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THE 
PUR-
POSE

Laith Wallace

UX Designer/Author  & Speaker
Co-Founder Pixeloute Agency

Hi, 

Thank you for downloading this 
workbook. The focus of this book 
is to help you to become a better 
UX Designer.

With these 25 points my hope is 
that it will help you to look for the 
best things to achieve your goals 
for the digital product that you are 
designing. 

The Checklist will be broken down 
into the some key areas I believe 
are very important to make a 
design effective and efficient. 

The main purpose of this 
document is to help a UX Designer 
truly understand their role and 
I’ve also added in additional 
section from 20 - 25 of where a UX 
Designer can add more value to a 
project. 

I hope this helps you and brings 
value to every project that you 
work on. 

Thank You for downloading.

Let me know what you think of it 
via my twitter page. @laithwallace 
or let me know via email 
hello@laithwallace.com

http://www.laithwallace.com
http://www.youtube.com/laithwallace
http://www.twitter.com/laithwallace
mailto:hello%40laithwallace.com?subject=25%20Point%20UX%20Design%20Checklist
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31. BRAND RESEARCH
The first thing you want to do is spend some time to understand 
the business/brand you are doing the work for. 
Ask some simple questions about this business like; 
Who are they?
Why do they do what they do? 
Who are they serving?
How valuable is their offering to their customer? 
What do customer say about what this brand is offering?

The primary thing you are looking out for is, What are the business 
goals we are trying to achieve with this project?

Example of the CORE UX Kit from the Skool Network: 
Here is where I get my kit from, so buy Your CORE UX KIT Here: CLICK HERE

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://theskoolrocks.refersion.com/c/9ef6c
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42. COMPETITIVE ANALYSIS
When you look out at the competition you want to be clear about 
what you are designing so that who you are designing for can 
distinguish you against the competition. 

The heuristics that I typically use are:

• Efficient Navigation
• Organizational Clarity
• Clear Messaging & Labelling 
• Consistent Design
• Matching User Needs & Expectations
• Effective Visual Design
• Supporting Readability & Scannability
• Facilitating User Tasks
• Providing Help
• What do customers say about them?

READ MORE: CLICK HERE

http://www.laithwallace.com
http://www.youtube.com/laithwallace
http://boxesandarrows.com/competitive-analysis-understanding-the-market-context/
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When I am creating a quick presentation about the competition 
I normally look at four key areas that truly helps me to quickly 
diagnose areas of innovation for the project that I am working on. 

There four areas are:
1. Design
2. Usability
3. Creativity
4. Content

This is a much more simpler way to look at competitive analysis.

http://www.laithwallace.com
http://www.youtube.com/laithwallace
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63. DATA ANALYSIS
If you can find any data then that would be brilliant. Data is 

always useful and there are some key sections you need to pay 

attention to in your research phase that can help you find areas of 

innovation for the project you are working on. 

When you are looking at data there are three key areas to pay 

attention to:

1. Issue Indication: Mapping out the problems

2. Investigation: What are the causes of the problems?

3. Triangulation: Adding data to supplement qualitative research

Click Here to learn more about data analysis

Rochelle King has an amazing video about the use of data and design 

as they worked on the Spotify app. Watch this great video.

Rochelle King: The complex relationship between data and design in UX

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://www.nngroup.com/articles/analytics-user-experience/
https://www.youtube.com/watch?v=YTRIeWI0EGQ
https://www.youtube.com/watch?v=YTRIeWI0EGQ


UX MASTER CLASS25 POINT UX DESIGN CHECKLIST by Laith Wallace | 

74. USER FEEDBACK
The more you speak to the customer the better that you can 

design for them. This is so true in any business and especially 

important as a UX Designer. 

As a UX Designer your goals is to always combine the business 

goals with the customers needs and make it useful, usable and 

pleasurable to the user of that product or service. 

You can gain user feedback in multiple ways, some of the ways 

you can use are;

1. Surveys

2. Feedback boxes

3. Reach out directly

4. User activity

5. Usability Tests

Click Here to read more.

