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Antes da década de 1960, a gestdo do design estava

preocupada principalmente com o gerenciamento

dos componentes estéticos do design em termos de

orodutos e da marca corporativa.

Fonte: https://www.interaction-design.org/literature/topics/design-management



https://www.interaction-design.org/literature/topics/aesthetics

Nas deécadas de 1960 e 19/0, a gestdo do design passou a
se preocupar em sistematizar a funcdo de design para que

a producado se tornasse mais confiavel - listas de

verificacao e ferramentas para controle de qualidade

fornaram-se mais amplamente utilizadas.

Fonte: https://www.interaction-design.org/literature/topics/design-management




Assim, nas décadas de 1930 e 1990, os cargos de gestédo

de design passaram a ser assoclados a perfis hierarquicos
mais elevados, a medida que suas contribuicdes para o
desempenho e a competifividade das empresas se
fornaram mais claramente reconhecidas.

Fonte: https://www.interaction-design.org/literature/topics/design-management




Nesse periodo, o foco da gestdo do design deslocou-se
para uma abordagem estratégica, voltada a consolidacéo
do design como um ativo organizacional. O design passou,
entdo, a atuar de forma integrada a producao e ao

markefing nos nivels mais altos das organizacoes.

Fonte: https://www.interaction-design.org/literature/topics/design-management




Nos anos 2000, o foco mudou novamente, pois o

design comecgou a se tornar uma ferramenta estratégica

proafiva. Assim, o gerenciamento do design visa garantir

a capacidade de inovar e liderar mercados, em vez de

responder as necessidades do mercado.

Fonte: https://www.interaction-design.org/literature/topics/design-management




Planos de carreira




Planos de carreira

Modelo |

E linear do inicio ao fim.

SO possul um caminho de crescimento. Y

Aqui ocorre o encontro enfre a cultura organizacional, a lideranca e, sobrefudo, o nivel de

desenvolvimento do modelo de maturidade em Design.




Planos de carreira

Modelo X

Os profissionais sdo orientados por

um proposito, € N&o pPor um cargo,
podendo alternar entre fungdes
técnicas e de lideranca. Y

Aqui ocorre o encontro entre a cultura organizacional, a lideranga e, sobretudo, o nivel de desenvolvimento

do modelo de matfuridade em Design.




Planos de carreira

Modelo Y

E linear até determinado ponto.

Apos isso, o profissional deve escolher

seguir No viés técnico ou lideranca. Y

Aqui ocorre o encontro entre a cultura organizacional, a lideranga e, sobretudo, o nivel de desenvolvimento

do modelo de matfuridade em Design.




Modelo W

Para profissionais versateis. Hora
atuam como lideres ou técnicos.

Adequado para empresas de
tecnologia e consultorias. Valoriza

sem lideranca sem equipe direta.

Agqui ocorre o encontro entfre a cultura organizacional, a lideranga e, sobrefudo, o nivel de desenvolvimento do modelo

de maturidade em Design.

Planos de carreira




Carreira Lattice

Foco em aprendizagem, flexibilidade
e agilidade. Possibilita movimentos
< > laterais e diagonais .

Requer cultura organizacional
madura quanfo ao processo

de inovacéo.

E um modelo como freliga, tido como moderno, preconiza progresséo profissional nao-linear, com movimentos laterais
e transversais, diferente da escada tradicional, oferecendo flexibilidade, desenvolvimento de multiplas habilidades e
maior adapfacdo em ambientes dinamicos, beneficiando tanto o profissional quanto a organizagdo com inovagéo e
retencdo de talentos.

Planos de carreira




Definicoes




¢ UX Maturity is the ability of
an organization or a product / ';‘
team to define and meet UX
goals that help to achieve
business goals.

Rolf Molich
CEO of DialogDesign

Fonte https://www.interaction-
design.org/literature/topics/ux-
maturity?srsltid=AfmBOogwlIL
AhpEKmMzMu2NLrGypbxxJVrO
uOlgLmzZmYC5MUYJp-
J4um7/



€6

UX Maturity is a model of how
organizations progress through
levels of understanding of
human-centered issues.
Measuring an organization's
level on this scale provides
information with which to

plan the improvement of
human-centered processes.

