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Introduction

§ Paul Aschmann
§ @paups
§ www.li-labs.com

§ Over 40 mobile apps: SAP, non-SAP and consumer based

§ Over 50k users

§ Reviews include:

Downloads and does not even open !!!!

Useful for looking up notes from your phone rather than a pc.

http://www.li-labs.com/
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Introduction
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Overview

§ Customer
§ Internal

§ Exceptional Experience
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Why is it important?

Increase: 
• ease of use
• Speed of learning
• satisfaction
• trust in the system
• number of visits/referrals
• traffic/ audience size
• number of return visitors when appropriate 

(retain users)
• number of new visitors (attract users)
• number of visits from search

Reduce:
• costs
• number of user errors
• support costs 
• training needed 
• documentation costs

http://info.humanfactors.com/acton/attachment/4167/4167:f-003b/1/%7B%7BEnv.MsgId%7D%7D/Bdc4167:f-003b/%7B%7BEnv.SrcId%7D%7D/%7B%7BEnv.RecId%7D%7D/

Good development works, great design rewards.

ROI Aspects
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Presentation Overview

§ Where are we today?

§ What is design or enterprise consumerization?
Vs.

§ Why is it important?

§ Design considerations/methodologies
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Where are we today and how did we get here?
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Today …

§ Photo at Tech



10

Enterprise Software

Workflow     Feature based
Collaboration    Action based
Transactional

PRODUCTIVITY



11http://www.compact.nl/en/printversion/C-2013-3-Scheele.htm
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What is consumerization?
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What is design consumerization?
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Gamification (2010)

http://www.gartner.com/technology/research/gamification/

http://www.gartner.com/technology/research/gamification/
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SAP HANA (2011)

§ Reduction of complexity
§ HANA DB + App Server (XS Engine)
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SAP UI5 (2011)
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sERP (2014)
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Vs.UI vs UX
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Vs.



22

Vs.

Enterprise 
vs 

Consumer
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Examples
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Examples
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Examples
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Design Considerations/Methodologies

A New Challenge Requires a New Approach
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Whitney Quesenbery

5E’s of Good User Experience:

§ Effective
§ Efficient
§ Engaging
§ Error tolerant
§ Easy to learn e5
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e5

Whitney Quesenbery

5E’s of Good User Experience:

§ Effective
§ Efficient
§ Engaging
§ Error tolerant
§ Easy to learn

UCD
User Centered Design
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e5

Whitney Quesenbery

5E’s of Good User Experience in the enterprise:

§ Process Effective
§ Efficient
§ Engaging
§ Error tolerant
§ Easy to learn

BCD
Business Centered Design
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6 Key Principles to ensure design is user centric

§ Understanding of Users, Tasks and Environments
§ User Involvement
§ Design = user-centered (Design Thinking)
§ Iterative
§ Design addresses UX
§ Team approach
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SAP FIORI = Epitome of design consumerization

§ Responsive
§ Simple
§ Enjoyable
§ Converged
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Helpful Resouces

Robin van het Hof @Qualiture
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Helpful References

§ Mobile app interaction patterns
§ http://www.mobile-patterns.com/

http://www.mobile-patterns.com/
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Helpful References
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Helpful References

§ Design tips, ideas and inspiration
§ http://mashable.com
§ http://www.dribbble.com
§ http://www.behance.net
§ http://www.graphicstock.com

http://mashable.com/
http://www.dribbble.com/
http://www.behance.net/
http://www.graphicstock.com/
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