Check out the video above: CLICK HERE

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://www.gov.uk/service-manual/user-research
https://www.youtube.com/watch?v=9Eqhayl3dSI
https://www.youtube.com/watch?v=9Eqhayl3dSI
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85. USER PROFILES
You always want to create a profile of the people you are 

designing for. Normally for any project you shouldn’t need 

more than 3-5 but for some projects there may be cases where 

you need more. This process is more specific than just getting 

feedback from a larger group. The profile highlights your ideal 

customer and identifies;

1. Who they are,

-  (Age, gender, status, location, etc.)

2. Their background information

- Working/not working, education etc.

3. Their wants and desires

4. How do we(the business) exceeds their needs.

Check out this great video 

by Chris Do & Jose Caballer 

on how to create User 

Profiles: CLICK HERE

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://www.youtube.com/watch?v=ZdUL0sCxiOw
https://www.youtube.com/watch?v=ZdUL0sCxiOw
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96. USER FLOWS/JOURNEY
The User flow is described in multiple ways. You may see it 

described as a User Story, User, Journey or a User Flow. Simply 

put the flow is mapping out the Journey that user will take before 

they reach a desired goal you want, like to purchase an item. 

As a UX Designer the better you can become at designing and 

understanding the user flow it will lead to better results for the 

business and for the user.

Learning about Conversion 

funnel marketing can really 

help you gain more insight 

also as a UX Designer: 

The Futur

Click here for more information: Smashing Magazine

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://www.youtube.com/watch?v=a6NDggNvspU
https://www.smashingmagazine.com/2012/01/stop-designing-pages-start-designing-flows/
https://www.youtube.com/watch?v=a6NDggNvspU
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107. DEFINE THE GOALS
Now you need to prioritise what are the needs of the users that 

we will focus on and how will we match those needs to the goals 

of the business. When you prioritise goals you need to look at two 

main areas;

1. What is more Important?

2. What is most Urgent?

Once you are clear on these goals you can now create the MVP. 

The MVP is the minimum viable product (MVP) is a product with 

just enough features to gather validated learning about the 

product and its continued development. Gathering insights from 

an MVP is often less expensive than developing a product with 

more features, which increase costs and risk if the product fails, 

for example, due to incorrect assumptions. The term was coined 

and defined by Frank Robinson, and popularized by Steve Blank, 

and Eric Ries. It may also involve carrying out market analysis 

beforehand.

Watch this video 

here about the 

Minimum Viable 

Product: CLICK 

HERE

BUY THE BOOK 

The Lean 

Startup by Eric 

Ries: CLICK 

HERE

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://www.youtube.com/watch?v=1FoCbbbcYT8
https://www.youtube.com/watch?v=1FoCbbbcYT8
http://amzn.to/2depKn6
http://amzn.to/2depKn6
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118. THE STYLESCAPE
The stylescape is a digital mood-board that you can use to help 

define the direction of the project you are working on. 

I didn’t use a stylescape in my work flow until recently but I’ve 

found it extremely useful. I learnt this from Jose Caballer from the 

Skool Network. 

How To Design Brand Identity Stylescapes: CLICK HERE

GROUPR Stylescape I created for a Startup App Design

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://twitter.com/josecaballer?ref_src=twsrc%5Egoogle%7Ctwcamp%5Eserp%7Ctwgr%5Eauthor
https://www.youtube.com/watch?v=lGmPCutgI2o
https://www.youtube.com/watch?v=lGmPCutgI2o
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129. INFORMATION
ARCHITECTURE
Information architecture (IA) focuses on organizing, structuring, and 

labelling content in an effective and sustainable way.  The goal is 

to help users find information and complete tasks.  To do this, you 

need to understand how the pieces fit together to create the larger 

picture, how items relate to each other within the system.

According to Peter Morville Site exit disclaimer, the purpose of 

your IA is to help users understand where they are, what they’ve 

found, what’s around, and what to expect.  As a result, your IA 

informs the content strategy through identifying word choice as 

well as informing user interface design and interaction design 

through playing a role in the wire-framing and prototyping 

processes. Information Architecture for DIGITAL, note that the main 

components of IA:

