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A fundamental truth (a) that designers must accept in
order to create more efficient products and experiences is
the reality that we are not the user. We’'re much too close
to (b) what we build to impartially see it and understand
how users will engage with it. The best user interfaces
are those that have been (c) molded by examinations
of real users and their interactions with them. So how
can designers mold their work to be more efficient? An
incredibly efficient way is with usability testing. The goal
of this method is to reveal problems in a design, (d)
discovering existing possibilities, and learn more about
the behaviors and preferences of users by (e) asking

participants to engage in authentic activities.

@ (a) @ (b)
® (o) @ (d)
® (e)
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A fundamental truth that designers must accept in

order to create more efficient products and experiences

is the reality (A) (that/what) We are not the user.
We're much too close to what we build to impartially
see it and understand how users will engage with it.

The best user interfaces are those that have been (B)

(molded /molding ) by examinations of real users and

their interactions with them. So how can designers mold

their work to be more efficient? An incredibly efficient
way (C) with usability testing. The goal of this

method is to reveal problems in a design, discover
existing possibilities, and learn more about the behaviors

and preferences of users.

@ that - molding - is
@ what - molded - are
® that - molding - are
@® what - molding - is
® that - molded - is
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A (a) fundamental truth that designers must accept in
order to create more efficient products and experiences
is the reality that we are not the user. We're much too
close to what we build to (b) impartially see it and
understand how users will engage with it. The best
user interfaces are those that have been molded by
examinations of real users and their interactions with
them. So how can designers mold their work to be more
efficient? An incredibly efficient way is with usability
testing. The goal of this method is to (c) reveal problems
in a design, discover existing possibilities, and learn
more about the behaviors and preferences of users by
asking participants to engage in (d) authentic activities.
This technique is efficient for understanding how well a
design will perform once it is in the hands of real users.
Designers can use this method to improve their work

through following (e) imitations based on the findings

from typical users.

@ (a) @ (b)
® () @ (@
® (o)
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A fundamental truth that designers must (A)
(‘accept / reject )in order to create more efficient products

and experiences is the reality that we are not the

user. Were much too close to what we build to (B)

(impartially / subjectively ) see it and understand how

users will engage with it. The best user interfaces are
those that have been molded by examinations of real
users and their interactions with them. So how can
designers mold their work to be more efficient? An

incredibly efficient way is with usability testing. The goal

of this method is to (C) (reveal / conceal ) problems in

a design, discover existing possibilities, and learn more

about the behaviors and preferences of users.

D accept - subjectively - reveal
@ reject - impartially - conceal
® accept - subjectively - conceal
@ accept - impartially - reveal
® reject - subjectively - reveal

2SXE0f 112 2O[TTAF 1S 2610236



- 5 HIZH 2 (E01/7) - 2424

A fundamental truth that designers must accept in
order to create more efficient products and experiences is

the reality that We're much

too close to what we build to impartially see it and
understand how users will engage with it. The best
user interfaces are those that have been molded by
examinations of real users and their interactions with
them. So how can designers mold their work to be more
efficient? An incredibly efficient way is with usability
testing. The goal of this method is to reveal problems in
a design, discover existing possibilities, and learn more
about the behaviors and preferences of users by asking

participants to engage in authentic activities.

(D testing is a secondary process in design
(2 we are not the user

® products must be visually appealing first
@ designers should trust their own intuition
® users always know what they want

A fundamental truth that designers must accept in
order to create more efficient products and experiences
is the reality that we are not the user. Were much
too close to what we build to impartially see it
and understand how users will engage with it. The
best user interfaces are those that have been molded
by examinations of real users and their interactions
with them. So how can designers mold their work
to be more efficient? An incredibly efficient way is

with usability testing. The goal of this method is to

by asking participants to engage in authentic activities.

@ identify design flaws and explore potential
improvements

@ ignore user preferences to maintain the original
design vision

® reduce production costs by simplifying the
interaction process

@ replace real-world testing with advanced computer
simulations

® predict future market trends through statistical data
analysis
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in order to create more efficient products and

A fundamental truth that designers must accept
experiences is the reality that we are not the user.

(A) This technique is efficient for understanding how
well a design will perform once it is in the
hands of real users. Designers can use this
method to improve their work through following
modifications based on the findings from typical

users.

(B) An incredibly efficient way is with usability testing.

The goal of this method is to reveal problems
in a design, discover existing possibilities, and
learn more about the behaviors and preferences of
users by asking participants to engage in authentic
activities.

(C) We're much too close to what we build to impartially
see it and understand how users will engage with
it. The best user interfaces are those that have been
molded by examinations of real users and their
interactions with them. So how can designers mold

their work to be more efficient?

@® ®B)-(©)-@A)
® (©)-®B)-(4)
® (B)-(4)-(©Q)

@ (4)-(©)-(B)
@ (©)-A)-(B)
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The goal of this method is to reveal problems in a
design, discover existing possibilities, and learn more
about the behaviors and preferences of users by

asking participants to engage in authentic activities.

