture
Content Strategy
Visual Design



The Core UX Skill Sets Defined
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Usability Testing

Conducting systematic tests with individual users to ascertain the 
usability of a product or service

User Research

Researching the user’s context to ascertain their values, needs, pain 
points, and pleasure points



The Core UX Skill Sets Defined
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Interaction Design

Designing the core interactions a user will have with a given system

Information Architecture

Creating the frameworks by which information is organized, categorized, 
and presented to the user within a given system



The Core UX Skill Sets Defined
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Content Strategy

Planning for the creation, publication, and governance of useful, usable 
content

Visual Design

Designing and implementing user interfaces and all their elements (i.e. 
layout, color, icons, images, etc.)



Are you a UX team of one?
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“A UX team of one is someone who works in a situation where they are 
the key person driving a user-centered design philosophy. Certainly, if 
you are the only person in your company practicing (or aspiring to 
practice) user-centered design, you are a user experience team of one. 
However, even in organizations with multiple UX professionals, if you 
regularly work on a team where you are the only UX person, you are a UX 
team of one.”

Leah Buley, The User Experience Team of One



A UX Course You Can Steal From (Seriously, 
Please Do)
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Assignment Sequence

Module 1: Project Planning and User 
Engagement

Module 2: Contextual Inquiry and UX 
Strategy

Module 3: Information Architecture and 
Content Strategy

Module 4: Interaction Design, Prototyping, 
and Usability

URL: 
https://www.guiseppegetto.com/engl7766ux/ 

https://www.guiseppegetto.com/engl7766ux/


A UX Course You Can Steal From (Seriously, 
Please Do)
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Recommended Texts

Buley, L. (2013). The user experience team 
of one. Brooklyn, NY: Rosenfeld Media. ISBN: 
978-1-933820-18-7.

Halvorson, K., & Rach, M. (2012). Content 
strategy for the web. Berkeley, CA : New 
Riders. ISBN: 978-0321808301.

Many more at the end of these slides 



The UX Skill Sets vs the Modules
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Skill sets in tech comm 

Writing
Editing
Usability
Cross-functional teamwork
Tools

Skill sets in ux
Writing (all modules)
Editing (all modules)
Usability Testing (Mod 4)
Cross-functional teamwork
Tools (all modules)
UX Strategy (Mod 1, Mod 2)
User research (Mod 2)
Interaction design (Mod 4)
Information architecture (Mod 3)
Content Strategy (Mod 3)
Visual Design (Mod 4)



How Does UX Fit into Your Program? Activity 1
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Activity 1: How Does UX Fit into Your Program?
Brainstorm opportunities in your program to inject UX.

Consider:
Outdated assignments in existing courses - What are individual assignments you’ve 

been meaning to update within existing courses? Think specifically about ones 
that ask students to interact with users or to assess information or technologies.

Outdated courses - Are there older courses in your program that you need to 
completely rethink? Again, think specifically about ones that ask students to 
interact with users or to assess information or technologies.



Module #1: Introducing UX
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Learning Goals

Explain what UX is and define its scope for 
stakeholders and clients

Plan a user experience design project with 
stakeholders

Perform a comparative assessment

URL: 
http://www.guiseppegetto.com/engl7766ux/
module-1-3/ 

http://www.guiseppegetto.com/engl7766ux/module-1-3/
http://www.guiseppegetto.com/engl7766ux/module-1-3/


Finding a Case for Students to Study, Activity 2
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Activity 2: Finding a Case for Students to Study
Brainstorm a case for students to study in your UX course.

Consider:
Pain points - Are there specific frustrations stakeholders in your department have 

frequently expressed regarding specific technologies?
Pleasure points - What technologies make your lives better in your department? What 

technologies make you say “I wish I had more tech like this”?



Module #2: Studying a UX Context
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Learning Goals

Explain what a UX strategy is and define its 
scope for stakeholders and clients

Perform a contextual inquiry of users

Engage users as potential stakeholders 
within a design process

Create a persona, or prototypical user, from 
interview data

URL: 
http://www.guiseppegetto.com/engl7766ux/module-2/ 

http://www.guiseppegetto.com/engl7766ux/module-2/


Organizing a Field Expedition for Students, 
Activity 3
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Activity 3: Organizing a Field Expedition for 
Students
Brainstorm opportunities for students to interview users.

Consider:
Group expeditions - Does your program have a usability lab you can invite users to? 

Is there another central location where students and users can gather?
Individual expeditions - Are your students advanced/prepared enough to locate users 

on their own and conduct their own interviews? What scaffolding do they need in 
place to help them with this?



Module #3: Organizing Information in a Design
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Learning Goals

Explain what information architecture is and 
define its scope for stakeholders and clients

Do the same for content strategy

Engage stakeholders and clients with 
important processes and deliverables from 
each of these disciplines (e.g. wireframes, 
sitemaps, content audits,  card sorting, etc.)