Organization Schemes and Structures: How you categorize and 

structure information

Labelling Systems: How you represent information

Navigation Systems: How users browse or move through 

information

Search Systems: How users look for information

Reference Usability.gov: Click Here

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://www.usability.gov/what-and-why/information-architecture.html
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1310. BRAND MESSAGING
Once you have spend time in the beginning to understand the 

brand and who they are speaking to you need to be clear on the 

messaging also. Every word is important and the key to good 

design is also in the copy. Spend time to look at the tone of voice 

and define what feeling and impact you want customer to have 

when using the website or app. More Info HERE

Example of the CORE UX Kit from the Skool Network: 
Here is where I get my kit from, so buy Your CORE UX KIT Here: CLICK HERE

Brand Messaging: CLICK HERE FOR MORE INFORMATION

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://blog.kissmetrics.com/optimize-your-website-messaging/
https://theskoolrocks.refersion.com/c/9ef6c
https://blog.kissmetrics.com/optimize-your-website-messaging/
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1411. ACCESSIBILITY
It’s very important to take into consideration those who may have 

certain challenges when using the internet. Especially those who 

may be colour blind or even struggle with their vision. The best 

way to deal with this is to test your design amongst the fringe 

cases in your user profiles to see what challenges they have. 

Sometimes simple changing the font size and spacing can be the 

difference in engagement and retention from a user.

FOR MORE INFORMATION: CLICK HERE

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://www.gov.uk/service-manual/helping-people-to-use-your-service/making-your-service-accessible-an-introduction
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1512. SKETCH
I truly believe that the best way to start you designs is to stay 

as far away from your computer as possible but start to sketch. 

Really spend time sketching out the design without the limitations 

of a grid and an art-board in your way. I use low-fidelity prototypes 

in order to have an early validation of the product, saving time and

making sure I’m not producing wasteful design work. I can easily 

and efficiently make changes while including users feedback 

based on their reactions.

I use the RHODIA Dot 

Pad: 

CLICK HERE TO BUY IT

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://www.amazon.co.uk/Rhodia-19559C-Dot-Grid-Dotpad/dp/B005IAZXUO/ref=as_sl_pc_qf_sp_asin_til?tag=wallacetv-21&linkCode=w00&linkId=&creativeASIN=B005IAZXUO
https://www.amazon.co.uk/Rhodia-19559C-Dot-Grid-Dotpad/dp/B005IAZXUO/ref=as_sl_pc_qf_sp_asin_til?tag=wallacetv-21&linkCode=w00&linkId=&creativeASIN=B005IAZXUO
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1613. UI ELEMENTS

Its best when working on a project to create a Library of all the 

assets that you will be using. Websites like Frontify and InVision 

are great tools to use to help you store all the UI elements for the 

project for quick access.

PRODUCT VIDEO: HERE

Check out Library by InVision: CLICK HERE

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://frontify.com/
https://www.invisionapp.com/
https://youtu.be/lmBFBPFSzvI
http://abduzeedo.com/introducing-library-invision
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1714. GESTURES

Every app, game or tool you open on your phone must includes a 
swipe, tap or pinch to function. These gestures are the secret to 
making great mobile apps work. And there’s a lot that goes into it.
With clicks, designers and developers really only had to think 
about where they wanted the action to appear on the screen. 
With gestures, you have to consider the type of physical action, its 
location on the screen, and whether users can intuitively find and 
touch it.

For more information: CLICK HERE

http://www.laithwallace.com
http://www.youtube.com/laithwallace
http://thenextweb.com/dd/2015/11/09/how-to-implement-gestures-into-your-mobile-design/
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1815. MOBILE RESPONSIVENESS
As mobile browsing outpaced desktop usage in 2014 with statistics 

predicting a continuing increase, a website must have a mobile 

strategy in place in order to succeed. Moreover, the increasing 

variety of devices and screen sizes require designs to be more 

flexible than ever before.

And while there were once multiple options for serving 

mobile users, such as m-dot sites or heavy reliance on mobile 

applications, the most relevant research to date shows that 

these solutions just aren’t as consistent or as cost effective as a 

responsive design.

What is responsive web design?

As the name suggests, Responsive Web Design responds to the 

user’s viewpoint, device, or platform. Essentially, it’s a design that 

can attractively acclimate to any screen resolution.

