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Hall of Fame or Shame?
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weather.com



Hall of Shame!
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weather.com

Need to click for weather

What is the “first read”?

videos

popups/ads

not my local weather!

It used to be worse!



Hall of Fame or Shame?
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weather.yahoo.com
(last year)



weather.yahoo.com
(last year)

Good!

aesthetic

clean typography & icons

Bad!

image is 1st read
too much empty space!

Hall of Fame!

Autumn 2025 Design Thinking for User Experience Design, Prototyping & Evaluation 5



weather.yahoo.com

Good!

Weather clearly up front

Simple iconography

Bad!

image hidden

Hall of Fame!
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iOS yahoo weather

Good!

aesthetic

clean typography & icons
(new version not as nice)

image recedes to 

background w/ flick

Hall of Fame!
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Who are We?
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James Landay

• Professor in Computer Science at Stanford

– formerly at Cornell Tech (1 year), University of Washington (10 years), & UC Berkeley (7 years)

– spent 3 years as Director of Intel Labs Seattle

• PhD in CS from Carnegie Mellon

• HCI w/ focus on ubiquitous computing, web design (tools, patterns, etc.), HAI

• Founded NetRaker, 1st in web experience management (sold to Keynote)

• Co-authored The Design of Sites with Doug van Duyne & Jason Hong

• Office Hours: TBD (CoDa E354) or by appointment (slack me)

• Email: landay@[insert usual Stanford email domain]
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he/him



Alan Cheng

• PhD candidate in Computer Science, working on MA in Education

• BA & MEng in Computer Science @ Cornell

• I do HCI x education research, building learning experiences with AI & AR

• I (used to) sing a cappella with O-Tone, Stanford’s East Asian interest a 

cappella group

– Office Hours: Fri 1:30-2:30pm (CoDa E320) or by appointment
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Empowering Learners with AI
The rapid advancement of generative AI in recent years 

has posed many challenges to the field of education, 

leading to fears that AI will supplant student thinking and 

undermine their learning. However, AI also opens up 

opportunities for new kinds of learning technologies 

that enable students to take control of their learning 

experience, scaffold their learning, and adapt to their 

needs. 

The key lies in the design of these AI-supported learning 

technologies. How might we design AI-supported tools 

to empower learners, rather than robbing them of their 

agency?
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Examples: Scratch, Khanmigo, 

Anki

Studio    Thu 4:30-6:20PM



Abbie Maemoto

• MS Candidate in Management Science & Engineering

• BS in Computer Science & Product Design 

• Interested in creating systems for educational equity

• Come talk to me about breaking into product management!

• Love coffee & taking new workout classes (+1 for solidcore & Barry’s) :)

• Office Hours: 

– Wed 4-5:30 PM (CoDa B02) or by appointment (Calendly)
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she/her

https://calendly.com/abbiem-stanford/30min


Agents of Change

Most AI agents today feel like text threads—you type, they 

reply. But as systems evolve, richer interactions are emerging 

to address accessibility, trust, and transparency through 

multimodality: agents you can talk to, type at, gesture toward, 

or that understand context.

Imagine ideas surfacing on a shared canvas, ready to be 

dragged or reshaped. Or reasoning displayed as a living map 

you can trace over time. Or an agent that turns spoken ideas 

into sketches, refined by voice, text, and/or hand-drawn pen 

strokes.

In this studio, we will reimagine agentic interaction itself, 

moving beyond text exchanges to design experiences that feel 

natural, contextual, and embedded in everyday life.
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Examples: Miro AI, Adobe Firefly, 

ChatGPT Canvas Mode, Rabbit r1

Studio    Friday 1:30-3:20pm



Naima Patel

• MS Candidate in Computer Science - HCI

• BS in Design on the Digital Design & AI track

• Previously Product at Oracle, currently building a Voice AI product through the Bell AI 

fellowship

• Interested in consumer product design, media, live music, the intersection of tech & 

entertainment

• I was Director of Stanford Concert Network last year & was on the team that booked 

Doechii! Come talk to me about live music :)

• Office Hours: 

– Wed 10:30AM - 12PM (COHO) or by appointment (Calendly)
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she/her

https://calendly.com/npatel12/30min


Designing Voice AI for Everyday Value
Voice assistants have become part of our daily lives, but 

most still feel like tools you “use” rather than something that 

actually supports you. The real promise of voice lies in 

weaving it into routines and workflows so it genuinely 

saves time, reduces friction, or helps you stay on track. How 

can a voice agent guide someone through a complex process 

without breaking their flow? 

