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and construction

The Real Design...
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ser-centred design process

Identify needs and
establish requirements

Generate alternative
solutions/designs

Build interactive
prototypes that can be
communicated and
assessed

Evaluating design

|déntify neeyls/
establis

Final product

User centred design
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Our Next Steps

2t Analysis: User Requirements Analysis

— Task Analysis =ssssss) Functionality
~ Content requirements =======) Content

£t Design: define Information Architecture
(structure, navigation, labeling), visual design,
prototypes, generate alternatives, evaluate

% Test and Refine

L Implementation
¥ Final Evaluation *
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e Prototyping and construction

e Conceptual design

e Physical design
e Generating prototypes

e Support for design



Prototyping and construction

e \What is a prototype?
e \Why prototype?

e Different kinds of prototyping
low fidelity
high fidelity

e Compromises Iin prototyping
vertical
horizontal

e Construction



In other design fields a prototype is a
small-scale model:

e a miniature car
e a miniature building or tow

e the example here comes
from a 3D printer
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In interaction design it can be (among other things):
e a series of screen sketches
e a storyboard, i.e. a cartoon-like series of scenes
e a Powerpoint slide show
e a video simulating the use of a system
e a lump of wood (e.g. PalmPilot)
e a cardboard mock-up

e a piece of software with limited functionality
written in the target language or in another
language
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e Evaluation and feedback are central to interaction
design

e Stakeholders can see, hold, interact with a
prototype more easily than a document or a
drawing

e Team members can communicate effectively
e You can test out ideas for yourself

e It encourages reflection: very important aspect of
design

e Prototypes answer guestions, and support
designers in choosing between alternatives

9



Filtering dimension

Example variables

Appearance size; color; shape; margin; form; weight; texture; proportion;
hardness; transparency; gradation; haptic; sound

Data data size; data type (e.g., number; string; media); data use;
privacy type; hierarchy; organization

Functionality system function; users’ functionality need

Interactivity input behavior; output behavior; feedback behavior; informa-

tion behavior

Spatial structure

arrangement of interface or information elements; relationship
among interface or information elements — which can be
either two-or three-dimensional, intangible or tangible, or
mixed




Manifestation

dimension Definition Example variables
Material Medium (either visible or | Physical media, e.g., paper, wood,
invisible) used to form a | and plastic; tools for manipulating
prototype physical matters, e.g., knife, scissors,
pen, and sandpaper; computational
prototyping tools, e.g., Macromedia
Flash and Visual Basic; physical com-
puting tools, e.g., Phidgets and Basic
Stamps; available existing artifacts,
e.g., a beeper to simulate a heart attack
Resolution Level of detail or Accuracy of performance, e.g., feedback
sophistication of what is | time responding to an input by a user
manifested (correspond- | (giving user feedback in a paper proto-
ing to fidelity) type is slower than in a computer-based
one); appearance details; interactivity
details; realistic versus faked data
Scope Range of what is covered | Level of contextualization, e.g.,

to be manifested

website color scheme testing with
only color scheme charts or color
schemes placed in a website layout
structure; book search navigation
usability testing with only the book
search related interface or the whole
navigation interface




e Technical issues
e Work flow, task design
e Screen layouts and information display

e Difficult, controversial, critical areas

12
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e Uses a medium which is unlike the final
medium, e.g. paper, cardboard

e |s quick, cheap and easily changed

= Examples:
sketches of screens, task seguences,
etc
‘Post-it’ notes
storyboards
‘Wizard-of-Oz" "



-7 Storyboards

e Often used with scenarios, bringing
more detail, and a chance to role play

il

e It Is a series of sketches showing how a
user might progress through a task
using the device

e Used early In design

14
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e Sketching is important to low-fidelity

orototyping
e Don’t be Inhibited about drawing ability.

