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Outline

Why prototyping is important 
Putting design in context 
Prototypes 

Activity 1 : Scenarios 
Activity 2 : Storyboarding
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What is the role of a prototype

?
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The role of prototypes

‣Prototype as proof of concept 
‣Prototyping as a design process 
‣Prototype as a communication tool
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What are prototypes good for ?

? 
‣Designers 
‣Clients 
‣Users
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What are prototypes good for

For designers 
‣Explore 
‣Visualise 
‣Test feasibility 
‣ Inspire 
‣Collaborate 

For users 
‣Usefulness 
‣Change point  

of view 
‣Usability 
‣Desire 

For clients 
‣Conviction 
‣Specification 
‣Benchmarking
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From sketch to 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.



Fail early fail often



From sketch to prototype

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

Low fidelity	 	 	 	 	 Low fidelity		 	 	 High fidelity 
Low resolution		 	 	 High resolution	 	 High resolution
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Fidelity

 Low fidelity 

Open discussion 
Need to clarify 
Quick and Dirty  
Rapid validation 

High fidelity  

Sharp Opinions  
Self Explanatory  

Deliberate and Refined  
Concrete Ideas
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Resolution

Low resolution 

Less Details  
Focus on core interactions  
Quick and Dirty  
Early Validation  

High resolution 

More Details  
Focus on the whole  

Deliberate and Refined 
Concrete Ideas 
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Outline

Why prototyping is important 
Putting design in context 
‣Scenario of use 
‣Design scenarios 
‣Storyboards 

Prototypes
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Role of scenarios / storyboard

Puts application in its context of use 
Forces to ask the question of usefulness 
Checks the realness of the proposal
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Scenario of use

Goal :  
‣ Create a realistic description of users’ activity 

Process : 
‣ Record critical incidents and regular activities 
‣ Pick a day, a user with a name and precise properties 
‣ Develop a scenario and a detail description  

of the activity of the user 
‣ ︎Include usual and unusual, planned and unplanned situations
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Design scenario

Goal:  
‣ Create a realistic description of using the new system 

Process: 
‣ Base it on a scenario of use 
‣ Utilise ideas generated in brainstormings or coming from 

interviews 
‣ Change the use scenario to include the new system being 

designed
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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 to details 
Linearity:  
‣Scenarios 
‣Relations between steps
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Also

‣Sketches 
‣Flip books 
‣Flow diagram
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Outline

Why prototyping is important 
Putting design in context 
Prototypes 
‣paper  
‣ video 
‣high fidelity
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Paper prototypes

Used since the 90s 
Widely used in UX design 
Throwable
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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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Material

‣Paper, cardboard… 
‣Glue, tape… 
‣Pens, pencils, markers, 
‣Scissors, 
‣Straws, carboard glasses, bocks, 

whatever you can find in art/DIY shop
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Paper + video

‣Sequencial  
emphasis on transitions 
‣Played  

shows people acting 
‣Situated 

shows activity in context
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Wireframes

from www.gliffy.com



Power point...

Object Cloud Design.pptx



Azure / in vision / power-point

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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High fidelity

‣HTML5 & JS  
‣Apple Interface Builder,   
‣…
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