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How can the Seven Modes
of Design Innovation

Help combine the UX of
two different AR Producls?



SENSE INTENT - METHODOLOGY

Principles

Sense Intent - Problem Definition, Methodology

SYNTHESIS

ABSRRACT

Know Context - Trends, Competitors, Product Field Ref Guide

Observation

Know People - Expert Interviews, Personas, User Journeys

Frame Insights - Workshop, Findings

Explore Concepts - User Flows

Frame Solutions - Prototypes, Feedback, Iterations

Realise Offerings

Kumar, V. (2013). 101 design methods: A structured approach for driving innovation in your organization. Hoboken, NJ: Wiley.



KNOW CONTEXT - TRENDS, COMPETITORS

Healthcare 16.8 Billion USD

AR & VR Market Revenue Worldwide 2019 AIATHEER

Automotive

198 Billion USD

AR Global Market Size 2025

Enterprise

UBIMAX

wear |T at work

Mobile UPO’QSKI LL

29.5 Billion USD

Remote AR & VR Economic Impact 2020

Gordon, K. (2019, March 14). Augmented Reality (AR) - Statistics & Facts. Retrieved July 7, 2019, from https:/www.statista.com/topics/3286/augmented-reality-ar/
Nguyen, T. H., & Blau, B. (2018, January 5). Competitive Landscape: Augmented Reality Tools for Enterprise, 2018 [PDF]. Connecticut: Gartner Inc.
Makarov, A. (2019, April 04). 9 Augmented Reality Trends to Watch in 2019-2020: The Future Is Here. Retrieved July 7, 2019, from https:/mobidev.biz/blog/augmented-reality-future-trends-2018-2020



https://mobidev.biz/blog/augmented-reality-future-trends-2018-2020

KNOW CONTEXT - PRODUCT FIELD REFERENCE GUIDE - 1 REFLEKT REMOTE, 2 REFLEKT ONE
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Easy Access - Info

Single Tool

Goals

Cross Platform
AR Support
No / Limited Net

Intelligent Route

Terminology

Simple UX

Better Ul

—

Production

In-House Devs
Designers

Frahm, K. (2016). The Product Field reference guide. Product Field.
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Single Tool
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Efficiency in repair
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Simple UX
|
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Reduce Steps
Overall Ul

Production

In-House Devs
Designers

Ready Information

Reduce time

Motivations

Usability
Pre-Learning

Non-Intuitive

Visual Hierarchy
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Microsoft

Distribution

Google Play, iOS

Hololens

Users

Customers

Technicians

Users

Experts

Industries




KNOW PEOPLE - EXPERT INTERVIEWS, PERSONAS

“Only an ecosystem can help provide
a seamless user experience!

“We have to provide a consumer
based Experience! ¢

“UX and Ul of a product are of highest
priority as they help fix technical
Problems! “

“Its 1s absolutely essential that we get
the usability right making it easy and
efficient! “

“We need to understand the clients
use cases In-order to provide a John Doe Bane Doe
standardised solution! Senior Technician Junior Technician



KNOW PEOPLE - USER JOURNEY - REFLEKT ONE

(SATISFIED)

Tracking was quick and easy

The animation was clear & Intuitive
The text was clear and precise

Number of steps are clearly mentioned

Freeze mode helps keep content in place (SATISFIED)
Additional image was helpful | received a checklist after all the steps!
(SATISFIED) The tasks were easy to follow & Precise

| found the scenarios | need in the menu
It shows me how to initiate tracking

(THINKING) (THINKING) Found my personal scenarios

This looks interesting, I'll try this The login is straight forward Overview of the app Ul was clear

| Received the exact steps | need!

| was able to complete the task faster!
| did not need my manuall

There was no need of documentation!