Jonathan Earthy
Technical Authority
for HF in Lloyd's Register

Fonte https://www.interaction-
design.org/literature/topics/ux-
maturity?srsltid=AfmBOogwlIL
AhpEKmMzMu2NLrGypbxxJVrO
uOlgLmzZmYC5MUYJp-
J4um7/



66

A UX Maturity level describes
various levels of organizational
evolution and operation as it
pertains to the discipline.

Darren Hood
UX Designer, Author,
Speaker and Podcaster

Fonte https://www.interaction-
design.org/literature/topics/ux-
maturity?srsltid=AfmBOogwlIL
AhpEKmMzMu2NLrGypbxxJVrO
uOlgLmzZmYC5MUYJp-
J4um7/



€€ The more mature an organization
is, the more they will outperform
the competition.

UX maturity levels provide a
means of examination and helps
provide a way to measure status,  parren Hood
progress, and goa[S. UX Designer, Author,

Speaker and Podcaster

Fonte https://www.interaction-
design.org/literature/topics/ux-
maturity?srsltid=AfmBOogwlIL
AhpEKmMzMu2NLrGypbxxJVrO
uOlgLmzZmYC5MUYJp-
J4um7/



UX Maturity Model
Qstudioz

03
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01

€ 1 and culture

Fonte
https://flstudioz.com/
blog/ux-maturity-
model-expectations-
resources-value/



UX nas empresas




Operational

Chéos

v Leader

v, Team & Process

Strategic

Tactical

v Team Integration ¥ Knowledge

_ Transfer
v’ Principles &
Guidelines ¥ Design as a
Market

Differentiator

Fonte
https://www.uxmatters.c
om/mt/archives/2013/12
/images/UXMaturity-
Diagram-YVetrov-3-
Strategic.png



Fonte
https://www.uxmatters.c
om/mt/archives/2013/12
/images/UXMaturity-
Diagram-YVetrov-3-
Strategic.png



UX Maturity Stage

1 2 3 4 5
INCEPTION AWARENESS ADOPTING MATURING INTEGRATED

Absence of UX UX as aesthetics UX as a process UX informs UX part of
product strategy global strategy

----------
...................
......
ooooo
---------------

Introduction Usability testing Quantification Correlation of KPIs

User Centered

Principal Based

Fonte
https://uxdesign.cc/thriv
e-with-ux-by-assessing-
ux-maturity-stage-in-
your-organization-
d567d4b49885



Matunity Stages of Organizational UX Design
Dark Ages: Spot UX Design Embedded Infused

No UX Design UX Design as a Service UX Design UX Design

No resources for Occasional UX UX team serves Project teams Every project
design. All resources projects with projects on an get their own team member
go to business and limited success. as-needed basis. UX resources. has fluent
technological needs. design skills.

Fonte
https://www.interaction-
design.org/literature/topics/
ux-
maturity?srsltid=AfmBOoq
DcZJAEYBIGRIRG6OW3IOR
vBPybf-
jGPEpghAHohU7KePRY3t2
S




UX Design
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Fonte
https://atomicdesign
.bradfrost.com/chap
ter-2/
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The Key Stages of UX Maturity

Unrecognized
or Ignorance
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Interaction Design Foundation
interaction-design.org

Fonte
https://www.interaction-
design.org/literature/topi
cs/ux-
maturity?srsltid=AfmBO
0gDcZJAEYBtGRIR669
W36RVBPybf-
JGPEpghAHohU7KePRY
3t2SX



UX Research




LAGGARD EARLY PROGRESSING MATURE
Exec Attitude * Unconvinced * Cautious * Enabling * Expecting
Scope * Limited to user feedback * Ad-hoc - * Discovery research w/ client base « Discovery research w/ clients, non-clients

« Market research + Late-stage testing existing products w/
clients

+ User/advisory groups

+ Log analysis

+ Limited to one business or product

- = Consistent, iterative usability testing

« Monitored Beta & Pilot programs
= Comprehensive analytics & data collection
« Participatory design w/ clients, users, etc

O

« Consistent evaluation of current products

« Explores new markets, audiences

« Multi-channel touchpoints

« Spans across organization

« Not limited to functionality: includes customer
experience, recruiting & onboarding, etc

Purpose » Find what customers don't like « Usability test to predict the future (CYA)

« Confirm current product decisions are sound
« Establish shared understanding of customers
and markets by product team

» Prioritize where to focus new innovations
* Inform customer/market segmentation