URL: 
http://www.guiseppegetto.com/engl7766ux/
module-3/  

http://www.guiseppegetto.com/engl7766ux/module-3/
http://www.guiseppegetto.com/engl7766ux/module-3/


Organizing an Info Org Session for Students, 
Activity 4
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Activity 4: Organizing an Info Org Session for 
Students
Brainstorm opportunities for students to organize the information in a 
design, with stakeholders.

Consider:
Group sessions - Does your program have a usability lab you can invite users to? 

Is there another central location where students and users can gather?
Individual sessions - Are your students advanced/prepared enough to locate users 

on their own and conduct their own info org sessions? What scaffolding do they 
need in place to help them with this?



Module #4: Testing the Usability of a Prototype
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Learning Goals

Explain what interaction design is and define its scope 
for stakeholders and clients

Create a working prototype for a design (or redesign) of a 
product or service, based on previous UX research

Conduct a usability test of a design and analyze its 
findings to product design decisions

Create a comprehensive UX Strategy Kit that documents 
all research conducted for an application

URL: 
http://www.guiseppegetto.com/engl7766ux/module-3/

http://www.guiseppegetto.com/engl7766ux/module-3/


Organizing a Prototyping Session for Students, 
Activity 5
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Activity 5: Organizing a Prototyping Session for 
Students
Brainstorm opportunities for students to prototype a new version of the 
application they’ve been studying.

Consider:
Group vs individual sessions - the same questions as before regarding space and 

student preparation
Tools - Does your department have prototyping software? There are a lot of good, free 

options if not (some examples at the end of the slides).
Introducing Process / Tools - If you give your students access to a tool + a basic intro, 

can they run with it and create a prototype? Or do you need to do a mini-lesson 
with everyone in class first?



Everything You Ever Wanted to Know About 
Doing Usability Testing With Students
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Just read this My approach to

Introducing usability testing

Helping students conduct usability tests

Getting students through actual testing

Helping students analyze and report on
results

Lots of in-class examples!
Approved for undergrads!

DOI: https://doi.org/10.1016/j.compcom.2020.102548

https://doi.org/10.1016/j.compcom.2020.102548


Organizing a Usability Testing Session for 
Students, Activity 6
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Activity 6: Organizing a Usability Testing Session for 
Students
Brainstorm opportunities for students to organize the information in a 
design, with stakeholders.

Consider:
Group vs individual sessions - the same questions as before regarding space and 

student preparation
Tools - Does your department have usability testing software? There are a lot of good, free 

options if not (an example at the end of the slides).
Introducing Process / Tools - If you give your students access to a tool + a basic intro, 

can they run with it and conduct usability tests? Or do you need to do a mini-lesson 
with everyone in class first? Note: if undergrads, definitely do the mini-lesson.



Recommended Resources
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Books
The User Experience Team of One: https://amzn.to/2tYoT4c  

 
The UX Book: https://amzn.to/2u0QbXD 

 
Undercover User Experience Design: https://amzn.to/2tYWf2V

A Project Guide to UX Design: https://amzn.to/2tZaKUv  
 

Information Architecture for the Web and Beyond: https://amzn.to/2z3P67f 

Content Strategy for the Web: http://amzn.to/2fkkXnm

Designing for Interaction: https://amzn.to/2tXxZxW 

Interviewing Users: https://amzn.to/2z9wuCO 

https://amzn.to/2tYoT4c
https://amzn.to/2u0QbXD
https://amzn.to/2tYWf2V
https://amzn.to/2tZaKUv
https://amzn.to/2z3P67f
http://amzn.to/2fkkXnm
https://amzn.to/2tXxZxW
https://amzn.to/2z9wuCO


Recommended Resources
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Blogs and Magazines
Boxes and Arrows: http://boxesandarrows.com/ 

Nielsen Norman Group: https://www.nngroup.com/ 

UX Matters: https://www.uxmatters.com/ 

UX Booth: http://www.uxbooth.com/ 
 
UX Magazine: http://uxmag.com/ 
 
User Experience: http://uxpamagazine.org/

http://boxesandarrows.com/
https://www.nngroup.com/
https://www.uxmatters.com/
http://www.uxbooth.com/
http://uxmag.com/


Recommended Resources
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Many More Readings
UX and Content Strategy Library: https://guiseppegetto.com/ux-content-strategy-library/ 

Tools
User Testing (free for educators/students): https://www.usertesting.com/ 

UXPin’s Prototyping Tool (free for students): https://www.uxpin.com/ 

InVision’s Prototyping Tool (free for anyone): https://www.invisionapp.com/ 

https://guiseppegetto.com/ux-content-strategy-library/
https://www.usertesting.com/
https://www.uxpin.com/
https://www.invisionapp.com/
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