Interaction Design

Chapter 7 (May 13, 2015, 9am-12pm):
Prototyping UX - From Sketch to Prototype
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User Experience Design
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Overview

Research . Innovate - Prototype

© A study of the design process - Design Council London source: [8]



Overview

Tell a story
Make 1t tangible

Prototype
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Task: Design a new interface for one
of the functions of a radio alarm clock
or phone answering machine.
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For the Designer:

For the End User:

For the Producer:

Exploration
Visualisation
Feasibly
Inspiration
Collaboration

Effectiveness / Usefulness

A change of viewpoint
Usability
Desirability

Conviction
Specification
Benchmarking

source: [5]



It’s really hard to design products by

focus groups. A lot of times, people

don’t know what they want until you
show it to them.

Steve Jobs



Fidelity v. Resolution

low resolution high resolution high resolution
low fidelity low fidelity high fidelity

source: [5]



Low Fidelity

<

High Fidelity

Open Discussion

Prompting Required

Quick and Dirty

Early Validation

Sharp Opinions

Self Explanatory

Deliberate and Refined

Concrete |deas

>

source: [5]



Low Resolution

High Resolution

>

<

Less Details

Focus on core interactions

Quick and Dirty

Early Validation

More Details

Focus on the whole

Deliberate and Refined

Concrete |deas

source: [5]



1st [teration
low-res/low-fi




4th lteration
high-res/high-fi




80/20 rule
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http://www.swissknifeshop.com/media/catalog/product/cache/1/image/5e06319eda06f020e43594a9c230972d/v/m/vm_53831--91_sol_front_ax1000.jpg source: [7]



mEdit Insert Slide Forma

New 8N
New from Theme Chooser...
Open... 380
Open Recent 3
Close $BW
Save 38 S
Save As... ¢3S
Revert to Saved...

Export...

Send To S

Record Slideshow

Choose Theme...

Save Theme...
Page Setup... 3P

A principle for setting priorities: users will use 20% of
the features of your product 80% of the time. Focus
the majority of your design and development effort
(80%) on the most important 20% of the product.

source: [7]



Overview:

Intro & Designprocess Phase

Values and Levels of Prototyping

« UX Prototyping Techniques

Prototyping Case Study



Paper-prototyping



What 1s 1t?

Paper prototyping is a widely used method In the user-
centered design process, a process that helps
developers to create products/screen based
applications that meets the user's expectations and
needs.

't 1s throwaway prototyping and involves creating
rough, even hand sketched, drawings of an interface to
use as prototypes, or models, of a design.



History

Paper prototyping started in the mid 1980s and then
became popular in the mid 1990s when companies
such as IBM, Honeywell, Microsoft, and others started
using the technigue In developing their products.
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Paper prototype of a typical form-filling screen

User test of a low-fidelity paper prototype
of a website
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Paper prototype of a tabs-based design

Typical set-up of the usability laboratory for a
test session with a paper prototype
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Testing hardware user interfaces: mockup of a kiosk.

photo credits © NN Group



ubunty usability

("7 Vse £ For closed Felders
9 Vse F for pen foldens
E\'umduunu
[=] end s
i or s
D) end s
D o ever s
V end s
[ use - for & fle icon
o Yo leave a space for your ewn
£ use spaces or dats for Merareh
7 Jeat ke

) e

http://www.balsamiq.com/products/mockups

A Web Page
0> X ) By -
One | Two | Three Name Ay Nicknam | Tl
Gone] W o e | @
77 Cuids Jach 4 The )
o S arco 3 =
O Redo Sutta
——— () (] (RS :
-— ed S
1oon Neme

Mare > Praderts > Xyt > Features mlm::lm:mln:m




Source: YouTube
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Video-prototyping

http://2.bp.blogspot.com/-CBtuuif7rZ4/U0MBJKCUfgl/AAAAAAAAEI4/fYp1bJOcdVY/s1600/Canon+XF205+left+side+view.
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EXAMPLES
Video Prototypes



low resolution
low fidelity
[a whole new world)









low resolution
high fidelity
[crossing on demand]






Zebra Zone

video© CIID



The Smoke & Mirror Approach
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Atmel AT Mega 328 Raspberry P!
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Thermistor Bend Sensor PIR Sensor
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Quick video overview
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Some Examples
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Copenhagen
Institute of
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2 Weeks 2 Weeks

Phase 1 —E:ield ResearctIDesk Research\
User Research J

Phase 2 ( Concepts \

Analysis and Concept k )

Generation

Phase 3 ( Prototyping w
Prototyping K J

Phase 4 ( LO Fidelity )[ HI Fidelity
Usability Testing k

Phase 5 (Final Prototype)—
Implementation k
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Thanks for your attention |
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