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Illustration

I’ve have chosen cognitive technology 
as my major subject. I wonder what I 
should study as a minor to gain some 
concrete skills that would be relevant in 
the industry. 



How about studying C++?  

Then you could at least do something useful.

Illustration





Voit valita näkyviin tietyn alan erikoisasiantuntijat vasemman laidan valikosta

Näin helpotat asiointiasi

iPhone 10:15 PM

Training log 11.5.2010

Distance:   4 km 332 mTotal duration: 00:32:34
Recorded time:  00:28:34
Average speed: 8 km/h
Average pace:    6 min/km

Record Training Log Settings

Your exercise is saved. You can upload it to Traxmeet now or at any later time. There you can either keep it private or publish it. 

Upload to Traxmeet

1

Current user: Cyclemaster

Exercise Summary
2.2 km

00:08:19
5.4 km/h

Time recording is paused. Note that your 

location is still tracked. 

Resume
Stop

iPhone
10:15 PM



B L U E  A R R O W

T O P  3

W I N N E R
W I N N E R

Beyond pretty pictures



@QVIK



Creating impact with design & technology
 Aurinkomatkat  Tallink Silja  Oma Posti 

E X C U R S I O N  S A L E S

+78%
after Qvik redesign

M O B I L E  
S A L E S8 X

after Qvik redesign

G R O W T H  I N  U S A G E

+50%
after Qvik redesign



Qvik design In a nutshell
 Who are we? 

15 designers,  

47% female 

1.6 M revenue in 
2018 

Known for high-
class mobile UX 
& seamless  
design/dev 
collaboration

Current focus on 
high impact data-
driven cases –
also beyond 
mobile

Market trends favor all-
round Finnish-speaking 
unicorn  designers, 
working in client teams, 
so that’s what we deliver

?



From UX design to product design
 Design Project 2019 

Defining the 
concepts

What are we talking about and 
why does it matter?

Concrete 
examples

General 
takeaways

Ideas about the process and a 
couple of case examples

What I would do if I were you



Don’t say UX/UI. Whatever you do, don’t say “UI” 
and mean “visual design”. 
 
Also, don’t share these images. Please.





OK, SO HOW WOULD I DEFINE THE WORDS, BEING SUCH A BESSERWISSER?

INTERACTION DESIGN

GRAPHIC DESIGN

MOTION DESIGN

CONTENT DESIGN ETC.

AUDIO DESIGN

Different facets  of design that contribute towards creating the UI

SERVICE DESIGN CONCEPT DESIGN

BUSINESS DESIGN

UI = USER INTERFACE
The buttons and fields and images and sounds and voice commands and so on 

the user interacts with to use the system

UX = USER EXPERIENCE
How the user feels when using the system (i.e. the end result of interacting with the UI)



This seems to be a 
popular topic!



Visual 
design

UX design



Visual 
design

UX design
Service 
design

Technology

Product 
design



Is it a good term?  

No, not really





Making the case for building good stuff
 The hardest design challenge 

Junior designer

I would have designed but those 
developers wouldn’t build what I 
wanted

Medior designer Senior designer

I would have designed and 
developers would have built but 
business stakeholders wouldn’t 
agree to build what I wanted

I know how to present the case so 
that things get built (or if they 
don’t get build, I understand why)
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OPTION 1: 

‣ Do the thinking for the user  
(Google)  

BE SIMPLE
TWO WAYS TO

OPTION 2: 

‣ Remove the unnecessary  
 (Apple)



Everything has a cost

Cost for design 

Cost for development 

Cost for QA & maintenance & operations & 
marketing & content creation etc. 

Cost for user attention

Opportunity cost

S O  C H O O S E  W I S E LY !



And most of all

Opportunity cost
S O  C H O O S E  W I S E LY !

Cost for design 

Cost for development 

Cost for QA & maintenance 

Cost for user attention

ROI =
T – OE

I



What would an economist say?

Operational expensesThroughput

ROI =
T – OE

I

Inventory

•Customers 

•Features 

• Inrastructure

•Product development 

•Customer service 

•Marketing 

•Hosting costs etc.

•Revenue 

•Derivative currencies

Adapted from: Scaling Lean, Ash Maurya



I’m designing the concept and 

defining my business model.

I’m building my first versions of the product, 

looking for my place in the market.

My product has proven to be successful. 

Now I’m after growth.

