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HICK's Law

The time it takes to make a decision increases as the
number of alternatives increases.!

. .

Open %0
Open Recent Files 4
Revert

Close ®BW
Save %S
Save As ... 58S

Save a Copy ...  "\C38S i G 2
Save for W:b .. LOBS @ @ @
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—~ Some comments on sketching...
— The Design Process & Interaction Fundementals

TODAY

@O -~ Due Friday:
Z S2: Health & Fitness
CED A1: Thinking About Design
O
am
D)
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Why sketch?

 The sketches for S1 were nice.
Let's make them great.

 Use the sketches to think
beyond your solution.

e Use the sketches to think
beyond your problem.

« Example: USB stick.
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%9 social capital

With thanks to the “Dark Values” team from the Values in Design Workshop, 2012.
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features



. ———

Paul

Paul participated in he
g Apple/ Samsung trial.

o H-o\ppin%s Index @

600« Pﬂ\ul

sNApshot

Gives you your colleague’s
very latest updates up front
and out loud.

Es‘l" M""d\—u : 23 min

TwiHer: 2
Facebook: 8
E-mail: 343

k Paul in 60 sec. > |




sSNApPsSNOTt

"| can see this being used to
keep up with friends from a
distance... for someone in-
between a person I'd Google,
and people I'd invest time to
catch up with.”

Paul participated in he
> Apple/ Samsung trial.

o H-o\ppin%s Index @

>

ﬂou Pﬂ\ul

"It's therapeutic and flattering
to know someone is using this
to read my own updates.”

ES‘l" M""d\—u : 23 min

TwiHer: 2
Facebook: 8
E-mail: 343

k Paulin 60 sec. 3




frend

Visualizes the amount, type, &
quality of your interactions in
order to optimize your

interpersonal communication
channels.

¢ Padis s-l'a\r-Hng o fall

behind on gour emails.

o Most responsive on Twiter.

o Highest ROlon 8/12 >




frend

“It's about scoping a holistic
picture of our interactions and
interest in each other over time."

"It helps to represent all interactions
I've had, and the forms they take.”

¢ Padis s-l'o\rﬁng o fall

behind on gour emails.

"Its helpful - there's a pleasure in
reviewing when we're far apart,
but also when we've been in
touch. Then I'm reminded to stay in
touch.”

o Most responsive on Twiter.

o Highest ROlon 8/12 >




CUIreNTCy (e

Short on time?¢ In 60 seconds,
Currentcy gives you a rapid
overview of the latest details.




currentcy g4

Short on time?¢ In 60 seconds,
Currentcy gives you a rapid
overview of the latest details.




currentcy g

Short on time?¢ In 60 seconds,
Currentcy gives you a rapid
overview of the latest details.




currentcy g4

"It feels very immediate. To be
reminded about events in my
friends' lives is very useful.”

"It's a guilt reliever. It's
embarrassing if it comes out
that | didn't really look at her
POsTs."




dashboara

“I don't mind if someone else

uses if, but | wouldn’t fouch it.” SOCiaI Capital

“I would feel like | was under @
surveillance regime.”

@

X
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* |t helps us get started with a proven tack

* |t prevents "designer's block”

» |t keeps us directed toward a final product

* |t helps us stay on schedule and within cost

* |t helps us measure design progress

* |t helps us communicate where we are to others
* |t prevents us from omitting important steps

* |t is more reliable than intuition

|t forces us to iterate!

* |t helps us keep the user first!
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Designers’ expertise...

...liles not in the thing he or she is designing.

You do not have to be a widget expert to be a
designer of a widget-manufacturing interface.

Instead, you must be an expert in the process
of design.
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What is designed?

Artifact view: The object, device, or system that is designed

Holistic view: The interaction, the flow, the user’'s experience
IS designed

Think in terms of users’ goals:

 Artifacts have no goals

« People have goals!

« Keep users in the center in the beginning, middle, and end

*S t a r SOCIAL & TECHNOLOGICAL BRUBAKER

ACTION RESEARCH GROUP INF 132 :: SPRING 2013



Design Process”

. Skewchit . Tryitout

NO! WRONG! "
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Design Requires lteration

'

Ideate

.
.
.
e
o

Investigate

» Prototype

ooooooo
ooooooooooooooooo
g .
0000000000
aet?
.
.
ot
-
.
. .