A fundamental truth that designers must accept in
order to create more efficient products and experiences
is the reality that we are not the user. @ We’re much too
close to what we build to impartially see it and understand
how users will engage with it. @ The best user interfaces
are those that have been molded by examinations of
real users and their interactions with them. So how can
designers mold their work to be more efficient? @ An
incredibly efficient way is with usability testing. @ This
technique is efficient for understanding how well a design
will perform once it is in the hands of real users. ®
Designers can use this method to improve their work
through following modifications based on the findings

from typical users.
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A fundamental truth that designers must accept in
order to create more efficient products and experiences
is the reality that we are not the user. We're much too
close to what we build to impartially see itand understand
how users will engage with it. The best user interfaces
are those that have been molded by examinations of
real users and their interactions with them. So how
can designers mold their work to be more efficient? An
incredibly efficient way is with usability testing. The goal
of this method is to reveal problems in a design, discover
existing possibilities, and learn more about the behaviors
and preferences of users by asking participants to engage
in authentic activities. This technique is efficient for
understanding how well a design will perform once it is
in the hands of real users. Designers can use this method
to improve their work through following modifications

based on the findings from typical users.

O The primary purpose of usability testing is to
confirm that the initial design is perfect without any
flaws.

@ Designers need to acknowledge that their

perspective is different from that of the actual users.

® Being too involved in the creation process can
hinder a designer's ability to view the product
objectively.

@ Usability testing involves observing participants as
they perform realistic tasks with a design.

® Designers can refine their products by applying
changes based on feedback from representative
users.
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A fundamental truth that designers must accept in
order to create more efficient products and experiences
is the reality that we are not the user. We're much too
close to what we build to impartially see itand understand
how users will engage with it. The best user interfaces
are those that have been molded by examinations of
real users and their interactions with them. So how
can designers mold their work to be more efficient? An
incredibly efficient way is with usability testing. The goal
of this method is to reveal problems in a design, discover
existing possibilities, and learn more about the behaviors
and preferences of users by asking participants to engage
in authentic activities. This technique is efficient for
understanding how well a design will perform once it is
in the hands of real users. Designers can use this method
to improve their work through following modifications

based on the findings from typical users.

O The importance of aesthetic elements in modern
user interface design

@ Enhancing design effectiveness through usability
testing with real users

® The psychological reasons why designers become
attached to their creations

@ Strategies for recruiting representative users for
large-scale experiments

(® Limitations of traditional research methods in the
digital product market
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A fundamental truth that designers must accept in
order to create more efficient products and experiences
is the reality that we are not the user. @ We’re much too
close to what we build to impartially see itand understand
how users will engage with it. @ The best user interfaces
are those that have been molded by examinations of
real users and their interactions with them. @ Marketing

strategies often focus on the psychological triggers that

lead to impulsive buying behaviors in various consumers.

@ An incredibly efficient way to bridge this gap is with
usability testing, which reveals problems in a design
and discovers existing possibilities. & Designers can use
this method to improve their work through following

modifications based on the findings from typical users.
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A fundamental truth that designers must accept in
order to create more efficient products and experiences
is the reality that we are not the user. We're much too
close to what we build to impartially see itand understand
how users will engage with it. The best user interfaces
are those that have been molded by examinations of
real users and their interactions with them. So how
can designers mold their work to be more efficient? An
incredibly efficient way is with usability testing. The goal
of this method is to reveal problems in a design, discover
existing possibilities, and learn more about the behaviors
and preferences of users by asking participants to engage
in authentic activities. This technique is efficient for
understanding how well a design will perform once it is

in the hands of real users.

Since designers often have a ____ (A)

view of their own work, they should

employ (B) to gain objective

insights from actual users.

(D professional - internal peer reviews

@ critical - statistical surveys

® subjective - usability testing

@ comprehensive - creative brainstorming
® detached - market trend analysis
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A fundamental truth that designers must accept in
order to create more efficient products and experiences
is the reality that we are not the user. We're much too
close to what we build to impartially see itand understand
how users will engage with it. The best user interfaces
are those that have been molded by examinations of
real users and their interactions with them. So how
can designers mold their work to be more efficient? An
incredibly efficient way is with usability testing. The goal
of this method is to reveal problems in a design, discover
existing possibilities, and learn more about the behaviors
and preferences of users by asking participants to engage
in authentic activities. This technique is efficient for
understanding how well a design will perform once it is
in the hands of real users. Designers can use this method
to improve their work through following modifications

based on the findings from typical users.

871

@ Designers must realize that they do not represent
the actual users of their products.

(® Proximity to one's own creation makes it easier to
evaluate its usability objectively.

(© Usability testing is a method used to identify flaws
and opportunities in a design.

@ Participants in usability testing are asked to
perform tasks that are not related to real-life
situations.

© The most effective user interfaces are developed
through observing how real people use them.

® Usability testing is primarily used to predict the
financial success of a product in the market.

Designers can refine their work by making
changes based on data from representative users.
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A fundamental truth that designers must accept in
order to create more efficient products and experiences
@ is the reality that we are not the user. We're much

too close to what we build ® impartially seeing it and

understand how users will engage with it. The best
user interfaces are those that have been (© molded by
examinations of real users and their interactions with
them. So how can designers mold their work to be more
efficient? An incredibly efficient way is with usability
testing. The goal of this method is to @ reveal problems
in a design, discover existing possibilities, and learn
more about the behaviors and preferences of users by ©®
asked participants to engage in authentic activities. This
technique is efficient for understanding how well a design

will perform once it is in the hands of ® typical users.