Most importantly, integrating voice interactions is a design 

challenge: in this studio we’ll explore how to make voice a 

natural, meaningful part of people’s days rather than an add-

on feature. We’ll focus on multimodal interfaces where 

spoken interaction is paired with visual feedback, 

responsive controls, and rich displays, applying principles of 

both visual and conversational design.
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Examples: Alexa Routines, Otter.ai, 

Vapi, Wispr Flow, Google Nest Hub

Studio    Fri 12:30-2:20PM 

   Fri 2:30-4:20PM



Diya Sabharwal

• CS coterm, SymSys & English undergrad

• Love HCI and this class changed my LIFE

• UX research and design experience at Google and at both pre seed-stage 

and more mature startups - AMA about any of this!

• Fun fact: I’m a writer at heart and read a new poem every day 

• Reach me at diyasabh@stanford.edu

• Office Hours: 

– Wed 11 am -12 pm (Zoom) or by appointment on Calendly

Autumn 2025 Design Thinking for User Experience Design, Prototyping & Evaluation 17

she/her

https://calendly.com/diyasabharwal/office-hours-with-diya


Intelligent Creative Tools

AI is transforming creative work, yet most people still 

juggle a patchwork of tools—for example, switching 

between ChatGPT and Google Docs for brainstorming 

and drafting. This fragmentation interrupts flow, erases 

context about how ideas evolve, and often delivers 

support misaligned with the creator’s needs. 

This studio will explore designing GenAI tools that act 

as creative collaborators instead of replacements, 

unifying fragmented workflows while empowering 

creators. The central challenge is designing tools for co-

creation: systems that provide more granular controls, 

embrace transparency in how AI is used, and overall 

provide the right kind of help without taking over.
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Examples: Claude, Notion AI, Reve Image, 

Gamma AI

Studio    F 9:30-11:20am, 11:30am-1:20pm



Sarah Jacob

• MS Candidate in Sustainability Science & Practice

• BS in Design, UX + AI Track

• Interested in using UX/design/AI to address social & environmental challenges

• Previously UX Design @ Oracle, designed AI Supply Chain Management tools

• Come talk to me about being FLI @ Stanford and all things PM, design, & UX 

research related

• I love painting, reading, comics, & going to concerts w/ friends!

• Office Hours: Tues 2-3 pm (CoDa B04) or by appointment (Calendly)
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she/her

https://calendly.com/smjacob-stanford/30min


Design for Community

Resilience
Communities face many crises – wildfires, hurricanes, 

pandemics, economic shocks, and local emergencies – 

that disrupt lives and test our systems. Design often 

assumes things will go smoothly, but design for resilience 

requires thinking about what happens when they don’t.

In this studio, we’ll explore how design and AI can help 

communities prepare, adapt, and recover in times of 

crisis. How can digital tools strengthen prevention efforts 

and communication? How might technology help neighbors 

share essentials like food or shelter in emergencies? How 

might we ease pressure on hospitals through preventative 

and at-home care? And beyond survival, how might we 

design for hope, connection, and solidarity for 

communities in their hardest moments?
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Examples: Google Maps SOS Alerts, Nextdoor 

Help Map, PulsePoint Respond, Telemedicine Kits

Studio    Friday 2:30-4:20PM



Charlotte Zhu

• CS Coterm; Symsys Undergrad, EAS minor 

• Interested in hci / css - Social computing & Affective computing

• Worked as pm in startups; doing hci Research

• Loves writing, anime, travelling. Just climbed mt. Fuji .

• Office Hours: 

– Mon 3:30-4:30 PM (CoDa E314) or by appointment
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she/her



Design for Mental Wellbeing

Maintaining personal mental health has become an 

important challenge of this age. Some people use 

many practices to support their mental 

wellbeing — journaling, reflection, meditation, and 

professional counseling, while others are still yet to 

find their best solutions. 

