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Recap from last lecture

Benyon’s 12 principles: Designing User Experiences:
Learnability
— —
1. Visibility UX sad
2. Consistency UX Design
3. Familiarity Effectiveness
4. Affordance 5.Navigation Metaphors o
6.Control -
= Conceptual design

I
Plhysical design

Accommodation
10.Flexibility
11.Style
12.Conviviality

8.Recovery
9.Constraints

“Designing interactions
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Goals for today User Interface Design & Envisioning

 User Interface Design (Basics)
« Envisionment (Chapter 8)

Conceptual Physical
design design
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User Interface Design

Ul Design

* What is UI?
 combination of art & science -
« artistic understanding for attractive design -
« scientific knowledge for functional logic and methods
* access to digital product or service -
- through interacting elements '
- screens and touchscreens, keyboards, sounds, and lights§
* integrates content, form and behaviour
» documents, texts, images, videos, etc.
* buttons, labels, text fields, check boxes, drop-down lists, etc.

» what happens if clicked, dragged or typed
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User Interface Design

Ul incorporates concepts from

* Interaction design
* creating engaging interfaces with well thought behaviours
 understanding how users and technology communicate with each
other
* Visual design
« strategically implementing images, colours, fonts and other elements
* enhances user engagement for building trust and interest in the brand
* Information architecture
* organizing, structuring and labelling content in an effective and
sustainable way
* where they are, what they have found, what is around, what to expect

source:https://www.usability.gov/what-and-why/user-interface-design.html
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https://www.usability.gov/what-and-why/user-interface-design.html

User Interface Design

Principles of Ul design

* Organize: a clear and consistent conceptual'stiagture
* consistency, screen layout, relationships and bility

* Economize: do the most with least amount of.cues
« simplicity, clarity, distinctiveness and emphasis

« Communicate: match the presentation to the capabili e user
* balanced legibility, readability, typography, symbolis iple
views and colour/texture

source:http://web.cs.wpi.edu/~matt/courses/cs563/talks/smartin/int_design.html
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User Interface Design vt

Profile Completer Q
b —00%

Acang a summary will bang rou to 85%

Ul Stack

* When designing, following states need to be considered for
every screen you make:

Ideal State: the product is working properly, providing maximum

value, full of useful, actionable content — foundation for other states o kteimatl

Error State: when things go wrong - make error message human,
suited to audience

Partial State: no longer empty and sparsely populated - keep them

Poor network connection detected.
Please check your connectivity

) i (i s S s | e .
hooked

* Loading State: represent situation when fetching data - make it
clear you are advancing towards the goal, not just waiting around o Get started by adding your first project!

* Blank State: the first impression to the user - spur them to action, e e i o o o e

keep them interested, remind them the value of product
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Envisionment




Envisionment

Ideation:

 visualizes ideas and clarifies them

 enables people to give feedback

and evaluation of ideas.
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Envisionment )
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. - Picture 1
Envisionment
The startup layout is very plain and
. . sumpie with the logo of the app on
Sketching storyboards: i i
| CAN go automatically after the fisst
* Initial step of designing | tognifthe wser wishe. This eane
requires you to have made a profile before.

° IdeaS and thOUghtS Can be ql.“CkIy VISU&'IZed = The «about app» featse provides informaton

abour the app for first nme vsers

* a city can be (initially) designed just on a piece of paper

» Sketches are quick, timely, inexpensive, disposable and plentiful  Lasee

[ ) abaﬁ yovs
A feel for the flow of the experience ree | Creatiag a profie
. . . PO = e stars mdicate mformation that 15 REQU to use the
» Simple cartoon-like structures with key moments B o orion] o et ot e et 0n
grodey oy o P

21 . i
215 131 want to show it publically.