Al
(UNSURE) (UNSURE) (WORRIED) (UNSURE) @ i
Is this more efficient? Hope | remember my credentials! | do not find my scenarios! | have to initiate tracking all the time E’
Not sure how long this will take! forget my password, how do | reset it? How do | find my scenarios? | don't understand the step
Do | need login credentials for every? How long would it take? Where do | find the server details? Not sure which step | am at (WORRIED)
Do | have all the docs | need? Why do | have to enter these details? Too much information Have | completed all the steps?
Do | need to connect to the WIFI? What if | enter the wrong details? Complicated UX

| was not able to follow the steps!
| would rather make a call.

How are the steps documented?
Could I chat or call an expert?
The app is too complicated!

The Ul is not intuitive

. APP CONSIDERATION ' OPEN APP . SCENARIOS . TRACKING & USING . WAIT &§ WONDER ' TASK COMPLETE

Woijcicka, D. (2015, September 09). 10 most interesting examples of Customer Journey Maps. Retrieved July 9, 2019, from http:/blog.uxeria.com/en/10-most-interesting-examples-of-customer-journey-maps/




KNOW PEOPLE - USER JOURNEY - REFLEKT REMOTE

(SATISFIED)

It was easy to use send a text!

It was easy to describe my issue

(SATISFIED) .!

| like that | can chat or call an expert

(THINKING)
This looks interesting, I'll try this

(THINKING)

The login is straight forward

(UNSURE)

Hope | remember my credentials!
| have to enter all my details?
Why do | have to do this?

(UNSURE)

Was my description clear?

(UNSURE)

s this more efficient?

Not sure how long this will take!

Do | need login credentials for every?
Do | have all the docs | need?

Do | need to connect to the WIFI?

(WORRIED)

How do | know which expert | would get?
Um, is anyone there?

| don't understand that response!

Do | have to find an expert myself?

Do | need to add the expert to my contact?

Will I get in touch with the right ex?

(SATISFIED)

The expert resolved the issue for me!

The option to switch to video was helpfull
Sticky annotation made pointing perfect!

| had the right expert!

The call resolved my issue!

(SKEPTIC)

(WORRIED)

Do | need cellular data to make a call?
Have | done the step before calling?
How do | know if the expert is free?
Do | need more documentation?

| have to explain a lot to the expert
It was hard to explain everything - chat
| would like to solve it myself

(SATISFIED)

The task is donel!

The steps were easy over the video calll
The expert had the right datal

| did not have to explain my issuel
Annotations improve accuracy!

&)

(WORRIED)

Whats the status of the chat?

Do | need more documentation?
Can | contact the same expert?
The app is too complex!

. APP CONSIDERATION . ONBOARDING . CHAT / DATA ENTRY . INITIATING CHAT . WAIT & WONDER ‘ PHONE/VIDEO CALL ‘ WAIT &§ WONDER . TASK COMPLETE

Woijcicka, D. (2015, September 09). 10 most interesting examples of Customer Journey Maps. Retrieved July 9, 2019, from http:/blog.uxeria.com/en/10-most-interesting-examples-of-customer-journey-maps/



FRAME INSIGHTS - WORKSHOP, FINDINGS

How do we provide
a Seamless User
[xperience whilst
bringing both the
products together?

e Vision Before and After
e |dentifying user needs
e |dea Generation

e Elaborate Ideas

e Create Concepts

Brown, D. (2017, December 12). The Secrets of Creating Great Design Workshops - EightShapes. Retrieved July 9, 2019, from https:/medium.com/eightshapes-llc/the-secrets-of-creating-great-design-workshops-1e3476b548bf



EXPLORE CONCEPTS - USER FLOWS - HIGH LEVEL
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FRAME SOLUTIONS - PROTOTYPES, FEEDBACK, ITERATIONS

MOBILE - iPHONE - DRAFT 1

ONBOARDING

TRACKING

STEP-BY-STEP CHAT

TEAL TURTLE

FEEDBACK

| o alt tie cussporiins Sews alt pitlanc
A 2

3D/VR MODE

s
 Jp gle [ kasp <2 ol sy —ncisshont]
faadback - X Tears

mone promusent ( Gredsasions ) cpocily)
Prnstobon 5 e cpiloms

»stave 5 Macth, PEES

2 sery e C Fat repnaria)
2 Prigite decanite 5 eyppenc) ety st
I L BT i iy

camturrs 4o mexe ACep chiip ticn)]

