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How do we make it an
optimal user experience?

v" From strategy, to concept,
to prototyping, to post-launch

v’ Iterative, agile,
quick and dirty

v" Slow and clean

v Across platforms

v’ Against competition
v" Global

v" KX/UX score




FRONT END INNOVATION

Front End

Market Launch

Nurture pipeline of new innovation to meet future customer & consumer demands



LDP - LEGO DEVELOPMENT PROCESS
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Extremes — and ‘extremes’
- Kids
- ... demographics, upbringing
- ... culture and passions
- ... cognitive skills, physical skills

- Context
- ...for use/consumption/play (e.g. Bulbshare, UserTribe)
- ... for research (e.g. inside Roblox, LEGO Life)
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How do parents see the
package

How do kids see the package
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http://www.tumblr.com/

Flow: The Psychology of Optimal Experience (1997)
Mihaly Csikszentmihalyi

High

Challenge level

Low

Low Skill level High

Source: https://commons.wikimedia.org/wiki/File:Challenge_vs_skill.svg






Some helpful extremes when
recruiting respondents



App Store Preview

This app is available only on the App Store for iPhone and iPad.

LEGO® DUPLO® Connected Train

For Bluetooth Train Playsets
LEGO

AhkhkhkHh 24.

Free

Screenshots irhone iPad

"This app may be used with or without the LEGO® DUPLO® Cargo Train (10875) or LEGO DUPLO Steam
Train (10874).

CREATE AND CONNECT
more




App Store Preview

This app is available only on the App Store for iPhone and iPad.

LEGO® DUPLO® Connected Train

For Bluetooth Train Playsets

LEGO .
o Let’s test this
. with the
Free

intended
audience

Screenshots irhone iPad

"This app may be used with or without the LEGO® DUPLO® Cargo Train (10875) or LEGO DUPLO Steam
Train (10874).

CREATE AND CONNECT
more
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The service:

The specific interface and
experience.

The platform:

The general platform
interface and experience.




Skill levels and extremes

Novice Advanced Competent Proficient Expert
Platform beginner
None Few Few Most Many
uncommon \ Most Few Few Few Eaw / common
Dosr Fandlash Few (none?) Few Few Most Many
Computers Some Some Some Few Few
Some new Most Few Few Few Few (none?)

technology




Skill levels and extremes

Skill level Low < > High
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platform
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platform
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A child who does not know how to use the tablet/iOS
BUT
Knows how to use the LEGO DUPLO train app
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A child who knows how to use the tablet/iOS
AND
Knows how to use the LEGO DUPLO train app
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A child highly
interested in LEGO
DUPLO and in trains
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A child highly
uninterested in
LEGO DUPLO and in
trains

A child who knows how to use the tablet/iOS
AND

Knows how to use the LEGO DUPLO train app

~
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platform
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High
service
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Skill 1 level Low
Skill 2 level

Interest 1 level

Interest 2 level

Other factor?

A

v

High



Skill 1 level Low
Skill 2 level

Interest 1 level

Interest 2 level

Other factor?

A

The mainstream

v

High



Skill 1 level
Skill 2 level

Interest 1 level

Interest 2 level

Other factor?

Low

A

The mai

stream

The extreme

v

High



Skill 1 level
Skill 2 level

Interest 1 level

Interest 2 level

Other factor?

What it this then? | The extreme
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Skill levels and extremes

The Pareto principle:

* For many outcomes, roughly
80% of consequences come
from 20% of causes.

* A small percentage of causes
have an outsized effect.

* It can help you identify which
initiatives to prioritize so you
can make the most impact.

Effort Outcomes



Skill levels and extremes

Average Person

Most People

Some People Some People
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Have few skills — BELL CURVE

can help us MEETS EXPECTATIONS

understand the ; >t Have extreme
. i i i .

novice : | skills — can help

experiencg | | ABOVE us push the
| EXPECTATIONS
. envelope!

SERIOUS UNDER !
PERFORMANCE |




Skill levels and extremes

Same as others

% 2
Probably more Probably less
than others than others
4 —
Definitely more Definitely less
than others than others
R e
4 A
2%

2% | 14% | 34% | 34% & 14%
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The Cultural Usability Project has shown that culture influences the pro-
cess across all of the elemen

s and interactions (Fig 9.2). In a user
research study, it is important to consider these cultural influences, and
if the study spa
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To sum up

* To the extremes, the mainstream is extreme.
* Are you extreme?

* The extremes are extremely valuable in research (oh and also in
business).

* |’ll take the extreme, please, in fact I'll have two.

* In the extremes

* The biases are extreme (and will make the researchers’ bias come out) —
embrace the bias, its not a bug

* Researchers depend more on others (scoping, recruitment,
moderation/execution, reporting)



Link you
later?

Thank you!

Thomas Visby Snitker
Senior Research Manager

thomas.snitker@LEGO.com




