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Six Minds Guide: Questions and Coding
Guía de las 6 mentes: preguntas y codificación
Study: [study name]
Lead: [person or team]
Research question: [what you need to find out, in one sentence]
Date: [date]
Part 1. Questions by mind
Before fieldwork. Write at least one question of your own for each mind and note which block of your interview guide it goes in. The example questions are a starting point: swap the screen, product or moment for the ones in your study.
	Mind
	What you are looking for
	Example question
	Your question and guide block

	Vision and attention
	What the person sees, what they expect to see and what they are missing
	Tell me what was the first thing you saw when you entered the site.
	[ ]

	Wayfinding
	Whether they know where they are, how they navigate and whether they can go back
	How did you know where to click? Did you feel lost at any moment?
	[ ]

	Memory
	Which patterns the interface triggers, and what they expect to happen based on what they already know
	Does this remind you of any other site or app you've used?
	[ ]

	Language
	Which words the person uses, and whether they understand the product's
	Was there any word or term you didn't understand?
	[ ]

	Emotion
	What worries them, what motivates them and what fears come up
	How did you feel when you saw the price, the form or the error message?
	[ ]

	Decision
	What they need in order to decide, and what information is missing
	What information did you need to decide? What was missing?
	[ ]



Part 2. How to collect and analyze each mind
For reference. Not every mind is well captured by conversation alone: some need you to watch the task, or to ask again after the interaction. Mark the ones you will use in this study.
	Mind
	Collection
	Systematization
	Analysis

	Vision and attention
	Observe what they look at; eye tracking or heat maps
	Map of areas that get attention versus areas that are ignored
	Are the points of attention the ones the design intended?

	Wayfinding
	Ask them to navigate and observe whether they get lost
	User flows or journey maps
	Does the structure match what the person expected?

	Memory
	Recall questions after the interaction
	Sort by ease of recall
	What is remembered and what is forgotten?

	Language
	Pay attention to the vocabulary the person uses
	Glossary built from users' own words
	Which words do they use often, and which do they not recognize?

	Emotion
	Ask how they feel at each point
	Emotional journey map
	At which moments do frustration or joy show up?

	Decision
	Explore how they make the decision
	Profiles by way of deciding
	Which factors weigh in? Do experienced and new users decide differently?



Minds you will capture by observing, not only by asking: [ ]
Part 3. Coding
During analysis. One row per excerpt from the transcripts or notes, and one mind per excerpt. If it touches several, which is to be expected, choose the one that matters most for what you are going to design: is the problem what they see, how they move around, what they expect, the words, how they decide, or what they feel? If it fits none, mark it "outside the framework" and note what it is.
	Session
	Excerpt or quote
	Moment or screen
	Mind
	Note

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	



Values for the Mind column: vision and attention · wayfinding · memory · language · emotion · decision · outside the framework.
Part 4. Synthesis by mind
To communicate. Group what you coded by mind and write one finding per row. Leave empty the minds where you found nothing: that is information too.
	Mind
	Finding
	Evidence (quote and session)
	Recommendation

	Vision and attention
	[ ]
	[ ]
	[ ]

	Wayfinding
	[ ]
	[ ]
	[ ]

	Memory
	[ ]
	[ ]
	[ ]

	Language
	[ ]
	[ ]
	[ ]

	Emotion
	[ ]
	[ ]
	[ ]

	Decision
	[ ]
	[ ]
	[ ]

	Outside the framework
	[ ]
	[ ]
	[ ]



Summary for the team: Problems concentrate in the [mind] mind ([what happens to the person]) and the [mind] mind ([what happens to the person]).
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