Validate  
the problem

Validate  
the product

Scale  
the product

 Problem/Solution fit 

 Problem/Market fit 

What’s the problem we’re solving? Have we built a viable business? How do we increase our reach?

W H E N  L A U N C H I N G  N E W  P R O D U C T S ,  A P P L Y  V A L I D A T E D  L E A R N I N G  L I K E  A  S T A R T U P



Validate the problem
Our domain-agnostic way of figuring 

out the problems worth solving

 Phase 1 



Towards problem/solution fit
Business 

model 

canvas etc

Problem 

interviews

Solution 

design 

(prototype)

Solution 

interviews

M V P
?

! ! !

?

Minimum 

viable 

product

Identify the riskiest 
part of your plan

Document your plan
Test your plan systematically and iterate 
as needed (build–measure–learn-cycle)

 Validate the problem 



Validate the product
Our domain-agnostic way of figuring out how to 
build the optimal solution for the validated need

 Phase 2 



Customer journey
 Validate the product 

Mapping out the user journey lets you focus on the most 
relevant issues first, never losing the big picture

Q U A L I T Y  M E A S U R E S

E M O T I O N A L  J O U R N E Y

C H A N N E L  1

C H A N N E L  2

C H A N N E L  3

B A C K S T A G E

Phase 1 Phase 2 Phase 3 Phase n

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

Business goals of this phase Business goals of this phase Business goals of this phase Business goals of this phase



Service 
components

 Validate the product 

Individual components along the journey that 
describe the customer and business value of certain 
services together with metrics 

Can be used as containers when managing roadmap 

Useful tool for limiting the need to do too much 
upfront design that easily becomes obsolete  

A.k.a. feature card

Terminal

D I G I T A L  
T I C K E T
Check-in with your phone 
and walk directly to the 
gate

C U S T O M E R  V A L U E

B U S I N E S S  V A L U E

I M P L E M E N T A T I O N  
C O M P L E X I T Y

Onboard

C A B I N  
U P G R A D E

Upgrade your cabin easily 
onboard the ship

C U S T O M E R  V A L U E

B U S I N E S S  V A L U E

I M P L E M E N T A T I O N  
C O M P L E X I T Y

Home

P R E -
O R D E R

Shop in advance and pick 
up at the shop

C U S T O M E R  V A L U E

B U S I N E S S  V A L U E

I M P L E M E N T A T I O N  
C O M P L E X I T Y



Managing Roadmap
 Validate the product 

V I S I O N  D O C U M E N T S E R V I C E  C O M P O N E N T S D E S I G N  S Y S T E M

A living document containing 
the long term business vision 

Why will people use the 
service, why are we offering it 

Personas 

Up-to-date KPIs 

Business model canvas etc.

The list of upcoming concepts, 
drafted on a general level 

To avoid waste, the 
specifications will be refined 
into detailed level only after 
it’s decided that the concept 
will be implemented next

Visual style 

Tone of voice 

Interaction style (navigation 
model, error handling, recurring 
components etc.) 

Will be updated as the design of 
individual concepts progresses

+



From roadmap to development
 Validate the product 

+

U I  
S P E C C O D E U I  

S P E C

When the concept gets realised, start by a short design phase: 
combine business requirements, existing concept idea and the 
style guide to create the UI specification for the given concept.

Document the UI to the level where the development can start. Don’t over 
document things but leave room for development time collaboration 

between designers and developers to fine tune the details.

D E V E L O P M E N T



Greetings from 
Norway!



Definition of Ready
 Key takeaways 

E A C H  S T O R Y  H A S   
A  K P I  

and a plan for how it’s 

measured

T H E  S T O R I E S  A R E  
P R O T O T Y P E D  

and tested with real users 

before development

S M A R T  H A N D O V E R  
F O R  S P E C S  

minimising the wasted 

time for creating 

documentation

N O T  E V E R Y T H I N G  
I S  F I N A L I S E D  

but there is room for 

iteration with developers 

during the sprint

?