° Need tO have Clear Vocabularyy flu idity, min i mal detail and an You can provide which days you want 1o work out and at what

e by ticking of the tickboxes for each day, and slding the 2

appropriate degree of refinement L T ———
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Front

Envisionment =
Navigation Maps:
* Mapping the interactions
: N : People Vision Projects
« Structuring and exploring information space

* How to move through the site or app

* Representation: 1

* page in a site or app — a box People Project
« access from that page — a connecting link Pages ! Pages
(arrows can be utilized upon necessity)
+ different notational conventions can be used o
_ _ Budgets Pricing
» Can be redrawn many times to avoid poor

navigational structure
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Envisionment

Wireframes:

« Qutlines the structure of a software system — system blueprint

» Focuses on the structure of the pages/app screens and
navigations

 Together with Navigation Maps, Wireframes produces a basic
overview of an app or website design

» Good for defining screen layout — not good for showing
interactivity/flow

* By numbering the screens/pages on the navigation map you
can easily link them toy he wireframes

Front
Page 1

People
2

Vision

Projects

People
Pages 3

_F
.

Project
Pages7

5 .
Budgets
e |
G
CIZZZTZ

Pricin:
%
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Envisionment

Prototypes:

B -

« A concrete but partial representation or implementation l

» Used extensively in most design and consltructlon domains

« Communicate an early design, test it at a later stage and hand it
over to a development team

« Sometimes identify the specifications for final product

« Made by paper, cardboard or other material, or by sophisticated
software package

* Are interactive in this domain — pressable button, navigating |
pages/screens, visualizing entire screen Ia‘out, etc.
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Envisionment

Prototypes:
* Best envisioning technique for client and ordinary people
* First and foremost way of design evaluation by clients > DRSS Low'Fidelity HighFldelity
* Appropriateness depend on different factors: 1 - :i,. — e
- for who | _‘i"f[:d":;::“—@ﬁ'“ ﬁ
- at which stage %&?@% .
» what features ;;u_’.:%:“ n:m; B
- Are of two types: =22 o S
- low—fidelity (lo-fi) E-=T=
» high—fidelity (hi-fi) L O ( \2) J
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Envisionment

Lo-fi Prototypes:

 Usually made from paper ( = \W @ N N
* Focus mainly on broad underlying design ideas — ?O D“O’ — — i B -
content, form and navigation structure Ty NGOINC- oNGoING 2 |
 Capture very early design thinking and aid generating — | LAITING WATING
and evaluating multiple design alternatives MY ToDO S %’ﬂ*— SomepAY
| 777
 Easy to produce and easy to discard Sy // AT <
A series of screen shot can generate customer journey \ @ < K @ o @ Y,
- Software generated wireframes can constitute a lo-fi e e ek Mpges

prototype

\ NErove
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Envisionment
Lo-fi Prototypes:

* Practical issues:

s 5\ ( 5 N 5\ [ 5 N
* Robustness: cannot be easily replicated and SRR | D | (P |
distributed among many or distant users = woewe Q||| = wverawers @ |} | vewressose = remerio
Admin | Q, Enter name
« Scope: focus on broad issues and key elements — not| = SRS @ P ye—
good for telling too detalil Pe——
* Instructions: a trade-off between enough and too much = = ) non
detail ey SS—
* Flexibility: open for suggestions for changing on the fly - el 2] = TaTa
« Technology: no technological dependenc (o) ) (@)
9 g P y . - J\ = A o A - .
+ Evaluation: no time-bound evaluation
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Envisionment

Hi-fi Prototypes:

 Similar in look and feel to the anticipated final
product

Monday, 12:00 PM CT

\ | WWDC 2017 Keynote
2:00-2:00 PM — Hall

Monday 4:30 PM

* Produced in software [

Monday 6:00 PM
Women@WWDC

Hands-On Area
6:00-9:00 PM — Grand Ballro

* Detail evaluation of the main design elements

Monday 8:00 PM
San Pedro Square
61572017, 500 PM- 66720
Hands-On Area
6:00-9:00 PM — Grand Bal

» Generate crucial stage in client acceptance

Tuesday 11:00 AM

A Conversation with Michelle Obama and Li...
""" S0 AM 1200 PH — FoN

Tuesday 12:00 PM

» Developed fairly well into the project when ideas
are beginning to firm up

| Core Image Lab

* Accurate detall is vital

= University of Agder
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Envisionment

Hi-fi Prototypes:

* Practical issues:

* Impression of being finished

* May distract with finishing elements (fonts, alignment,
colors)

» Technical mishaps can bring its demonstration to halt
» Can be replicated and distribute to multiple users

» Can support timing studies and collection of quantitati
data in general

* Error sensitive — a simple error can ruin a prototype

* Make sure that the actual system can be developed

i UiA kgt s




Envisionment

Prototyping trade-offs:

» Considering trade-offs in terms of:
» Time & Resource
* The aim of the evaluation
* The stage of the project
* Reflecting on how and what to prototype:
* Who is the prototype aimed at?
* What is the designer trying to achieve?
» What stage of the project are things at?

