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Interface Hall of Fame or Shame”

Dyson AirBlade hand dryer

example courtesy of Maya I.




Interface Hall of Fame or Shame”

Good

— shape indicates function
— so simple that instructions fit in 1 image
— fun!

Bad

— dripping water?
— too much noise
— still takes too long

Dyson AirBlade hand dryer

example courtesy of Maya I.




Interface Hall of Fame!

Good

— shape indicates function
— so simple that instructions fit in 1 image
— fun!

Bad

— dripping water?
— too much noise
— still takes too long

Dyson AirBlade hand dryer

example courtesy of Maya I.




— Drip on the floor...

Good?
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Can We Do Better?

Good

— Integrate hand dryer into sinks...

This restroom uses the
Dyson Airblade Tap

hand dryer.
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Outline

« Sketching vs. Storyboarding
« Prototyping
o Low-fi prototyping

« Conducting a low-fi test
« Medium-fi prototyping




Sketches & Storyboards

%\3. HE ALWAYS STORYBOARDS
THE HUNT FIRST.

« \WWhere do storyboards come from?
- film & animation

« Give you a “script” of important events
- leave out the details
- concentrate on the important interactions
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https://www.starwars.com/video/speeder-chase-on-endor




Greeking

Storyboards in UX Desi
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& Storyboards in UX Design
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What is a Prototype”

“A prototype is an early sample or model built to test a concept or
process or to act as a thing to be replicated or learned from.”
— Wikipedia

CS147 definition: a working representation of a final artifact

http://www.computerhistory.org/collections/accession/1027 16262
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Types of Prototypes

Prototypes are concrete representations of a design

Prototype dimensions

- representation: form of the prototype
» off-line (paper) or on-line (software)
- precision: level of detail (e.g., informal or polished
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Types of Prototypes

Prototypes are concrete representations of a design

Prototype dimensions

- representation: form of the prototype
» off-line (paper) or on-line (software)
- precision: level of detail (e.g., informal or polished)

- interactivity: watch-only to fully interactive
« fixed prototype (video clips)
» fixed-path prototype (each step triggered by specified actions)
- at extreme could be 1 path
» open prototype (real, but limited error handling or performance)
- evolution: expected life cycle of prototype
e e.9g., throw away or iterative




Fidelity in Prototyping

* Fidelity refers to the level of detall
e High fidelity?”

— prototypes look like the
final product

o Low fidelity?

— (often) sketched renditions with
many details missing




What do we like about this prototype”

My Trips
e - GOVNG - -
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What do we wish could be improved?




What do we like about this prototype”

Instagator Instagator Instagator

My Trips My Trips New Trip

Cabo Cabo

6/9/16 - 6/20/16 8/19/16 - 6/20/16
i Planning

Check Status Check Status

Destination

Planning

Dates
Santa Fe, NM
7/12/16-7/18/16 Attending
Koh Samui, THA

8/6/16 - /816 Attending Poll my Friends

Description

@

New Trip

Destination Known Cover Photo

What do we wish could be improved?




The teedback you get is different
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Hi-fi Prototypes Warp

« Perceptions of the tester/reviewer

- representation communicates “finished”
e comments focus on color, fonts & alignment

o Time of the designer

- encourage precision
e specifying details takes more time

o Creativity of the designer
- lose track of the big picture




Why Use Low-ti Prototypes?

o [raditional methods take too long
- sketches — prototype — evaluate — lterate
. Canrinstead simulate the prototype

— sketches — evaluate — iterate
- sketches act as prototypes
e designer “plays computer”; others observe & recora

« Kindergarten building skills
- allows non-programmers to participate




“Prototyping for Tiny Fingers” by Rettig
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Administrivia: Assignment 2 Grades/Feedback

A2 Group Presentations: 0% V--0% V-6% V2% V+:22% V/ ++:0%
A2 Individual Presentation: -0% V--0% V-6% V:44% V+.44% V ++:.6%

We liked
- “prototype findings were grounded in observations and quotes”

“thorough documentation of experience prototype methods”

“creativity and diversity of HMWs”

“‘intentionality behind the diversity of prototype testers”

‘use of empathy maps to unpack interview insights”

“creative design of rototypes to test assumptions, where the prototype looks outside of the box
compared to the solution’

We wished

“we wonder statements for POVs were more user-specific & took bigger leaps”
“‘HMWs were more generative to capture user pain”

“stronger rationale for chosen assumptions”