Evaluate 7

.\
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*Generate lots of ideas

Stage Goals potontial solutons

sLearn about stakeholders
*Discover goals and needs
*How is it done now?
*What is wanted?

\What else has been tried?

Ideate

Investigate

< Produce

Build final product
Ramp up marketing,
support, and
maintenance

.
.
......
.

» Prototype

oooooo
...............
.........
....
o
"
"
"

"

.
. .

& T
*Produce something tangible
ldentify challenges

\ eUncover subtleties

R

Evaluate

*Discover problems
*Assess progress
*Determine next steps
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Investigate

Ideate

Investigate

.
.
.
e
o

» Prototype

ooooooo
ooooooooooo
ooooooo
.
.
.
~'.‘
.
ot
-
.
.

Evaluate

‘\
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You cannot design apart from the world in
which your users and design will live
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 |dentity users
 |dentify stakeholders

 \What are the
requirements?

 How do they do it now?
« How long does it take?
* What do they want?

*S t ar SOCIAL & TECHNOLOGICAL

ACTION RESEARCH GROUP

« What do they need?
« What else have they tried?

* |s there already another
solution?

BRUBAKER
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e User surveys This is what next week Is
e Focus groups all about!
* |nterviews

« Analysis of competition
Contextual inquiry
Design Ethnography
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|deate

Investigate

» Prototype

ooooooo
ooooooooooo
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|deation

* |deation = “idea generation”
— Volume matters most!

» Jo Increase the chances for success by

considering a huge volume of ideas in a
systematic way

* One of the worst things you can do is go with
the first idea that you get

— You can always come back to it later
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|deation Methods

 Affinity diagramming This will happen in a
e Personas few weeks!
e Scenarios

* Role-playing, play-acting,
scripts, props

« (Card sorting

« Structured Brainstorming

« Sketching
*S t ar SOCIAL & TECHNOLOGICAL BRUBAKER
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Prototype

Investigate

.
.
.
e
o

Prototype
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|t is hard to evaluate something that does not exist.
 |tis hard for users to react to abstract concepits.

* Prototyping brings subtleties and nuances into the
ight.

* Begin to wrestle with the technical constraints
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 Build it fast!

* Prototype at the right fidelity

— Stick with low-fidelity paper prototypes early in the process, and
transition to higher-fidelity software prototypes later

* Don't over-engineer!
« (Concentrate on the unknowns

 Don'’t become attached to it
— Prepare to throw it away

« Build multiple concurrently (even if just two)
— Users can compare two things much better than consider one in

isolation
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Evaluate

Investigate

.
.
.
e
o

Prototype

»
L d
&

Evaluate

*S t ar SOCIAL & TECHNOLOGICAL BRUBAKER

ACTION RESEARCH GROUP INF 132 :: SPRING 2013



Evaluation:

why do we need it”?

« Automated procedures can find bugs, but not
usability problems

e You can't iterate without knowing what to fix, leave,
Or remove

* Answers both questions:
— Did we build the right thing?
— Did we build it right?
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EFvaluation Methods

* Heuristic Evaluation

» Guidelines Review

« Cognitive Walkthrough

e Usability Testing

« |[aboratory Experiments
* Real World Deployments
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Evaluation

Drives lteration

* |f problems are in user performance
— Probably need to return to prototyping phase

* |f problems are in conceptual model and how
users understand it

— Probably need to return to ideation phase

* |f problems are in usefulness or appropriateness
— Probably need to return to investigation phase
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Produce

Investigate

.
.
.
e
o

» Prototype

ooooooo
ooooooooooo
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Evaluate
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Production

“Production” refers to all steps required to go from a functional
prototype to a final product

— Software architecture — Training
— Programming, building — Customer support
— Manufacturing — Marketing
— Packaging — Branding
— Help systems — Distribution
— Manuals
Fstar| s N



Design Processes

There is no agreement on an exact design
Process...
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D _A 3 What do you like about it?
What do you not like about it?

What is missing?

What is superfluous?

What is wanted Scenarios
Iask analysis
Interviews ‘ Analysis ideli
Ethnography l ‘ Gu{de.lmes
Principles
What is there Precise
Vs. Design - -
What is wanted specification
Dialog
notations Implement and
deploy
Prototype
_ Architectures
Evaluation Documentation
Heuristics Help
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What do you like about it?