* What is the context for the using the prototype?

* What technologies are appropriate?
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Envisionment

Example from previous year deliveries: Storyboard

Picture 1

Startup screen

The startup layout is very plain and
simple with the logo of the app on

top of the screen. The loz in featue

CAN go automatically after the first
login if the user wishes. This feature
requires you to have made a profile before.

The «about app» featwre provides information

about the app for first tme wsers.

S
Tparine AT
Wlch dags ard whand

8 Poday P
258 ks o)

Pichure 2
Creating a profile
The stars mdicate mfonmation that 15 REQUIRED to use the

profile. The rest are optional to write out and wether or not you

want to show it publically.

You can provide which days you want 10 work out and at what
tie by ticking of the tickboxes for each day, and slxting the 2
buttens that indicate workout start and end.
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Picture 3:
Front page

Provided after creating a profile andoc logging in. The omy
Profiles feature allows you to edit your profile and adjust
certam settmgs about visibility of your information. At the very
top of the screen there 15 a bar contaming & «homes button
which takes you back 1o Picture 3, regardiess of what you are
domng right now, There's also the logo of our app and a
wsettings» button in the top right, allowing you to change things
abowrt and within the app. along with user licence and other

necessary and useful tooks.

Picture 4
My messages

Simple list of messages yow've resieved from peaple along

with the date they senr it

Outbox will look the same, except it’s your messages

Aﬂys and fimesg
o ——t

Picture §:

Message example
When you want 1o answer someone’s message of <lick
amessagen on a person you've found (seen on later pictures),
you see this sereen You see the profile pichace of the person
yoo message, The small X in the top right comer exits the

message and retims you to the previous screen.

Picure 6
Find Partacr
The searchbar exists foe you to find specific people.

A fairly short and simple set of settings and choices to find

partners is on the screen

There will also be a small button names endvanceds

‘ providing the user with the option of searching foe more
f specific things. like days and ties they want e petson 1o be
available

e 7
Search result

The top of the screen shows cxact MAICASs up & & cemin
numbes.

The botton of e scrve geovides artial ks, giving e
uSET IHOre Optioes

1f these are mare wsiches than the scrsen can cover, there’s 3
et page Vuon a1 the botiom ofthe scrven. mseked with an

oW

]ﬂ Us P#we

=N
=|
T Pemie s

Specific match
Clicking this will provide the user with a larper vension of the
profill pictu, aloog with o report function i case of bad

bedvrviour or seapprogsises profile picnare

|
Long toxdt c('scn&,g !
#he pergon they deey,,

rrvant, e

——— e
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Envisionment
Example from previous year deliveries: Navigation Map and Wireframe

(=
% . <" |
Ly |
T R B :
WiActive e —— I |
—
| : Partner
Facaockiogn | || reews : profiles
|

Inbox

481 T‘m rseesirlgh l«— Search 4

| S C—
C=—
et Growen
LI
\ )l - ), =T
Own profile2

Vrite, read,
send 8
message

Qutbox

g = Facebook Navigation 3 Report 1
= v Log in menu el
il B 1 settings/prataranc J ‘1\ Rerort |2
Groupname | [ Sreate i [pame ]
: — = ]
| [ Log out
Maormibs=rs ) 1 1 0
Groups you ar § Adddtional infe Settings Group WA Group pagg
member of or ow preferences
Sl +
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Envisionment
Example from previous year deliveries: Hi-fi Prototype
Login page The frontpage: Profile page:

Profile

Bookie

Tester McUser Name: Tester McUser
Login with Feide

Payment: 6011229320809859

Language: English

History

No books purchased/sold
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Thank you! Questions?
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