“stronger connection between prototype learnings & final solution choice”
“exploration of design opportunities in relation to excluded communities”
“more novel, robust solutions that don'’t feel like ‘Tinder for X’ or single features”




Administrivia

Video slide deck to turn in but not present

Check slack channels #lecture, #g-and-a, #announce
- If you help your peers in a significant way, we can raise your class participation grade

Check web site for Figma workshop recording end of week

Web site directories will be created for each team by end of week
- each team should have filled out this form by Monday, Oct 12t

« https://forms.gle/eNNGyoXWdamLdStQ9

« start to get sites (even basic) up there this weekend

« should have all your work — not graded until mid-point check-in & near end of quarter
- CAs will send you your directory path/name on web.stanford.edu



https://forms.gle/eNNGyoXWdamLdStQ9
https://forms.gle/eNNGyoXWdamLdStQ9

Good Examples from A2

NOAH POV

We met Noah, a professional glass artist who balances reliable catalogue sales
with creating unique pieces.

We were surprised to notice that he pulled back from successful catalogue work
to make pieces he wasn’t sure anyone would buy, because he found the unique
work more fulfilling.

We wonder if this means that reproducing what already sells makes him feel
confined by past successes, while uncertainty gives him room to discover what he
wants to express as an artist.

It would be game-changing to help Noah feel free to let his artistic voice evolve
beyond what buyers already expect from him, while sustaining his livelihood.

Team 1 — Renn’s studio

LOLA POV

We met Lola, a newly hired clinical dietitian who once sold watercolor
commissions but lost touch with her creative hobbies-and her sense of
self-during intensive schooling

We were surprised to notice that she returned to creativity through unfamiliar
crafts with friends, while seeing her old paintings reminded her of a creative side
she had left behind

We wonder if this means that reconnecting with creativity involves both
remembering who she was and discovering who she can become through new
ways of making.

It would be game-changing to help Lola carry what she loved about past crafts
into new creative experiences, without feeling she has to pick up exactly where
she left off




Good Examples from A2

L _Takeaways:

Team 5 —
Lindsay’s studio



Good Examples from A2

EXPERIENCE
PROTOTYPE 1

ITERATION CYCLE _ g

Request a crafter to craft
in their regular crafting
e . . : space r
Initial HMW Solutions V1 Revised HMW Solutions V2 |
meE =S o E, i§ e . Request the same crafter ER
| 4 ; to follow us to an
~unknown - location and fer

craft there

> <=2 23

© Meyer Green

Larkin North

©)vangiiara
Stanford
Bookstore

United States
O postal service

Café Rouge
& atRusso
A
=3

o) Martin Daniel s ‘=«
Gould Center. =3
s © for Conflict

%,  Resolution

[ storey House )

Unknown Location

“this is your
job, draw this
to the best of
your ability.”

Team 1 ¥ 3 Ren n ’S StUdIO crafting was about proving his skill

as an artist
experience was rigid

think it ‘looks
bad,' | liked
doing it. | took
in the vibe,
and it was
memorable.”

e " '
l “even though |

crafting became about expressing
himself
experience was meaningful




Good Examples from A2

Experience Pro’ro+ype 2

How we tested

We had people go to alocation they routinely
visit and placed sticky note messages on
different areas of that location addressed to
a friend

New Learnings

Different demographics of people have different types ' -
of routines they’re obligated to do, leading them to feel g@\f&
differently about their environment and day-to-day life Q&\

We tested on undergrad students who were more "
connected to their everyday environment then talking /
about their routines throughout the activity ‘

We found that they identified strongly specific Team 12 —
memories or commentary with their environment , , , :
(specifically their college dorm) - Llndsay s studio



Good Examples from A2

Department Course Number Section Time Location

Assumption Reflections

eoce ece
e User felt more focused with music e Immersion # inspiration; immersion
. . == f » Name Department Course Number Section Time Location DATE
and noted feeling more immersed == Tocus
because the music brought her into ® Overall, both moodboards were very

similar and drew from a specific

memory in the participant’s head I n S I g hTS

her memories
e Moodboard had an overall clearer

theme (classical music) ece
Insights:
Did Gssumpﬁon hOId? 1. Held: sound deepened inspiration.

Literal — emotional, and she
preferred it.
2. Didn't hold: not a new experience.
Adding senses to a moodboard will make It replayed her own band memories.

it more immersive 3. Sound also steers: the song chose
the content (sheet music, a
= Partially held conductor).

Going forward: retest with an experience
they've never had; choose the sound for
them.