« Learn where to adjust product strategy

« |dentify unmet needs

Staffing * No dedicated research team « Designers lead guerrilla usability tests -« Dedicated research person or team within « Management level position to lead alongside
: * Product management or marketing * May outsource research to agency organization product, marketing, commercial etc
interacts with clients * Product management & design support the @ « Resources available for non-research teams
« May hire perception/market research research team to conduct research, report findings
firm
Audience -« Individual product team * Product management * Product management * C-suite (CEO, CMO, etc)
* Marketing = Marketing @ « Commercial leaders
« Design « Corporate Strategy
-« Engineering « External partners
e e * none + Little pre-research planning « Research processes are managed, consistent « Decisions are made consulting existing design

* Reports are emailed to stakeholders
« Little awareness of best practices

« Follow best-practices
« Findings are available for wider teams

research or create need for more research
« Strategy, tactics, findings are consistently
applied across projects, orgs, businesses

Fonte
https://uxdesign.cc/thriv
e-with-ux-by-assessing-
ux-maturity-stage-in-
your-organization-
d567d4b49885



The Atomic UX Research model

INSIGHTS

Where we learned it

What we learned

RE-TESTING
RECOMMENDATIONS

Why we think that is

How we’ll proceed

Fonte
https://blog.prototypr.io/
what-is-atomic-
research-e5d%fbc1285¢



Podemos obter insights de qualquer lugar
para criar recomendacoes.

Podemos detectar padrbées de resultados de qualquer lugar
de uma organizagdo para nos guiar para o futuro.

Facts Experiments ! -

_ Facts
Insights
At / -
Insights Fonte .
. https://blog.prototypr.io/
Conclusions what-is-atomic-

. S, e research-e5d9fbcl1285¢

Conclusions




Atomic research in practice

Experiments Facts
raw signals unbiased and useful information
Survey
o ¢
® g ¢ ® o
,y 0 © © o 63% didn’t understand copy used
® 9 [ I

A/B test 40% increase in engagement when
@ icons added to the buttons
® o
o T o o
®
3/5 of users didn't understand
the button label
User test
223 ‘ o &

®s 0

® o User mentioned the icons are helpful

20% of users unable to find feature

Insights
contextual facts

The language used on
the buttons isn’t clear

Iconography seems
to aid comprehension

Conclusions
decisions & next steps

Investigate clearer language

and discover most effective

Add icons to buttons

Experiment with icon variants
to find most effective

Fonte
https://blog.prototypr.io
/what-is-atomic-
research-
e5d9fbc1285¢



Visao sistémica




More benefits from design

Level 2:
Connectors

21% of companies

Level 1:
Producers

41% of companies

Level 5:
Visionaries

5% of companies

Level 4:
Scientists

12% of companies

Level 3:
Architects
21% of companies

More adoption of design

>

Fonte
https://medium.com/des
ign-leadership-
notebook/the-design-
maturity-model-and-
the-five-disciplines-of-
the-learning-
organization-
20220faedfb3
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Fonte
https://medium.com/des
ign-leadership-
notebook/the-design-
maturity-model-and-
the-five-disciplines-of-
the-learning-
organization-
20220faedfb3



Producer

Architect

Connector

v
A

- Design
I Maturity
Model

Fonte
https://medium.com/des
+ b US/',)@ 2 ign-leadership-
S notebook/the-design-
J:} maturity-model-and-
A X ST
d/f the-five-disciplines-of-
© the-learning-
Q organization-
20220faedfb3
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E possivel evoluir em
qualquer direcédo e a partir
de qualquer estagio.

A medida que novas habilidades s3o
incorporadas, o impacto nas diferentes
funcoes se amplia, permitindo transicoes
entre papéis.

O Modelo de Maturidade do Design comega com os designers sendo
produtores, o que € um ponto de partida natural para o design.

Profissionais que atuam como Conectores, por exemplo, fortalecem sua
afuacdo ao infegrar outras competéncias, como o uso de dados e habilidades
de Produgéo — visualizar, prototipar e materializar ideias.




“No final, o modelo de maturidade é sobre

franstormacéo do Design, n&o apenas de agéncias

de design, mas de todas as organizacdes que
enfrentam desafios complexos.”

Fonte: https://medium.com/design-leadership-notebook/the-design-maturity-model-and-the-five-disciplines-of-the-learning-
organization-20220faedfb3
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Stages of

UX Maturity

o Absent
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.
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Stages of

UX Maturity

Our UX-maturity model has 6 stages that
cover processes, design, research,
leadership support, and longevity of UX.