For more information: CLICK HERE

Photo credit: Responsive Design Cheatsheet

http://www.laithwallace.com
http://www.youtube.com/laithwallace
http://thenextweb.com/dd/2015/12/22/the-web-in-2016-long-live-responsive-design/
https://www.uxpin.com/studio/blog/responsive-web-design-cheat-sheet/?utm_source=Responsive%20Design%20Best%20Practices&utm_medium=ebook&utm_campaign=Responsive%20Design%20Best%20Practices
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1916. WIREFRAMES
Your wireframes are the skeleton of the High Fidelity designs. At 

this stage try and get sign off from the stakeholders of the project. 

This is the quickest way to work rather than show high fidelity 

designs and get push back on smaller things like typography and 

colours on top of the UX design of what you are designing. 

Using the wireframes in user testing is also a great way to save 

time and money on the project also and you can quickly get 

feedback on what you have designed to make sure you are going 

in the right direction.

http://www.laithwallace.com
http://www.youtube.com/laithwallace
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2017. HIGH FIDELITY 
PROTOTYPES
The High Fidelity Designs quickly allow people to see the how the 

final design will look. Once create you want to quickly get this in 

front of the stakeholders for sign off and validate these designs 

with some users also. Your use of colours, icons, font and imagery 

are all influenced by the context, culture and layout that you use.

http://www.laithwallace.com
http://www.youtube.com/laithwallace
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2118. INTERACTIONS & 
PROTOTYPES
The prototype will allow you to use the design with some of the 

interactions included into the design. I use the marvel app to 

create my prototype for testing but you can use multiple different 

products to create your prototypes. 

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://marvelapp.com/
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2219. MICRO INTERACTIONS
Micro-interactions are contained product moments that revolve 

around a single use case—they have one main task. Every time 

you change a setting, sync your data or devices, set an alarm, 

pick a password, log in, set a status message, or favourite or “like” 

something, you are engaging with a micro-interaction. They are 

everywhere: in the devices we carry, the appliances in our house, 

the apps on our phones and desktops, even embedded in the 

environments we live and work in. Most appliances and some 

apps are built entirely around one micro-interaction.

Micro-interactions are good for:

   Accomplishing a single task

   Connecting devices together

   Interacting with a single piece of data such as the temperature

   Controlling an ongoing process such as music volume

   Adjusting a setting

   Viewing or creating a small piece of content like a status 

message

   Turning a feature or function on or off

FOR MORE INFORMATION: 

CLICK HERE

REFERENCE: http://

microinteractions.com/

http://www.laithwallace.com
http://www.youtube.com/laithwallace
http://microinteractions.com/what-is-a-microinteraction/
http://microinteractions.com/downloads/Microinteractions_QuickRef.pdf
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2320. KPI SETUP
KPI = Key Performance Indicator - The HEART framework
This is a framework used at Google Check out this medium article 

from Kerry Rodden where she explains this more. 

Happiness: measures of user attitudes, often collected via survey. 

For example: satisfaction, perceived ease of use, and net-promoter 

score.

Engagement: level of user involvement, typically measured 

via behavioural proxies such as frequency, intensity, or depth 

of interaction over some time period. Examples might include 

the number of visits per user per week or the number of photos 

uploaded per user per day.

Adoption: new users of a product or feature. For example: 

the number of accounts created in the last seven days or the 

percentage of Gmail users who use labels.

Retention: the rate at which existing users are returning. For 

example: how many of the active users from a given time period 

are still present in some later time period? You may be more 

interested in failure to retain, commonly known as “churn.”

Task success: this includes traditional behavioural metrics of 

user experience, such as efficiency (e.g. time to complete a task), 

effectiveness (e.g. percent of tasks completed), and error rate. This 

category is most applicable to areas of your product that are very 

task-focused, such as search or an upload flow.

FOR MORE INFORMATION: CLICK HERE

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://library.gv.com/how-to-choose-the-right-ux-metrics-for-your-product-5f46359ab5be#.ughdvsc2a
https://library.gv.com/how-to-choose-the-right-ux-metrics-for-your-product-5f46359ab5be#.ughdvsc2a
https://library.gv.com/how-to-choose-the-right-ux-metrics-for-your-product-5f46359ab5be#.ughdvsc2a
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2421. AB TEST PLAN
At its core, A/B testing is exactly what it sounds like: you have two 

versions of an element (A and B) and a metric that defines success. 

To determine which version is better, you subject both versions to 

experimentation simultaneously. In the end, you measure which 

version was more successful and select that version for real-world 

use.