Team 4 — Renn’s studio




Administrivia: Video Hints

« Under 2 minutes (90 seconds or less even better)

« Add credits at end
- Team/project name
- Your names (first name & last initial)
= E SR EEY I min 20267
- Credits will not count in your time limit




Administrivia
e Use mustuse handbrake to compress your video
- It will take your video from 250MB-1GB down to ~50MB

#d HandBrake

File Tools Presets Queue Help

% Open Source ﬂ:’ol Add to Queue ~ . Stop (M) Pause @ Queue m Preview ?3 Activity Log a Presets
N

Source: craving_cv_final x1080 ( x1080), 29.97 FPS, 1 Audio Tracks, O Subtitle Tracks

Title: 1(00:01:21) Range: | Chapters v | 1 v | Duration: 00:01:21

Presets: Fast 1080p30 (Modified) 4 ‘ ‘ Reload H Save New Preset

Summary | Dimensions Filterudio Subtitles | Chapters

Video Quality

Video Codec: H.264 (x264) (® Constant Quality: 24 RF

Framerate (FPS): 30 v

- | Lower Quality Placebo Quality |
(_) Constant Framerate

(® Peak Framerate (O Avg Bitrate (kbps):

+/ 2-Pass Encoding & Turbo first pass
Optimise Video:

Encoder Preset:




Team Break

« Reflect on last week’'s assignment (~5-8 min)
hat did you like about your teamwork?

hat do you wish could be improved?

- share out with each other

« This week’s assignment (~15 min)

- Get greenlight from CA on solution + tasks
- work on your video storyboards/editing




Constructing the Model

e Set a deadline
- don’t think too long - build it!

« Draw a window/phone frame on large paper

« Put different screen regions on cards

- anything that moves, changes, appears/disappears
« Ready response for any user action

- e.9., have those pop-up dialogs, etc. already made
« Use printer/scanner to make many versions







Preparing for a Test

e Select your “customers”
- understand background of intended users
- Use a screening questionnaire to get the people you need
- don’t use friends or family (at most 1 Stanford student)
- start recruiting today

e Prepare scenarios that are
- typical of the product during actual use
- make prototype support these (small, yet broad)

e Practice to avoid "bugs”




Conducting a Test
fFour Roles

o Greeter — puts users at ease & gets data

e Facilitator — only team member who speaks =— Can combine
- gives instructions & encourages thoughts, opinions___|

o Computer — knows application logic & controls it
- always simulates the response, w/o explanation

e Observers — take notes & recommendations

So, what would

you do next? I think I'd
click here...
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Practice: Low-fi Prototype Testing

In a group of 3-4 people around you, you will test the
low-fi prototype of Dishcovery app!

Welcome o
_ _ > . Dishcovery !
One will play user, one will play facilitator, and 1- 2 will 08 s

play observers taking notes. %

Share the critical incidents (both positive and negative
events) from your test in Slack.

Note: If you are the user, remember to talk-aloud about
what you are thinking as you navigate the prototype




Practice: Low-fi Prototype Testing

Dishcovery allows users to cook with foreign
ingredients by learning more about their
history & how they are consumed.

e Simple task: Scan an ingredient
« Moderate task: Learn about the ingredient
« Complex task: Cook with the ingredient

https://tinyurl.com/dishcovery-|ofi

Welcome Ho
DiSkcovery !

ey

=



https://tinyurl.com/dishcovery-lofi
https://tinyurl.com/dishcovery-lofi
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Evaluating Results From a Low-fi Test

« High level questions about your design
- does it address the problem you want to solve?
- is this the right realization of your solution?

e Sort & prioritize observations
- what was important?
- |lots of problems in the same area?

« Make changes & iterate
— even [terate between fests




Advantages of Low-fi Prototyping

e Takes only a few hours
- NO expensive equipment needed

« Can test multiple alternatives

- fast iterations
e NnuMber of iterations is tied to final quality

e Participants do not focus on visual details

o Almost all interaction can be faked (Wizard of Oz)




Problems with Low-fi Prototypes

“Computer” inherently buggy
Slow compared to real app

— timings not accurate
Hard to implement some w3 e
functionality [ o St b o sy el
— pulldowns, feedback, drag, viz T v

1 g den b batsy (e mamhey , piegs SEARCH

o =

b Ptg ADD K xebaut  bangacher

POk CACLL 4y amd hangachum Coarse.