Absent

* Ignored
* Nonexistent
e Undiscovered

A company at this
stage is either
oblivious to UX or
believes it does

Limited

e Uneven
» Haphazard
« Aspirational

An organization
in the limited
stage approaches
UX erratically.
Small UX efforts

not need it. are made.
Obstacles Obstacles

to overcome to overcome
Build UX Focus on getting

awareness to
overcome lack
of education

people to listen so
UX can gain traction

Emergent

e Functional and
promising

« Inconsistent

o Inefficient

Organizations
exhibit UXwork in
more teams,
engage in some
UX-related
planning, and may
have UX budgets.

Obstacles

to overcome

Focus on building a
culture of support
for UX at all levels

Structured

Partly systematic
Variably effective

The organization
recognizes the
value of UX and
has established
a full UX team or
multiple teams.

Obstacles

to overcome
Seek stakeholders
who can act as UX
champions

Integrated

e Comprehensive
e Pervasive
e Universal

Almost all teams
within the company
usually perform
UX-related activities
in an efficient,
effective manner.

Obstacles
to overcome

Focus on
establishing
user-centered
outcome metrics at
the highest levels of
the organization

NN/g

User-driven

¢ Beloved
e Reproducible
e Habitual

At this stage,
everyone is fully
enlightened about
user-centered
design.

Obstacles
to overcome

Focus on keeping
momentum of the UX
effort, championing
UXvalues, and
educating new team
members



dmi:toolkit Design Maturity Matrix

I APPLICATION i
Development Systems Position
& Delivery \ & Processes & Approach
Products & Connection & i Business
Services Integration Strategy &
MATURITY LEVEL .“ Models 1

OPTIMIZED

Proactively & Continuously
Updated Processes

MANAGED

Modified Processes
Based on Feedback

DEFINED

Standardized

Processes

Fonte
https://www.interaction-
design.org/literature/topics/d
esign-management

REPEATABLE

Basic Project
Management

INITIAL

Ad Hoc
Efforts




Nenhum desses fatores € independente;

em vez disso, eles reforcam e permitem
um ao oufro.

O conhecimento dos processos de UX néo cria uma grande
equipe de UX se o trabalho de UX néo for priorizado pela
lideranca da organizacgao.

A crenca no valor da UX so se torna acionavel quando ha metodologias em vigor para 'praticar
O gue vOoce prega.



Factors in .
UX Maturity 5

None of these factors stand
alone; rather, they reinforce
and enable each other.

https://www.nngroup.com/articles/ux-maturity-model/

Strategy

UX leadership, planning,
and resource prioritization

Culture

UX knowledge and
cultivating UX careers and
practitioners’ growth

(3

Ll

Process

The systematic use of UX
research and design methods

Outcome

Intentionally defining and
measuring the results
produced by UX work



Fatores Chave para o Amadurecimento

Niveis de Maturidade (Modelo NN/g)

1.

s e

Ausente: UX nao é reconhecido como area.

Limitado: UX aparece em projetos isolados, sem consisténcia.

Emergente: Beneficios do UX sao conhecidos, mas a adog¢ao € inconsistente.
Estruturado: Processos e métodos de UX sao definidos e usados.
Integrado: UX é parte fundamental da estratégia e cultura.

Orientado pelo Usuario: Foco total no usuario, transformando a organizagdo. ¢

Fonte https://www-
nngroup-
com.franslate.goog/artic
les/factors-ux-
maturity/?_x_tr_sl=en&_

x_tr_tl=pt&_x_tr_hl=pt&

_x_tr_pto=sge



Product
(e.g. mdustrial design. packagmg
design, service design)

CORPORATE
MANAGEMENT

i .A :>'.]:.'.-‘:1;e-. @ DE SIGN
MANAGEMENT

USER
EXPERIENCE
(e.g. design quality. DESIGN

design consistency.
product usability)

Information Fonte A A

(e.g. graphic design. brandmmg. hTTpS.//Www.mTerac‘ﬂon—A

media design. web design) design.org/literature/topics/d
esign-management

Environment
(e.g. retail design, exlubition
design, mterior design)




O gerenciamento de design € um campo complexo
e multidimensional, cujas responsabilidades variam

conforme a organizacao, seu porte, setor, posICao
NO mercado, o nivel hierarquico em que o gerente

afua e, sobretudo, a iImportancia atribuida ao design
Nno Negocio.

