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Rappels des dernières séances – 1

‣Historique de l’UX : Design et Informatique. 
‣Définition de l’UX :  
‣All the aspects of how people use an interactive product: the way it feels in their 

hands, how well they understand how it works, how they feel about it while they’re 
using it, how well it serves their purposes, and how well it fits into the entire 
context in which they are using it.” 
Alben, L. 1996, Quality of Experience. Interactions, 3 (3), 11-15 

‣Le cycle de conception UX
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Collecte initiale 
d’information Études d’usage Génération 

de concepts Prototypage

Évaluation
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Rappels des dernières séances – 2

‣Recherche utilisateur 
Pourquoi, origines, approches 

‣Comment faire des entretiens  

‣Projet : Embarquement Cozycloud
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Rappels des dernières séances – 3

Les approches UX : 
1. Design centré utilisateur (UCD) 
2. Design systémique 
3. “Genius” design 

Point sur les entretiens
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Rappels des dernières séances – 4

1. Méthodes d’analyse d’entretiens et d’observations 
‣La théorie ancrée 
‣Les diagrammes d’affinité 
‣L’analyse de tâche 

2.Génération d’idées / brainstorming
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Plan de la séance

Pourquoi prototyper 
Situer la conception dans un contexte 
Prototyper 
‣ Prototypes papier,  
‣ Prototypes vidéo, 
‣ Wireframes, 
‣ Prototypes animés (Axure / power-point)
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Le rôle du prototype

?
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Le rôle du prototype

‣Prototype comme preuve de concept 
‣Prototypage comme processus de conception 
‣Prototype comme outil de communication
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Rater tôt, rater souvent



De l’esquisse au prototype

Source: Buxton, Bill.  Sketching User Experiences.  Morgan Kaufman, 2007.



De l’esquisse au prototype

Starting  
point 

Focal 
point 

Reduction  
(decision-making 
from broad to specific) 

Elaboration 
(opportunity-seeking: 
From singular to multiples) 

Design Process 

Source: Buxton, Bill.  Sketching User Experiences.  Morgan Kaufman, 2007.
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L’utilité des prototypes

Pour le designer 
‣Explorer 
‣Visualiser 
‣Tester la Faisabilité 
‣ Inspirer  
‣Collaborer 

Pour le donneur d’ordre 
‣Conviction 
‣Spécification 
‣Benchmarking 

Pour l’utilisateur 
‣Utilité 
‣Changement de point vue 
‣Utilisabilité 
‣Désir
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Fidélité et Résolution

Basse fidélité 	 	 	 	 Basse fidélité	 	 	 Haute fidélité 
Basse résolution	 	 	 Haute résolution	 	 Haute résolution
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Fidélité

Basse fidélité 

Discussion ouverte 
Nécessité de clarifier 
Quick and Dirty  
Validation rapide 

Haute fidélité 

Opinions tranchées 
Clair (auto-explicatif)  

Réfléchi et raffiné  
Idées précises
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Résolution

Basse Résolution 

Peu de détails  
Focus sur les étapes clés 
Quick and Dirty  
Validation rapide 

Haute résolution 

Plus de détails 
Focus sur le tout  
Réfléchi et raffiné  

Idées précises

15



Aurélien Tabard – INF03, Expérience Utilisateur – Master Architecture de l’information, ENS Lyon, Université Claude Bernard Lyon 1, ENSSIB

Plan de la séance

Pourquoi prototyper  
Situer le prototype dans un contexte 
‣Scénarios d’usage 
‣Scénarios de conception  
‣Storyboards 

Différents types de prototypes
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Rôle des scénarios / storyboard

Placer l’outil dans son contexte d’usage 
Forcer à poser la question de l’utilité 
Vérifier l’aspect réaliste de la proposition
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Scénario d’usage

But :  
‣ Créer une description réaliste de l’activité d’un utilisateur 

Procédure : 
‣ Recueillir les “incidents critiques” et des activités habituelles. 
‣ Choisir un jour précis et un utilisateur avec un nom et des 

caractéristiques préciser. 
‣ Développer un scénario ou une description détaillée de l’activité 

de cette personne 
‣ ︎Inclure des situations habituelles et inhabituelles, planifiées et 

non planifiées, qui aboutissent et qui n’aboutissent pas
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Scénario de conception