Scale the product
How to drive growth and improve 

the maturity of you design function

 Phase 3 



From journey to lifecycle
 Scale the product 

Q U A L I T Y  M E A S U R E S

E M O T I O N A L  J O U R N E Y

C H A N N E L  1

C H A N N E L  2

C H A N N E L  3

B A C K S T A G E

Phase 1 Phase 2 Phase 3 Phase n

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

U S E R  
A C T I O N

Business goals of this phase Business goals of this phase Business goals of this phase Business goals of this phase

U S E R  
A C T I O N

When talking about scaling your product, you need to think in terms of product lifecycle and systematically define your engines of growth



Customer factory metaphor
 Scale the product 

Adapted from: Scaling Lean, Ash Maurya (2016)

A C Q U I S I T I O N A C T I V A T I O N R E V E N U E

R E T E N T I O N

1 2

3

4

SaleSaleSaleSaleSaleSaleSaleSaleSaleSale

R E F E R R A L

5



Once upon a time we were iterating a 
UI for a product called Day Trip



 Section 



 Section 

Mobile version based on desktop





The prices and availability need to be 
shown faster 

Too hard to change between trip types





Prices are visible and comparison is fast 

Trip  type explanations make the view cluttered





Helps make the screen more clear 

Adds another level of complexity 

Not everyone notices the menu 

Trip types themselves are the issue: users are not 
aware of Day trip, so they select Return trip instead





Solves the issue with Day trips 

Still, not the natural thing to select: people don’t 
think in terms of “return type” but in terms of 
“when do I go there and when do I come back”





Makes trip type selection intuitive, 
finally 

Creates a new issue: one-way trip is 
harder to find…



Years went by and we 
never prioritised day 
trip important enough 
to be developed



But why are we 
building it actually?

Eventually Day trip 
had climbed to the 
top of the backlog



Not needed!

NOT NEEDED!

END RESULT

 End result 



Not needed!

 End result 



Bad ratings kill store page conversion

https://blog.appfollow.io/ratings-and-reviews-part-1-9f0a7045356f

https://blog.appfollow.io/ratings-and-reviews-part-1-9f0a7045356f


Pixate Flinto Pixate Flinto



Use prototypes to communicate 
the the desired UX level to 
business stakeholders and get an 
early buy-in

Setting the bar high enough



Sometimes you can spend the 
resources wiser than on custom 
animations. Snif.

Know when to stop







True MVP for once
Mythical creatures

Passengers: only 2, only adults 

One line, one product type, one 
market, one language 

Further tweaking by using existing 
booking engine 

Two email templates: neutral + 
expiring points 

New, stand-alone payment flow 

Meals: only one meal option



True MVP for once
Mythical creatures

Passengers: only 2, only adults 

One line, one product type, one 
market, one language 

Further tweaking by using existing 
booking engine 

Two email templates: neutral + 
expiring points 

New, stand-alone payment flow 

Meals: only one meal option 

Personalised front page banners



Tip:  
If you want to feel 
good about 
yourself on 
Sundays, order 
push messages 
for new reviews
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Learn to embrace the 
killed features

Implications for everyday work



If you want to build something 
fancy, you need to sell it

Implications for everyday work



Demand to know the success 
criteria before designing anything

Implications for everyday work



it’s useful to be able to create 
nice looking things, too

 Get a broad skillset  



Not just end results. Blogs 
are still relevant.

Document your process & thinking



You’ll need to be able to 
dig out what the clients 
actually want

Get facilitation experience



Sing me no song,  
read me no rhyme 
Don't waste my time,  
show me

Get familiar with prototyping



Sing me no song,  
read me no rhyme 
Don't waste my time,  
show me

Get familiar with prototyping



Even if you don’t code, it’s 
crucial to be involved when your 
design gets turned into reality

Get familiar with agile methodologies



It’s typically not technology but 
resources that stop you. Also, 
read Getting to Yes

Be persuasive to convince your client/boss/etc.



Bridge builders will soon 
be sorely needed

Pay attention to AI



Smarter way of working 
is always a good value 
proposition

Pay attention to design systems



Well, this one you know 
already

Don’t contribute to messing up terms



Design of everyday things (Norman), Invisible 
computer (Norman), Emotional Design 
(Norman), Running Lean & Scaling Lean 
(Maurya), Elements of UX (Garrett), Humane 
Computer (Raskin), User Story Mapping 
(Patton), Design for interaction (Saffer)

Don’t overlook books



We organise cool events 
and are also mostly always 
hiring

Don’t forget to keep an eye on Qvik



This looks like an awfully good 
time to ask something, right?

 www.qvik.fi 

Matias Pietilä 
@mpietila 
matias@qvik.com 
matiaspietila.com (blog)

I N  C A S E  Y O U  W A N T  T O  F O L L O W  
M E  O R  G E T  I N  T O U C H

mailto:matias@qvik.com
http://matiaspietila.com