SAP (2 Ve rSIOnS) What _do ypu_not like about it?

What is missing?
What is superfluous?

Develop
lnnovato Plan Research
‘Va. e ) . >, O .
J

\./\
User

\Desngn
Centered ,,é“}!‘{:’?, Design
Design e
Understand 9 e O Des:gn
Users{"‘. Measure
Reae rch
, { Use
Define \ J Adapt
Interaction
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What do you like about it?
What do you not like about it?

Sl m p‘e VleW What is missing?

What is superfluous?

DESIGN

IMPLEMENT

USE &
EVALUATE
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Comparing the

Processes

* What do they all have in common?
» What seem to be the main components?
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Nteraction Fundamentals
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Goals, Execution, & Evaluation

Goals
What we
/ want to happen
Execution Evaluation
What we Comparing what happened
do to the world with what we wanted| to happen

(Gulf of Execution)
(Gulf of Evaluation)

/\_'/\_-///

Physical system
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Seven Stages of Action

s

tht we

/ want © happen \

An mtccr}x;lon zact 2 Evaluation of the interpretations
50 as to achicve te go with what we expected to happen

The actual sequence of actions

that we plan to do Interpreting the perception according

to our expectations

The physical execution of that

. Perceiving the state
action sequence

of the world

I
W

Physical system
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Important Design

Principles

* Natural mapping

 Visibility

* Perceived affordance

» Constraints

* Feedback

» Mental models / conceptual models
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Mapping

* The relationship between two things

* Relationship between controls & thelir
manipulations and the results in the world
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Visibility

* Make capabillities perceivable and
interpretable

» Counteracting factors
— Features

— Aesthetics
— Abstractions
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Visibility

* When number of functions is greater than

number of controls, functionality is often
hidden

 When capabillities are visible, it does not
require memory of how to use

* Leverage recognition over recall
— Knowledge“in the world” vs.“in the head”
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Feedback

« Sending back to the user information about
what action has actually been done, what
result has been accomplished

* |.e., let someone know what just occurred
— Can be sound that's made
— Can be change in physical state
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Me: Gao Sebastiano ;)
Sent: 10:05 AM

SMS

Chat with techradartest

Type to compose H

Chat
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Affordance

» Perceived and actual cluea about something

— ...that determine just how a thing could possibly be
used

« How does this apply to design?

« Complex things may need explanation, but
simple things should not

* |t a simple thing requires instructions, it is likely

a fai

*star

ed design
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HOH BH® 0 ozas P08 BH® 0 ozas

Sorry, your SD card is busy. Sorry, your SD card is busy.

Try to read SD
card again

Note: not a real example
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Norman’s pet peeve: door handles

In the Mountain View building complex that houses the main Mozilla offices, there
are many doors like this one.
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What's vour natural reaction to a vertical door handle? You grab it like
this_




) I\ ‘. \ d T = The architscts of the building had a perfect
The other side of the building a few meters away, has - v ¥ v N solution to the handle problem so why did they

doors like this. N\ =S use iton only half of the doors?
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Constraints

* Physical limitations that constrain possible
actions
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Conceptual Models

* People build their own understanding of how
things work
 But how”? What factors contribute to a user’s
conceptual model of a system?
— Visibility
— Affordances
— Constraints
— Mappings
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Conceptual Models

* How do you think it works”

e Mental models are not

always right.
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People have explanations . -

(usually)

-
« Sometimes they get it right
e Sometimes they blame the wrong cause

« Sometimes they blame themselves
— Learned helplessness
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Fostering conceptual

models

Designers should work to foster the
appropriate conceptual model

1. How does something actually work?
2. How does the user think the thing works?

3. How should the user conceptualize about
#17
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Designing for people

» Designers are not users & vice versa
— The user is not like me!!!

* Provide clear mappings between controls and
behaviors
— Make states & possible actions/behaviors visible
— Afford & constrain the intended use
— Provide feedback of actions/behaviors
— Foster appropriate mental models
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Summary

« Design is a highly iterative process
* Design processes must keep the user’s interests central
« Design starts with understanding the user

« Designs are never truly perfect. They can always be
improved.

* |tis a skill to know when to stop iterating and call a design
“finished”

* There are 6 fundamentals to interaction design you should
keep in mind during this course.
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