How might we design tools that support people in 

maintaining mental wellbeing? Potential design 

might involve supporting users in their existing 

self-care routines, helping them explore and 

develop new habits, connecting them with 

support professionals, building a community of 

support, etc.
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Examples: Reflection, Calm, Headspace, 

Tide, Moodfit, Youper

Studio    Fri 8:30-10:20 AM,

  1:30 - 3:20 PM



Candy Tang

• CS HCI coterm

• BA in Urban Studies (Urban Sustainability)

• Interested in accessible design and tech + urban planning

• Love to bake, make ice cream, and learn languages 

• Office Hours: Tue 1:30-2:30 PM (CoDa B02) or by appointment 

Autumn 2025 Design Thinking for User Experience Design, Prototyping & Evaluation 23

she/they



Adulting Made Easier
The transition into adulthood is a journey filled with new 

responsibilities, from managing finances and paying bills to 

cooking meals and keeping up with healthcare. While these 

mundane tasks can feel seemingly small on their own, they 

can feel overwhelming when piled up. 

In this studio, we’ll explore how technology can make the 

process of becoming independent more approachable 

and supportive. What digital tools can we create to lessen 

the burden of cross-country moves and help people settle 

into new places with confidence? How might we support 

new renters in finding, securing, and maintaining their first 

apartment without confusion or hidden pitfalls? How might 

we change our mindset from someone taken care of to 

someone who’s self-sufficient?
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Examples: NerdWallet, Notion, 

TaskRabbit, ZocDoc

Studio    Fri 10:30-12:20 PM,

  12:30 - 2:20 PM
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Join our Slack!

cs147-2025au.slack.com



What Do You Hope to Learn in CS147?
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Put a few key phrases in the #lecture slack channel

* if you aren’t in our cs147 slack grid, direct message Naima (npatel12@stanford.edu)

** For all during lecture activities & questions use the #lecture slack channel so we can see them. 

For questions outside of lecture time, use the #q-and-a channel.



Outline

• Who are we?

• AI & User experience design

• Balancing design thinking & technology

• Design discovery & exploring ideas

• Rapid prototyping & evaluation

• Goals of the course

• Course format & schedule

• Course policies
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AI Needs User Experience (UX) Design

• Tesla Model S “Autopilot”

• Future of autonomous cars

• How do we design the UX?
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AI Needs User Experience (UX) Design

• Amazon Echo, Google Home & other Smart Speakers use Voice UI

• How do we design them to deal with natural human conversation?

• How do we design to support multimodal input? (e.g., + screen or vision)
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AI Needs User Experience (UX) Design

• What is appropriate to show a patient?

• What should be the interface for the doctor?

• Is there a set of design patterns for these Smart UIs?

Computer vision-based skin cancer 

detection getting better and better
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DESIGN TECHNOLOGY

Balance



Approach to Application Design & Prototyping
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Design Thinking Process
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What is missing?

Iterating within stages & back to prior stages



How to Design and Build Good UIs

• Iterative development process

• Usability goals

• User-centered design

• Design discovery

• Rapid prototyping

• Evaluation

• Programming
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Iteration
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At every stage!

Design

Prototype

Evaluate



Usability(?)

According to the ISO:

The effectiveness, efficiency, and satisfaction 
with which specified users achieve specified 
goals in particular environments.

This doesn’t mean you have to create a “dry” design
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Usability/User Experience Goals

– Learnable

• faster the 2nd time & so on

– Memorable

• from session to session

– Flexible  

• multiple ways to do tasks

– Efficient

• perform tasks quickly 

– Robust

• minimal error rates

• good feedback so user can recover

– Discoverable

• learn new features over time

– Pleasing

• high user satisfaction

– Fun

Autumn 2025 Design Thinking for User Experience Design, Prototyping & Evaluation 37

• Set goals early & later use to measure progress

• Goals often have tradeoffs, so prioritize

• Example goals(?)