But :  
‣ Créer une description réaliste de l’utilisation du nouveau 

système 

Procédure : 
‣ Prendre un scénario de travail existant  
‣ Utiliser les idées générées pendant le brainstorming  
‣Modifier le scénario de travail pour inclure le nouveau sytème 

en cours de conception
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Storyboarding

http://www.designinception.com/

http://www.preattentive.com/storyboards.html


http://leapfrog.nl/blog/archives/2007/12/19/storyboarding-multi-touch-interactions/

http://www.designinception.com
http://www.preattentive.com/storyboards.html
http://leapfrog.nl/blog/archives/2007/12/19/storyboarding-multi-touch-interactions/
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Storyboarding

Attention pour les détails 
Linéarité :  
‣ scénarios d’usage 
‣ relations entre les  

différentes d’utilisation
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Mais aussi 

‣Esquisses 
‣Flip books 
‣Diagrammes de flux
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Plan de la séance

Situer la conception dans un contexte 
Différents types de prototypes 
‣ Prototypes papier,  
‣ Prototypes vidéo, 
‣ Wireframes, 
‣ Prototypes animés (Axure / power-point)
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Prototypes papier

Largement utilisé en conception UX 

Facilement jetable 

Largement utilisé depuis les années 90.
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Paper

Tohidi, Maryam and Bill Buxton, Ronald Baecker, and Abigail Sellen, CHI 2006. 
Getting the Right Design and the Design Right: Testing Many is Better than One.
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Le matériel

‣Papier, carton, transparents… 
‣Scotch, colle… 
‣Stylos, crayons, feutres, 
‣Ciseaux, 
‣Pailles, verres en cartons, bocks, 

tout ce qu’on peut trouver dans un magasin d’art / bricolage  
(et qu’un élève de maternelle aimerait).
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Paper + video

‣Séquentiel  
emphase sur les transitions 
‣ Joué 

montre les personnes agissant 
‣Situé 

montre l’activité en contexte
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Wireframes

from www.gliffy.com



Power point...

Object Cloud Design.pptx



Axure

Object Cloud Design.pptx



Mock-up

Figure 5: Picture-communicating prototype.  Despite heavy
backpacks containing batteries and drivers for the prototypes, the
children were happy to integrate picture-sending and receiving
into their daily activity.  

These prototypes required a power pack and transceiver
unit that the children had to carry around in a backpack,
yet the experience of being able to take pictures and send
and receive them to and from friends proved so compelling
that the users almost forget about that inconvenience.

As an observer of user evaluations, one knows very quickly
if the designed experience is a good one. If it is, people
get so involved in the experience that they forget about
the limitations of the prototype (e.g. a tether to the
computer, or an extreme weight or size hindrance because
of limiting prototyping components).

Communicating Ideas
The role of Experience Prototyping here is to let a client,
a design colleague or a user understand the subjective value
of a design idea by directly experiencing it. This is usually
done with the intention of persuading the audience — for
example, that an idea is compelling or that a chosen design
direction is incorrect.

Digital Camera Interaction Experience
In an early project on digital photography the goal was to
help a client envision what digital photography might be
and how to design both the camera and the user
experience as a complete system (including picture storage,
retrieval, manipulation, etc.). In the initial phases of the
project the team used traditional communication
techniques such as scenarios, still and dynamic
visualizations, and interactive on-screen simulations. After
going through a series of presentations, the design team
realized that the client did not completely understand the
intended user experience and camera behavior. The
breakthrough came when the designers built a hardware

and software integrated "look and feel" prototype based on
the design specifications as they stood at that time. The
prototype bore little resemblance to a desirable product in
shape, form, size or weight. For example, there was a
sizeable cable running from the camera to a desktop
computer where all the processing occurred.

This Experience Prototype contained a small video camera
attached to a small LCD panel, encased in a box. The size
of the LCD panel was determined by the desired
resolution, rather than by the desired physical size, in order
to maintain the key aspects of the proposed user
experience. The working prototype was accompanied by
an appearance model to communicate the appropriate size
and detailed formal aspects of the design solution.

Figure 6: Digital camera interaction architecture proto type.  The
prototype used a desk-top computer's processing power to
manipulate the dynamic qualities of the control system and
screen behavior.

The prototype had a live video feed and captured still
photos with audio annotations in real time, as response
time was a critical component of the user experience.
Since the processing was done by the desktop computer
running regular software with a simple programming
environment, it was easy to fine-tune the response time of
the camera to enable the design team and the client to feel
the impact on the user experience.

It was the clients' developers who asked for multiple copies
of the prototype which were then used as a "living
specification" throughout the clients' internal design process
to maintain a perspective and verify new design concepts.
The client reported that there were many pressures to
change the resolution, or the speed of response, but that
the prototype enabled them to see, feel and resist the
negative impact of such changes.

1.
2.

3.
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Haute fidélité

‣HTML & Javascript  
‣Flash 
‣Apple Interface Builder,   
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