T ¢ Foel e 15 plasy < <2)
Ptk - Sloun e

LY ea) o Aiocki e o
,i;";maﬂwafmywﬁ ;; = = Ao =
- Dntarre <o s whene <0 <op € rissmien X Guige e ssen gov Lracgy

i//\qw'lxﬂy‘
@ cugmencation) -

< Pors e awsips <opd Ao Ao Grc Legt Facctfoct : Gany p

nd e igher b 4o ot Sl e D

= 9 gy o o S oo < Sticpsy f Normink cnciotions micns

|
o penmessrers.
e ncre saroplen iy . —rpenarars e frag ant el
2 e e i rreate’
" o clorges [ Focpoh, turifen ] rstse mocte amporcanc <o 30 Y
- St g ) ercim asse U B
- Gaaifong - Keguaded
Feaclbock + EAel.

P
cloan o |
- sy o ok ok Y AR 4 ,
s et i € Vil Fairarch) - Wy e s ey ~ i n g
v wants i check o AP mmfl, rathen a..,y; cherge pom #RH - f“i;”i’((ma hoechticr)
it han G5 euipe <p g e o - ot 1. " fles g st |
B g abons @it o rext S e e ot e e p C S by Step (Rerame o spame)
Pﬂ»vimm,’g(r\/ﬂmwmq) horB Y utnis e gy 7 S e 'v;,m.—hmax
) - him 45 acct ( 5o cmpliz [N S Skt g St Aocirarin b X
SR Ty R i AL B
(4 forierf o Concacting o)
iy Pl LT e S el S Lt ;Z,;( ) vl

Apple Inc. (n.d.). Human Interface Guidelines. Retrieved July 9, 2019, from https:/developer.apple.com/design/human-interface-quidelines/ios/overview/interface-essentials/

Apple Inc. (n.d.). Human Interface Guidelines. Retrieved July 9, 2019, from https:/developer.apple.com/design/human-interface-guidelines/ios/app-architecture/loading/



FRAME SOLUTIONS - PROTOTYPES, FEEDBACK, ITERATIONS

ONBOARDING TRACKING STEP-BY-STEP

«
9

Apple Inc. (n.d.). Human Interface Guidelines. Retrieved July 9, 2019, from https:/developer.apple.com/design/human-interface-quidelines/ios/overview/interface-essentials/

Apple Inc. (n.d.). Human Interface Guidelines. Retrieved July 9, 2019, from https:/developer.apple.com/design/human-interface-guidelines/ios/app-architecture/loading/

CHAT

12



FRAME SOLUTIONS - PROTOTYPES, FEEDBACK, ITERATIONS

ONBOARDING TRACKING STEP-BY-STEP CHAT

AUDIO & VIDEO CALL

Apple Inc. (n.d.). Human Interface Guidelines. Retrieved July 9, 2019, from https:/developer.apple.com/design/human-interface-quidelines/ios/overview/interface-essentials/

Apple Inc. (n.d.). Human Interface Guidelines. Retrieved July 9, 2019, from https:/developer.apple.com/design/human-interface-guidelines/ios/app-architecture/loading/

13



NEXT STEPS & LIMITATIONS

0y ) Create Working Prototype Technology
> ) Cross Platform : Hololens ? f;%ﬁ Client Adaption
Test new prototype with existing clients Pricing Model
Get feedback from existing clients @ Appropriate Use Cases

. ) Develop Business Model %) ) Scalability



SUMMARY OF KEY LEARNINGS

Sense Intent - ([dentify the relevance of the topic

Know Context - Detailed analysis of the existing products - Problems & Solutions

Know People - |obs to be done - Pain Points - [dentify users

Frame Insights - Examine existing products - Define user needs - Create concepts

Explore Concepts - Combine the UX of two products

Frame Solutions - Realise the UX & Ul of new product - Importance of feedback

Realise Offerings - L imitations & Next Steps




Thank You !