Won't look like final product

— some widgets/controls hard to
recognize

End-users can't use by themselves
— not in context of user’s work

environment



Interactive Lo-fi Tools

myTunez -0%
Last Night - The Strokes
@ —0— |
LIBRARY
Music
Movies
TV Shows
Podcasts
Books
Apps
Ringtones
7 | Name Artist Album
Raiod
M | 1s This it The Strokes Is This it? l
[ | The Modern Age The Strokes Is This it?
| Last Night The Strokes Is This it?
M | soma The Strokes Is This it?
STORE
DEVICES 7 | Barely Legal The Strokes Is This it?
SHARED b | someday The Strokes Is This it?
Ggmui ! [ | Alone Together The Strokes Is This it?

Balsamiq Mockups POP

http://balsamig.com https://marvelapp.com/pop


http://balsamiq.com/
https://marvelapp.com/pop

Remote Testing of Low-fi Prototypes

only used by permission & as last resort

. Participant runs & records prototype (e.g., Balsamig/POP) on
their phone [hardest]

user records interaction by recording screen on iOS/Android
you record zoom meeting while participant speaks aloud

https://uxdesign.cc/moderating-ux-research-with-zoom-
1d4e89614277

. Participant runs zoom on their phone while you screen share prototype

[moderate]
user taps on items & verbalizes aloud
you control profolype & record meeting

https://uxdesign.cc/moderating-ux-research-with-zoom-
1d4e89614277

. Participant hugs their laptop [easiest]
user runs your prototype (e.g., Balsamig/POP) on their phone
you record zoom of their screen as captured by their laptop camera

https://medium.com/@beparticular/were-still-hugging-our-laptops-
8c7i22ed800e
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Fidelity in Prototyping:
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Fidelity in Prototyping

Task 1: Take a Destination Poll
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Summary

« Prototypes are a concrete representation of a
design or final product

« Low-fi testing allows us to quickly iterate
- get feedback from users & change right away




Further Reading
Prototyping

e Books

- Paper Prototyping: The Fast and Easy Way to Design and Refine
User Interfaces, by Carolyn Snyder, Morgan Kaufmann, 2003

. Articles
“Prototyping for Tiny Fingers” by Marc Rettig, in Communications
of the ACM, 1994
“Using Paper Prototypes to Manage Risk” by Carolyn Snyder,
http //world.std. Com/~U|eweb/paper htm

“The Perils of Prototyping” by Alan Cooper,
http://www.chi-sa.org.za/Documents/articles/perils.htm



http://www.amazon.com/exec/obidos/ASIN/1558608702/qid=1055223413/sr=2-1/ref=sr_2_1/002-6533914-5825627
http://www.amazon.com/exec/obidos/ASIN/1558608702/qid=1055223413/sr=2-1/ref=sr_2_1/002-6533914-5825627
http://www.amazon.com/exec/obidos/ASIN/1558608702/qid=1055223413/sr=2-1/ref=sr_2_1/002-6533914-5825627
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Next Time

e Lecture on Monday: Visual Information Design

« Watch Scott Klemmer’s HCIOnline lectures
- 6.1 Visual Design (7:37)
- 6.2 Typography (10:47)
- 6.3 Grids & Alignment (17:33)

e Project next week
- 15-20 sketches of 3-5 design realizations (start in studio...)
- pick the top two & storyboard/task flow those

- pick the top 1 & build/test low-fi prototypes using 3 key tasks for next
week’s studio presentation

e recruit representative participants now!



https://www.youtube.com/watch?v=TIg8ab4PqbU&list=PLNtQfKgd43l2kR11FzLF2cXd_fp3kj7jD&index=3
https://www.youtube.com/watch?v=TIg8ab4PqbU&list=PLNtQfKgd43l2kR11FzLF2cXd_fp3kj7jD&index=3
https://www.youtube.com/watch?v=82gp_2vqLTc&index=2&list=PLNtQfKgd43l2kR11FzLF2cXd_fp3kj7jD
https://www.youtube.com/watch?v=82gp_2vqLTc&index=2&list=PLNtQfKgd43l2kR11FzLF2cXd_fp3kj7jD
https://www.youtube.com/watch?v=iV9FVoCCT74&list=PLNtQfKgd43l2kR11FzLF2cXd_fp3kj7jD&index=3
https://www.youtube.com/watch?v=iV9FVoCCT74&list=PLNtQfKgd43l2kR11FzLF2cXd_fp3kj7jD&index=3

EXIt TIcket

http://hci.st/cs147-26au-exit-4-239
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