Practice simple symbols
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903 tank
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_— Asketch for Information Architecture

m Contact
Basics

Syllabus

Lectures

Quizzes

Page Count:

7 upper level pages

4 units x 5 pages ea. = 20
2 course info pages

29 pages = Total

16



Simple Page Design

17




Logo or Graphic .
200-280 pixels wide Page Title Area
100 pixels high

designates course name/number and website location
links to Splash page

LA - 4-8 in Buttons }% —
H = -
Content Area Area left blank
from left, 0 — 600 pixels g or good for
a picture or
not-for-print
item

Overall Page Width = 800 pixels

Main Page Idea




Logo or Graphic
200-280 pixels wide

links to Splash page

e_f

Page Title Area

designates course name/number and website location
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Content Area 200 pixels wide

from left, 0 — 600 pixels ess
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Overall Page Width = 800 pixels

e

Ellie’s Bio 130 website

#1 Secondary Page Idea




Logo or Graphic .
200-280 pixels wide Page Title Area

1GC pixels high designates course name/number and website location
links to Splash page

i
P |t - W N
4- 8 Main Buttons —/— — ]
— T 4.8SubButtons — — |

Content Area _ Picture or
from left, 0 — 600 pixels - Bulletin
Board

or other area
200 pixels wide
or less

Overall Page Width = 800 pixéTs“ .

#2 Secondary Page Idea




’

\

Announcements
& Updates

Wireframes — a
“shell” showing
the actual pages
that will be
created In the
Web site
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~ Wire Frames

% Web pages with content only, no images.
% Place holders for images.
< Users interact with wire frames.

£ Focus Is on the structure of the content not “look
and feel”
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Auburn University Logo & Heading Quick Links (Drop Down Box

Information Links: STUDENTS-PROSPECTIVE STUDENTS-EMPLOYEES-ALUMNI -TIGER FANS
HOME - A TO Z IHNDEX - PEOPLE FINDER - SEARCH |— Smeit

Athletics About Auburn
Horne of the Auburn Tigers Academic Calendar
Se|eCted Academics
Photos Administration
Admissions
AU Seal Athletics

Employment
Giving to Auburn

Libraries
Qutreach
CAMPUS EVENTS SPECIAL REFORTS Research
News Go to the news page
Al hosting seminar on identity theft 4
The seminar will be presented by FBI special agents I
Mike Eubanks and Paul Roche of the Mobile office. ROtatIr?g
Town hall meeting on diversity set for Oct. 23 AdvertlsementS
The meeting, "Discussions on Diversity” will be at B
p.m., in Telfair Feet Theatre.
Fall freshmen: high in gquantity and guality
Mew data shows Al)'s freshrman class is not only the
largest in the university's history, it's also one of the
smartest. Click here for more special
features

Auburmn University | Auburn, Alabama 36849 | Phane: (3348444000 | Email: webmaster@auburn.edu
@ 2002 Copyright Regulations
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Al hosting seminar on identity theft

Go to the news page

The seminar will be presented by FBI special agents
Mike Eubanks and Paul Roche of the Mobile office.

Town hall meeting on diversity set for Oct. 23

The meeting, "Discussions on Diversity” will be at B
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About Auburn
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Giving to Auburn
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Research

Peaks of
Excellence

BEST

Click here for more special

features
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e [ndex cards (3 X 5 inches)

e Each card represents
one screen or part of screen

e Often used In website
development

25

2]
Travel
_@ Organizey 23 August

WELCOME HELEN
Where do you want o ge ?

What date doyen wont Fo tvave! ?
Whiela fovm of fransport do \;ouwaui'?

Do you need Geommodation?

—|

B

Travel
‘_@ Qrgailzey 23 August

Train Finetable from Milron Keynes Gulral
to orK

on  [6Sept

s . t x
Dep_cvi— oq:oq io.'o'? sams Z_}:;Z
Avrive 12 :30 [3:30 past

Accommodarion Hotel Be8
fuo ro€1So  €20t0 €60




- FNh7zard-0f-0 7' nrototvnina
/ — ¥V V I &=VGATL A \ & & | e I&llVLUL]rJIIIﬂ

e The user thinks they are interacting with a
computer, but a developer is responding to
output rather than the system.

e Usually done early in design to understand
users’ expectations

e What is ‘wrong’ with this approach?

il

User

O >Blurb blurp

>Do this

>Why?

26
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e Uses materials that you would expect to be in the
final product.

e Prototype looks more like the final system than a
low-fidelity version.

e For a high-fidelity software prototype common
environments include Macromedia Director, Visual
Basic; and Smalltalk.

e Danger that users think they have a full

system....... see compromises
27
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= All prototypes involve compromises

e For software-based prototyping maybe there is a
slow response? sketchy icons? limited
functionality?