User-centered Design
“Know thy User”

• Cognitive abilities
– perception

– physical manipulation

– memory

• Organizational / educational job abilities 

• Keep users involved throughout
– developers working with target customers

– think of the world in users’ terms
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Accessible Design

• Different abilities
– vision, hearing, cognitive, mobility

– e.g., blind users with screen readers

• Moral and ethical purpose
– inclusive design benefits everyone

– e.g., sidewalk curb cuts

• Legal guidance
– Americans with Disabilities Act (ADA)
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https://www.appspringtech.com/wp-content/uploads/2020/09/descarga.jpg



User-centered Design: Needfinding

• Observe existing practices for 

inspiration

• Make sure key questions 

answered

• Ethical questions in design w/ 

underserved communities
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Lunar



Unpacking the Needfinding
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Rechords



Unpacking the Needfinding
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UniVerse



Unpacking the Needfinding
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Potluck

budder



Develop Point of Views

(Person + Insight + Challenge)

Brainstorm on How Might We Solve
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Experience Prototype to Test Assumptions
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Parcel

Pission



Experience Prototype to Test Assumptions
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Parcel

Lore



Sketching & Storyboarding
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artbot

Parcel



Sketching & Storyboarding

Autumn 2025 Design Thinking for User Experience Design, Prototyping & Evaluation 49

Parcel

Unfold



Concept Videos

• Illustrate context of use rather than specific UI

• Quick & inexpensive 

• Forces designers to consider details of how users will 

react to the design
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Concept Videos: Planning Storyboards
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Rambl



Concept Videos: Planning Storyboards
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arbor



Concept Videos
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mora



Rapid Prototyping

• Build a mock-up of design 
so you can test it

• Low fidelity techniques
– paper sketches

– cut, copy, paste

• Interactive prototyping tools
– HTML, Balsamiq, Axure, proto.io, 
Sketch+Marvel, Figma, Modao, etc.

• UI builders
– Expression Blend + Visual Studio, Xcode 
Interface Builder, etc.
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Fantasy Basketball



Low-fi Prototyping & Testing
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StoreaTime UnCover



Low-fi Prototyping & Testing
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Gloo



Low-fi Prototyping & Testing
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Vibes



Interactive Prototypes
Medium Fidelity
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Kokoro



Interactive Prototypes
Medium Fidelity
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GardenShare



Interactive Prototypes
Medium Fidelity
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Sex Academy



Interactive Prototypes
Medium Fidelity
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hatcher



Interactive Prototypes
Hi-Fidelity

62

off
pockets

butter thread
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Interactive Prototypes
Hi-Fidelity

pockets
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LevelUp LuckyDay



Interactive Prototypes
Hi-Fidelity

• Does this mean at the quality to go in an app store?

– for a few yes, but for most no (this is not a requirement & many will push to this in CS194H)

• You will be building a real app (with code)

– not a click-thru prototype (e.g., using Figma or InVision)

• It should support most of your functionality

• But it might be missing
– polish

– back-end implementation 

• maybe data stored locally, social networks incomplete, etc.

• can use AI to help you here (see policy at end of lecture)

• CS (intended) majors should have pre-reqs (106B/X, 
142/193P/193A or experience building apps) 

If not…
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CS147L – Cross-Platform Mobile Development

• Create a mobile app on both iOS & Android using the React 

Native framework in just 10 weeks

• Tuesday/Thursday 3:00 – 4:20 PM, CoDa B80, 3 Units

• You can dual use CS147L/CS147 projects!

• Course web site: https://cs147l.stanford.edu

• Preference given to graduating seniors & CS147 students

• Apply here by Thursday, 9/25 at 11:59 PM

https://hci.st/cs147L-25au-A0
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Evaluation
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• Test with real customers (participants)
– w/ interactive prototype

– low-fi with paper “computer”

• Low-cost techniques
– expert evaluation (Heuristic Evaluation)

– online testing

Wanderlust



Learning Goal of CS 147

Learn to design, prototype, & evaluate UIs

• Tasks, activities & practices of prospective users

• Cognitive/perceptual constraints affecting design

• Techniques for brainstorming, ideation & prototyping

• Methods for evaluating UI designs

• Importance of iterative design for usability

• Technology used to prototype UIs

• How to work together as a team

• Communicating results to a group
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Course Format
• Interactive lectures → you speak!

