Interaction Design

Chapter 7 (May 30, 2012, 9am-12pm):
Prototypes
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Prototypes

* Low vs. High Fidelity / Resolution

* Interacting with Paper

* Video Envisionment and the Wonderful Wizard of Oz
e Sketching in Hardware

o Different Prototypes in the Design Process

LMU Munchen — Medieninformatik — Alexander Wiethoff + Heinrich Hussmann— Interaction Design — SS2012 3



photo credits © bill verplank

LMU Mudnchen — Medieninformatik — Alexander Wiethoff + Heinrich Hussmann— Interaction Design — SS2012



| N TERACTION DESIGN
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Why Prototype ?
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Prototyping as
a proof of concept
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Prototyping as
a design process
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Prototyping as
a communication
tool
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For the Designer:

For the End User:

For the Producer:

Exploration
Visualization
Feasibly
Inspiration
Collaboration

Usefulness

A change of viewpoint
Usability
Desirability

Conviction
Specification
Benchmarking
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Prototypes

» Benefits of Prototypes

* Interacting with Paper

 VVideo Envisionment and the Wonderful Wizard of Oz
e Sketching in Hardware

o Different Prototypes in the Design Process
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Fidelity v. Resolution

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

LMU Mudnchen — Medieninformatik — Alexander Wiethoff + Heinrich Hussmann— Interaction Design — SS2012

14



Low Fidelity High Fidelity
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Low Resolution High Resolution

< >

Less Details More Details

Focus on core Focus on the
Interactions whole

Quick and Dirty Deliberate and Refined

Early Validation Concrete Ideas
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User test of a low-fidelity User test of a high-fidelity paper
paper prototype of a website prototype of a homepage.
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3 Main Prototyping Pillars
and Directions

Paper Prototyping Video Prototyping Hardware Prototyping
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Prototypes

» Benefits of Prototypes

* Low vs. High Fidelity / Resolution

 VVideo Envisionment and the Wonderful Wizard of Oz
e Sketching in Hardware

o Different Prototypes in the Design Process
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Paper-prototyping
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What is it?

-widely used method in the user-centered design

process
-helps developers to create screen based applications

that meets the user's expectations and needs.

-throwaway prototyping and involves creating rough,
even hand sketched, drawings of an interface to use as

prototypes, or models, of a design.
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History of Paper Prototyping

-started in the mid 1980s

-became popular in the mid 1990s when
companies such as IBM, Honeywell, Microsoft,
and others started using the technique in
developing their products.
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Typical form-filling screen

User test of a paper prototype Typical set-up of a usability test
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Device-based interaction High-fidelity prototype of a homepage.

Mockup of a kiosk.
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You can mockup real size products and environments which capture a degree of
realism and while keeping it open for interpretation or further development.
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Prototypes

» Benefits of Prototypes

* Low vs. High Fidelity / Resolution
* Interacting with Paper

e Sketching in Hardware

o Different Prototypes in the Design Process
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EXAMPLE: Video Prototypes
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low resolution
low fidelity
(a whole new world)
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A whale new World
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high resolution
low fidelity
(rotterdam hospital)
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video© / Simona Maschi
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low resolution
high fidelity
(crossing on demand)
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Zebra Zone



The Smoke & Mirror Approach
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Prototypes

» Benefits of Prototypes

* Low vs. High Fidelity / Resolution

* Interacting with Paper

* Video Envisionment and the Wonderful Wizard of Oz

o Different Prototypes in the Design Process
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Sketching with Hardware
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basic stamp

basic atom pic

<
higher level

ActionScript

photo credits © wikimedia

lower level
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Thermistor Bend Sensor PIR Sensor

photo credits © wikimedia
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Force Sensor Potentiometer Magnet Switch

photo credits © wikimedia
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Distance IR Sensor Touch QT Sensor Ultrasound Sensor
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Quick video overview
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Prototypes

» Benefits of Prototypes

* Low vs. High Fidelity / Resolution

* Interacting with Paper

* Video Envisionment and the Wonderful Wizard of Oz

e Sketching in Hardware
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Some Examples
from a school

|

I

{
Tilag

gt called
i wemal Copenhagen
Institute of
Interaction

Design

(CIID)

photo credits © alexander wiethoff

LMU Munchen — Medieninformatik — Alexander Wiethoff + Heinrich Hussmann— Interaction Design — SS2012 52



Some Examples
from a school
called
Copenhagen
Institute of
Interaction
Design
(CIID)
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2 Weeks 2 Weeks

'Desk Research - Field Research
Concepts

Prototyping

. LO Fidelity § HI Fidelity

. Final Prototype |
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19¢ Favorites Oe
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Breakoutsession No. 5

Houa: Paper Prototyping

1200- <1500 €
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Paper Prototyping
definition:

— fast, easy and cheap way to build
prototypes for usability testings

— mostly low fidelity

— particularly qualified for GUIs b ST —

& (O P

' ’
‘v\wt

— first step of Rapid Prototyping

http://commons.wikimedia.org/wiki/File:ELiving Campus Paper Prototype 2.ipg
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Paper Prototyping

* requirements:

— material:
» paper
» SCISSOrsS
» pencils
» glue stick
— skills:

» almost none!
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Paper Prototyping

 various possibilities:

D Towcl Here D Tkl Pog

N"?L /"/ ~ |
[ ] et Here R ] Nt Here
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Paper Prototyping

 various possibilities:
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Paper Prototyping

 various possibilities:
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Paper Prototyping

« Task:
— build a paper prototype of your concept
— your concept’s core features should be included

&
L y
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