© 6,0 ® b a,®
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A @ fundamental truth that designers must accept in
order to create more efficient products and experiences is
the reality that we are not the user. We’re much too close
to what we build to ® subjectively see it and understand
how users will engage with it. The best user interfaces
are those that have been © molded by examinations
of real users and their interactions with them. So how
can designers mold their work to be more efficient? An
incredibly efficient way is with usability testing. The goal
of this method is to @ conceal problems in a design,
discover existing possibilities, and learn more about the
behaviors and preferences of users by asking participants
to engage in ©® authentic activities. This technique
is efficient for understanding how well a design will
perform once it is in the hands of real users. Designers
can use this method to improve their work through

following (® imitations based on the findings from typical

users.

® ©e @ ®,0©
® @ b,d® ® O,
® 0,
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A fundamental truth that designers must accept in
order to create more efficient products and experiences
is the reality which we are not the user. We’re much too
close to what we build to impartially see itand understand
how users will engage with it. The best user interfaces
are those that have been molded by examinations of
real users and their interactions with them. So how
can designers mold their work to be more efficient? An
incredibly efficient way is with usability testing. The goal
of this method is to reveal problems in a design, discover
existing possibilities, and learn more about the behaviors
and preferences of users by asking participants engage in

authentic activities.
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A fundamental truth that designers must accept in
order to create more efficient products and experiences is
the reality that we are not the user. We're much too close
to what we build to (1) see it and understand
how users will engage with it. The best user interfaces
are those that have been molded by examinations of
real users and their interactions with them. So how
can designers mold their work to be more efficient? An
incredibly efficient way is with (2) testing. The
goal of this method is to reveal problems in a design,
discover existing possibilities, and learn more about the

behaviors and preferences of users.
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A fundamental truth that designers must accept in
order to create more efficient products and experiences
is the reality that we are not the user. We're much too
close to what we build to impartially see itand understand
how users will engage with it. The best user interfaces
are those that have been molded by examinations of
real users and their interactions with them. So how
can designers mold their work to be more efficient? An
incredibly efficient way is with usability testing. The goal
of this method is to reveal problems in a design, discover
existing possibilities, and learn more about the behaviors
and preferences of users by asking participants to engage

in authentic activities.
(‘improve ) (effectiveness ) (design )( through )

A fundamental truth that designers must accept in
order to create more efficient products and experiences
is the reality that we are not the user. We're much too
close to what we build to impartially see itand understand
how users will engage with it. The best user interfaces
are those that have been molded by examinations of
real users and their interactions with them. So how
can designers mold their work to be more efficient? An
incredibly efficient way is with usability testing. The goal
of this method is to reveal problems in a design, discover
existing possibilities, and learn more about the behaviors
and preferences of users by asking participants to engage
in authentic activities. This technique is efficient for
understanding how well a design will perform once it is
in the hands of real users. Designers can use this method
to improve their work through following modifications

based on the findings from typical users.

Accepting the (1) that they are not the user,
designers can make their work more (2)_____ by

testing it with real users.
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HE: @ The primary purpose of usability
testing is to confirm that the initial design is
perfect without any flaws.
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HY: @ Enhancing design effectiveness
through usability testing with real users
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ek The best user interfaces are those
that have been molded by examinations of
real users.
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DHESE  Improving design effectiveness
through usability testing with real users.

e oilAd]
A 29 A2 AA AHEAE HFoR 3 AHE HAEE 59
gAcle] £842 o]+ Aot Foi3 o5& &Eofo] 'A
A AHEASRO] AR HIAEE B3 HARl 84 I ol
FAEE Zdet. improved YAFE QA Improvingl 2 WY
sto] £ A&t Aol AL

A AA| ARGARREE] AR BIAES S ARl B84 .

[ QSO (1) reality (truth & HE) (2) efficient j

[AE oAl

(1) A ¥4 'A fundamental truth that designers must
accept - is the reality that we are not the user'°A] T
Zto] |7} wrolgojof & A2 «-2|7} AHEA7L ol ke AR
(reality)»o]t}. 17t ¥ that they are not the user 7} H}
2 o] 53ZZ0|EZ reality 7} E0j7Ith. T2 EZ9] Fo] A
fundamental truth = 2 W& 77|22 truth & JF
o= A3ttt

(2) 'So how can designers mold their work to be more
efficient? An incredibly efficient way is with usability
testing.' oA AA] AHEALE G2 g AREA HIAET} ZY
2« a8F 02> Wt=+ W olgtal it make their work
more ___ = FE&AF A o|B R efficient & I 2 &1}

S A: ZH4lo] AREAZE o gl (DAL HolEo|H A, T A}o]
Ye AA AHAR HIAET o 2H Y-S T Q8 E&FoE gt

5 % 9tk

2AS01 12 2O/ DAL 1 26102368 - FE X o

!



