To future designers:

UX CAN NOT BE DESIGNED
UX is a growing concept that is getting a lot of attention from many different fields. Students of the creative
field are introduced to, and are taught about, UX in order to become the UX designers of the future.
Looking closely at UX one can wonder if you can really design UX? Users will have their own experience
with your product regardless your intention. You cannot design a user and you cannot design situations.
Therefore it is questionable whether designing user experiences is even something we can do.

Why UX cannot be designed

The reason that UX cannot be designed is based upon the fact that UX does not only rely on the product itself, but also on the users and the situation
of usage. The latter two are factors that you can barely influence as a designer.

YOU CANNOT DESIGN THE USER

YOU CANNOT DESIGN THE SITUATION

The situation in which a product is used is of significance for user behaviour. Just as
user behaviour, situations are difficult to influence, let alone to design. In the case of
UX, ʻa situationʼ is a difficult term. While the core of user experience will be the actual
experience of usage during a particular situation, it does not cover all relevant UX
concerns. Itʼs a process of several stages that users go through consisting of
anticipated UX, Momentary UX, Episodic UX and Cumulative UX (Roto, 2011).When
trying to design UX, one should consider all the situations that will be encountered
during these different stages. It is simply impossible to control all these different kind
of stages.

UX

UX DESIGN

Every user is a different and unique individual (Roto, 2011) that will behave and think
in a unique way, have unique goals and will act according to onesʼ cultural
background and personal preferences. Some users are capable of simply performing
particular tasks and some are not. The goals one has and the behaviour that one
shows can depend on several factors. Montano (2008) suggests that behaviour can
be predicted by external variables, attitude, subjective norm and perceived control.
You can try to influence or respond to some of those factors but you will never be able
to foresee how individuals will actually behave.

But we can design FOR UX

Instead, we can design for UX. We can design the product or service, and we can have a certain kind of user experience in mind when we design it.
Even though there is no guarantee that your product will be appreciated the way we intended it to, it is certainly possible to have a fairly good idea
of the potential ways the user will interpret your designs.

UNDERSTANDING UX

To be able to design for UX, it is required to understand more about UX itself. There
are several tools that will provide new insights on how to look at users and the usersʼ
context. Hassenzahlʼs model of UX (Hassenzahl, 2003) is an example that can offer
one insight in how users could potentially judge a product in particular situations
(Fredheim, 2011). Other useful theories for this are the social translucence model
introduced by Erickson (2000) focussing on the visibility, awareness, and
accountability of individuals within a social context and the integrated behavioural
model by Montana (2008) that shows how for example environmental constraints
and related user behaviour. Lastly the model of Self-determination theory and work
motivation by Gagne (2005) could help you to gain more insight on how to determine
and influence the level of usersʼ motivation.

EXCEED EXPECTATIONS

UNDERSTAND USERS AND THE SITUATION

One ought to understand the user and situations. In order to do so, one term is key:
empathizing. Itʼs an ongoing process within your design process in which both
designers and users are dynamic elements. An empathic approach does not only take
into account the emotions of the users, but also those of the designers. In order to
become, not merely, informed but also inspired, designers must both observe and feel
for the users in the particular situations in which they would use the to be designed
product (Battarbee, 2005). Designers should seek to explore, consider or reflect on
the user and user context at any time by involving users both actively of passively
throughout all phases of the design process. (Sinek, 2009)

Just as the users might surprise you with how they perceive and use your design, you can also surprise them. When having researched the usersʼ needs, values and context, you
are able to design for an experience that is tailored to that particular user. However, a part of the experience can be to exceed the usersʼ expectations.