• Each week
– 2 lectures on techniques & background

• 60-80 minutes of lecture

• 20-30 minutes team meeting each lecture → you need to be here to work with your team

• 10-20 minutes for in class exercises

– 1 studio with hands-on activity or team presentation

• Quarter-long project

• Readings, Videos, Podcasts

• Course material will be online
– slides, exercises, readings, schedule

• Have fun & participate!
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Projects
• Each team will propose a UI-oriented project

– fixing something broken or a completely new idea

– based on team needfinding

• Theme
– each Thursday/Friday studio has a theme

– all projects mobile/wearable/off desktop/AI

• Groups
– 3-4 students to a group (4 much preferred)

– work with students w/ different skills

– CS students should have had 142/193p/193a or equivalent 
(non-majors need not)
• If not, take CS147L, learn ReactNative, dual use project for 147L/147

– groups meet in class & studio weekly

• Cumulative
– apply several HCI methods to one interface

• If you let your team down, we will lower your grade

Autumn 2025 Design Thinking for User Experience Design, Prototyping & Evaluation 69



Design Studios

Teams attend small weekly studio (9-16 students)

–critique/feedback in more intimate environment
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Project Process Timeline
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Needfinding

Experience

Prototypes &

Testing Project Fair

Low-fi

Prototype

Medium-fi

Prototype

Heuristic

Evaluation

Concept

Video
High-fi

Prototype

…

Midterm
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Books

We will give you web links to all necessary readings/videos

Recommended textbook (if you need one)

Designing the User Interface: Strategies for Effective Human-

Computer Interaction by Shneiderman et. al, 6th edition (2016)
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Assignments

• Individual

– 1 presentation each

– 2 written (handed in online)

– class & studio participation (graded)

• in class exit tickets to show you came to lecture & are paying attention

• Group

– 10 assignments

• 4-5 presentations with 3-4 write-ups + video + poster

– all group work handed in online

• team web site & online submission site
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Grading

• A combination of

– individual assignments & presentation (10%)

– class/studio participation (10%)

– midterm (20%)

– group project (60%)

• presentations/poster (group component)

• project write-ups

• No final

– must be present at project fair on Friday 12/5 (6:00-9:30 PM)
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AI Policy

• Programming & creative industries have been increasingly adopting generative AI
• AI tools can inhibit the learning process by undermining the struggle & effort it takes to 

truly learn a new skill

• Our policy: For all assignments except for implementing the Website (Assignment 3), 
Concept Video (Assignment 4) & Hi-Fi prototype (Assignment 8), we ask that you do not 
use AI tools to complete the assignment
– these assignments will help you build fundamental design thinking & prototyping skills

– we will allow use of AI tools for A3, A4, & A8 as long as their use is credited appropriately and you 
tell us where they were used in your submission

• We understand that the line can be fuzzy as to what counts as an AI tool these days, so 
reach out to the teaching team if you have any questions about the AI policy
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Tidbits

• Late Policy
– no lates on group assignments

– individual assignments lose one letter grade/day

• Course web site
– http://hci.stanford.edu/courses/cs147/2025/au/ or 
cs147.stanford.edu

• Studio time preferences & team signups 
(you do not need a team in advance!)
– form will be open on Tue and due Wed at 5 PM, but
we want to gauge if we have the right times now
https://hci.st/cs147-25au-sections (fill this out now! non-binding)
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Tidbits
• Team Mixer

– Tue. in CoDa E160 from 6-7:30 PM. Meet people. Eat pizza. Find a team?

– Fill out this form now so we know how much pizza to order
https://hci.st/cs147-25au-mixer

• OAE Letters
– Send to landay@stanford.edu & ayc@stanford.edu within first 2 weeks of class

• Attendance
– you are expected to be in lecture & studio in person

– If you have a small conflict (less than 30 min), we will consider how to resolve it
• fill out http://hci.st/cs147-25au-conflicts for us to review & approve conflicts

– studio misses
• we drop 1st miss w/ pre-approved excuse, 2nd pre-approved miss w/ makeup assignment, after that 
it comes out of your participation grade

– if you get sick, we will figure it out. Contact me & our head CA (Alan)
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Laptop & Phone Policy
• We do not allow laptops or phones to be on in front of you during lecture (except during team break or 

when asked to do surveys / team exercises)

• This policy starts on Wednesday

• Policy is based on careful research on the negative impacts of screens on both student learning & the 
learning of neighbors in class
– readings

Carter, S.P., Greenberg, K., and Walker, M.S. (2017). Should Professors Ban Laptops? How classroom 
computer use affects student learning. Education Next, 17(4), 68-74. (due for Wed.)