«Two common types of compromise

e ‘horizontal’: provide a wide range of
functions, but with little detail

e ‘vertical’: provide a lot of detail for only a
few functions

eCompromises in prototypes mustn’t be ignored.
Product needs engineerizrgg
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e Taking the prototypes (or learning from
them) and creating a whole

e Quality must be attended to: usability (of
course), reliability, robustness,
maintainability, integrity, portability,
efficiency, etc

e Product must be engineered

Evolutionary prototyping

‘Throw-away’ prototyping
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S ff/%ptual design: from

requirements to design

e Transform user requirements/needs into a
conceptual model

e “a description of the proposed system in terms
of a set of integrated ideas and concepts about
what it should do, behave and look like, that
will be understandable by the users in the
manner intended”

e Don’t move to a solution too quickly. lterate,
iterate, iterate

e Consider alternatives: prototyping helps

30



there a suitable metaphor?

e Interface metaphors combine familiar knowledge with new
knowledge in a way that will help the user understand the
product.

e Three steps: understand functionality, identify potential
problem areas, generate metaphors

e Evaluate metaphors:
How much structure does it provide?

[ PEN miir~rh QIQ\IQF\"' +tn tho n
oW Muchn IS reievant 1o uie M

Is it easy to represent?
Will the audience understand it?

n e T PN E | P P B
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e Considering Interaction types

= \Which interaction type?
How the user invokes actions

Instructing, conversing, manipulating or
exploring

e Do different interface types provide insight?
WIMP, shareable, augmented reality, etc

32
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A3 ';MQ the conceptual model

i

 What functions will the product perform?

What will the product do and what will the
human do (task allocation)?

e How are the functions related to each other?
Sequential or parallel?

Categorisations, e.g. all actions related to
telephone memory storage

e \What information needs to be available?
What data is required to perform the task?

How is this data to be transformed by the
system? 23
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e Express proposed or imagined situations

tS

i

e Used throughout design in various ways

e scripts for user evaluation of
prototypes

e concrete examples of tasks

e as a means of co-operation across
professional boundaries

e Plus and minus scenarios to explore
34
extreme cases



erate storyboard from scenario
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werate card-based prototype from
Use case

TRAVEL INFORMATIoN ] VISA REQUIREMENTS
Viscrva quive meuls Destination Countvy | vl
Vorxinefion Kecowutadations Trowvelley's Nofiowality | V]
Wihat Topeck beforeyouqg o
ﬁf‘f_uh
(Requivements)
—

VISA REQUIREME HTS FOR (COUNTRY)

T N
( viuk )
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e Patterns for interaction design , -
« individual patterns
e pattern languages .
e pattern libraries

e Open source systems and components

- Tools and environments
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= Axure RP Pro

» web sites

» mobile applications

www.axure.com
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= ‘MockupScreens

Low fidelity

o creation of (mockups)

www.mockupscreens.com

=]

File Scenario Screen  Help

DUHE D ™ o < baf GGG & = LADEID >~

g
“%

Gk .
g

y 0000000 &

<Insert> adds screen. <ALT>+<N> adds scenario. <CTRL>+<Up/Down > moves screen, <Enter> opens screen,

40
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= Balsamig Mockups

« Adobe AIR application T

= Home ¥ Produst @ﬁ% E EE 0 4
« low fidelity e e

Welcome to Balsamig Mockups

This in & semple mockup te get you sterted. A Few Quick Tips

[ ST AR p——— 1. To 0dd maw conirels, drag tham frem the UT Libeary
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— o you'd ageat,
Arpthing you ds I immediately.
Sipvid o your Lo b

3 To et fuwt, double -click om i, Somavemas comman have

will be thare Fou ComE maaring, on i The Mar condrel bulow - Bry Te edit i@

[Fte €8t view we |
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www.balsamig.com =

New Mockup New Mockup MNew Modkup
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. Snaglt + Camtasia Studio

*:SCreen capturing

» video editing

www.techsmith.com

44






Rapid Prototyping Tools

= ‘Microsoft Expression Blend (Sketchflow)

| mm— e — * mmam

expression.microsoft.com
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= DesignerVista
» applications of Windows XP and Vista

e Web sites

» web applications

www.designervista.com/

47



e Different kinds of prototyping are used for different
purposes and at different stages

e Prototypes answer gquestions, so prototype
appropriately

e Construction: the final product must be engineered
appropriately

— h IAAAIA IA ﬂﬂﬂﬂﬂ I+IAA ;: ﬂﬂﬂﬂﬂ
< Conceptual design (the 1

e Consider interaction types and interface types to
prompt creativity

e Storyboards can be generated from scenarios

e Card-based prototypes can be generated from use
cases