For More Information: CLICK HERE

Photo credit: Smashing Magazine

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://www.smashingmagazine.com/2010/06/the-ultimate-guide-to-a-b-testing/
https://www.smashingmagazine.com/wp-content/uploads/2010/06/abtesting.gif
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2522. USER TESTING
Usability testing is a technique used to help discover problems or 

bottle-necks in your design. But there are different types of user 

testing that suit different types of goals. I have done testing in 

multiple different forms but all forms are helpful you just need to 

pick what best suits the goals you are testing. 

1. Select the most important tasks to the product overall — While 

it’s tempting to select tasks related to the newest or experimental 

features, this is not the correct test for that. A benchmark measures 

usability as a whole, not in a specific area.

2. Use standard metrics — The most reliable data comes from 

success rates, time-to-completion, error rates, and satisfaction 

rating.

3. Do not disturb the user — Little to no moderation should be 

involved in a good benchmark test. Any distraction will bias the 

results, so avoid asking for feedback or explanations of their 

behaviour — or at least wait until they’re completely finished.

4. Using your target audience is essential — This is especially 

important for usability benchmark testing since this is a broad 

assessment of how your target users perform with your product.

5. Use a large number of participants — Due to the quantitative 

nature of this test, using a large number of participants will reduce 

the margin of errors and give you feedback that’s more accurate, 

and therefore more useful.

Video Tutorial: CLICK HERE

For more information: THE NEXT WEB CLICK HERE

http://www.laithwallace.com
http://www.youtube.com/laithwallace
https://www.youtube.com/watch?v=r0A6IW2TFFI
http://thenextweb.com/creativity/2015/04/27/user-testing-explained/
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2623. LAUNCH
When it comes onto launching your product. Especially if its an 

app you need to pay attention to the first stages of the launch 

with close attention. Be always looking into your analytics and the 

feedback from your customers as early as possible. 

Over on First Round Cluster’s Co-founder and CEO Brenden 

Mulligan has written an article that gives great instruction into how 

to have a successful launch.

For more information: CLICK HERE

http://www.laithwallace.com
http://www.youtube.com/laithwallace
http://firstround.com/review/the-simple-rules-that-could-transform-how-you-launch-your-product/
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2724. REFINE AND TEST
As you release your app into the marketplace there will be a 

variety of opinions about your product. So you need to keep 

yourself on the ball and continuously looking for areas to improve. 

This will help you to make improvements to the key areas users 

use the most and even find areas of innovation as you look at the 

data and speak to users.

http://www.laithwallace.com
http://www.youtube.com/laithwallace
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2825. MARKETING
You won’t believe the amount of companies I’ve worked with who 

haven’t had a solid marketing strategy when launching their app. 

For some reason they believe that because the app is launched 

people will find the app and use it. 

The truth is that you need to put out content that is valuable to the 

user and relevant to each of them. Social media is truly the best 

platform to promote content and using platforms like Facebook, 

Instagram, Snapchat and Youtube are key to getting your app 

known. Content needs to be produced daily on each platform 

if possible and the more content you can produce the better. 

Each channel has to be used in the way users receive content 

via each platform so on snapchat its short 10 sec video where as 

on Youtube and facebook video can be much longer. Instagram 

allows you to produce short 60 sec videos as well as share 

great images also. Study each platform and make it work in the 

best way for you. With Facebook Ads you can target much more 

deeply than any other marketing platform today. It truly is the best 

platform to use to get to your audience. 

So create a goal for each platform, define the strategy, create the 

action plan and get to work. 

http://www.laithwallace.com
http://www.youtube.com/laithwallace


UX MASTER CLASS25 POINT UX DESIGN CHECKLIST by Laith Wallace | 

29BONUS FREE MINI COURSE

In this free mini course I share 3 videos to help you become a 

better UX Designer. 

Video 1 - UX Skills That Pay the Bills

Video 2 - How To Stand Out As A UX Designer

Video 3 - How To Build Confidence as a UX Designer

To sign up to this free course please click the link below:

CLICK HERE

http://www.laithwallace.com
http://www.youtube.com/laithwallace
http://25pointuxdesignchecklist.gr8.com
http://25pointuxdesignchecklist.gr8.com
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