– optional readings
Adrian F. Ward, Kristen Duke, Ayelet Gneezy, and Maarten W. Bos (2017).
Brain Drain: The Mere Presence of One’s Own Smartphone Reduces Available Cognitive Capacity. Journal of 
the Association for Consumer Research, 2(2), 140-154.

• Fill out this form if you need an exception based on OAE or other important reason 
– teaching staff will decide on a case by case basis & may speak to you further

• https://hci.st/cs147-25au-laptop-exception

• Notetaking Alternatives
– write on paper (studies show you learn more as you process the info)
– write on a tablet (e.g., ReMarkable or iPad – useful for design sketching as well)

– just listen and review slides after class (posted by 6 PM on lecture days)
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https://www.educationnext.org/wp-content/uploads/2022/02/ednext_xvii_4_carter_etal.pdf
https://www.educationnext.org/wp-content/uploads/2022/02/ednext_xvii_4_carter_etal.pdf
https://www.journals.uchicago.edu/doi/abs/10.1086/691462
https://hci.st/cs147-25au-laptop-exception
https://hci.st/cs147-25au-laptop-exception
https://hci.st/cs147-25au-laptop-exception
https://hci.st/cs147-25au-laptop-exception
https://hci.st/cs147-25au-laptop-exception
https://hci.st/cs147-25au-laptop-exception
https://hci.st/cs147-25au-laptop-exception
https://hci.st/cs147-25au-laptop-exception


Exit Ticket
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http://hci.st/cs147-25au-exit-1-198

Due within 24 hours → Tue 9/22 3:30 PM

http://hci.st/cs147-25au-exit-1-198
http://hci.st/cs147-25au-exit-1-198
http://hci.st/cs147-25au-exit-1-198
http://hci.st/cs147-25au-exit-1-198
http://hci.st/cs147-25au-exit-1-198
http://hci.st/cs147-25au-exit-1-198
http://hci.st/cs147-25au-exit-1-198
http://hci.st/cs147-25au-exit-1-198
http://hci.st/cs147-25au-exit-1-198


Summary

• UX design is an important part of most software 

• Getting the interface right is hard, but…

• Solution is Iterative Design including repeated cycles of

– Design

– Prototyping

– Evaluation

Autumn 2025 Design Thinking for User Experience Design, Prototyping & Evaluation 82



Next Time
• Design Discovery

• Read
– Holtzblatt & Beyer, Ch. 3 from Contextual Design

– d.school’s Empathy Fieldguide

– Carter, S.P., Greenberg, K., and Walker, M.S. (2017). Should Professors Ban Laptops? 
How classroom computer use affects student learning. Education Next, 17(4), 68-74.

– optional: Holtzblatt & Beyer, Contextual Design, In The Encyclopedia of Human 
Computer Interaction, 2nd Ed.

– If any readings are password protected, it should be “hcid”

• Watch
– ABC News Nightline IDEO Deep Dive, July 1999 (22 minutes)

– optional: ABC News, IDEO Design Thinking, January 2013 (13 minutes)
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https://www.interaction-design.org/literature/book/the-encyclopedia-of-human-computer-interaction-2nd-ed/contextual-design
http://hci.stanford.edu/courses/cs147/2016/au/readings/FIELDGUIDE-Screen-DTBC-March-2015-V2.pdf
https://www.educationnext.org/wp-content/uploads/2022/02/ednext_xvii_4_carter_etal.pdf
https://www.educationnext.org/wp-content/uploads/2022/02/ednext_xvii_4_carter_etal.pdf
http://hci.stanford.edu/courses/cs147/2016/au/videos/ABCNews-Nightline_IDEO_July1999.mp4
http://hci.stanford.edu/courses/cs147/2016/au/videos/ABCNews-Nightline_IDEO_July1999.mp4
http://hci.stanford.edu/courses/cs147/2016/au/videos/60Minutes_IDEO_January2013.mp4
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