Fonte: https://www.interaction-design.org/literature/topics/design-management




O gerenciamento de design permite que as empresas controlem melhor seu

processo de design e aprimorem:

 Seus processos de negocios internos - cortar desperdicios e ineficiéncia
nos processos pode ndo ser visivel para os clientes da empresa, mas sera

claramente benéfico para a empresa em termos de custos reduzidos.

 Sua curva de aprendizado e crescimento - o conhecimento de design
também pode ser aplicado ao aprendizado e desenvolvimento, portanto, o
foco é colocado na integracdo estratégica e na qualidade dos funcionarios

no terreno.

e Relacionamentos com o cliente e a marca - o design aplicado a marca
garante posicionamento estratégico e diferenciacdo de mercado aos olhos

do cliente.

» Finangas - os esforcos de design devem aumentar as vendas ou reduzir

custos para demonstrar valor estratégico e valor mensuravel para o

) Fonte

negOCiO. https://www.interaction-
design.org/literature/topics/d
esign-management




Factors of
Maturity

Dimensions
of Maturity

Bottom-Up - Day-to-day tactical work

Areas of Maturity

Excellence

Advancing design practices
with a growing emphasis on
top-down initiatives.

projects. This leads to a more comprehensive
incorporation of design principles into the fabric of the
organization. Individuals across the organization
actively participate in scaling design practices.

Emerging

Some progress in design, with
a balanced or evolving
emphasis on both top-down
and bottom-up approaches.

) ) i ) Employees or teams, are empowered to drive design as a DESIGN AS
M _ P Full integration of design, with strategic initiative. Design contributes significantly to the BUSINESS
< > a strong emphasis on top- organization's market position, becoming a core element
178 down leadership and strategic of its identity and success. STRATEGY
alignment.
>
=
Mature 5
M. P . . . b= Employees or teams, at all levels, actively participate in
) <> Z;" ;:\;es.gritlogoc‘:; c::agg, n o design processes, contributing to a diverse and inclusive INFLUENCE
s phasizing p-down | E design culture. Design practices are accessible and CULTURE
leadership and democratization G valued across the organization
through bottom-up initiatives. o ’
(7]
£
Developing 8 CHAMPION DESIGN
M _P E Design influence across different departments and
(=2}
=
S
5
[01]

<

Initial

Limited design maturity, with a
focus on bottom-up contributions
as well as limited integration of
design principles in key
decisions.

Source: Joana Cerejo 2023

Design is integral to all
aspects of the organization

Source: Junginger (2009)

IMPROVING TEAMS

It's inefficient to evaluate an organization's maturity unless we

prioritize the increments of teams' maturity as they are the driving
force behind change. Employees at various levels adopt and apply
design processes within their specific domains.

IMPROVING INDIVIDUALS

Individuals are the force behind an organization's ability to accomplish
tasks and achieve goals. To break the cycle, some key stakeholders or

individuals can gain a very basic understanding of how design can
contribute to business success and push the subject bottom-up.

Design is at core of
the organization

Design as part of the organization

Top-Down - Strategic value

DESIGN AS
BUSINESS
STRATEGY

DEMOCRATIZE
DESIGN

Design is fully integrated into the business strategy. Leadership
champions design as a strategic differentiator, influencing high-
level decisions. Business success is closely tied to design
excellence.

Design is democratized, encouraging employees to contribute
ideas and perspectives. Cross-functional teams actively engage
in the design process. Leadership supports initiatives that
empower employees to participate in design decisions.

SCALE DESIGN

Design is scaled across departments and projects,

impacting workflows.
collaboration, empha

a broader level, contributing to the birth of a design

culture.

- Leadership promotes a culture of|
sizing the importance of design at

ADOPT PROCESS

Leadership advocate
functions. Mostly, UX

are limited in time and resources but start to be applied, leading to

improved operational

s for adopting design processes in key business
is perceived as aesthetics. Design capacities

efficiency.

Leadership recognizes the importance of design but lacks a structured
approach. Absence of UX awareness and lack of UX capacities. Rejection
of UX influence within the Product Lifecycle.

CREATE AWARENESS

Design as an external resource

Design is an outsource resource
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