Announcements, 3/14/2023

Today: User Interfaces

Break around 11:15am
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Outline

e Why care about user interfaces (Ul) & user experience (UX)?
* User-centered design
* Mockups and prototyping

* In-class Ul mockup activity



First: Definitions

e User interface is the way that a user interacts with an application or
device.

* User experience encompasses all aspects of the end-user's
interaction with the company, its services, and its products.

o Usability it is a quality attribute of the user interface, covering
whether the system is easy to learn, efficient to use, pleasant, and
so forth.

From Don Norman & Jakob Nielsen’s Definition of User Experience


https://www.nngroup.com/articles/definition-user-experience/

Why care about UI and UX?



User experience affects market success

“You've got to start with the customer experience and work back
toward the technology—not the other way around.”
— Steve Jobs

images from https://news.softpedia.com/news/the-early-days-of-the-battle-original-iphone-vs-samsung-s-2007-windows-phone-519766.shtml



Good design

o Satisfies the client (if you have one)

* Works for the user (does what they need and want)
» Easy to use
» Able to avoid and recover from problems

* Good design is easier said than done



User-centered design



User-centered design (UCD)

e |terative design process

* Takes the needs, wants, and limitations of the actual end users into
account during each phase of the design process

e Evaluates the design with empirical measurements with users

From Designing the User Interface: Strategies for Effective Human-Computer Interaction by Schneiderman et al.
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People are very different

Demographics (e.g., age, gender, ethnicity)

Skill & knowledge levels

Physical & mental abilities

Context of use (why they will use and in what environment)
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Design for everyone?

No. Design for your target audience.
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Understand your users

* Needs

* Motivations
* Behaviors
e Limitations

e Context for their problem / activity / task



How can you understand and interact with users?

* Observe
* Interview and survey
e Prototype

e Run usabillity studies



Designing for Users



Different levels of fidelity

e Paper sketches, paper prototyping
e Wireframes
e High fidelity or pixel perfect mockups

* Functional prototypes
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7 Motion -driven futericl
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— I4F - Directory Profile Page

v Profile Name Categories
245 Blackfriars Road L“Tdr:::
Ludgate House amet
A London, SE1 9UY dolor sit
Email: firstname@surname.com
Telephone: 0207 955 3705

Lorem Ipsum dolor sit amet, consectetur adipiscing elit. Morbi consectetur nibh
feugiat urna elementum facilisis. Nullam diam arcu, lobortis ut tincidunt vel, suscipit
quis lectus. Praesent interdum sapien in nisi tempor vestibulum. Mauris nec mauris
sapien. Nam laoreet nisi non magna laculis vitae convallis lorem porttitor.

Lorem Ipsum dolor sit amet, consectetur adipiscing elit. Morbi consectetur nibh
feugiat urna elementum facilisis. Nullam diam arcu, lobortis ut tincidunt vel, suscipit
quis lectus. Praesent interdum sapien in nisi tempor vestibulum. Mauris nec mauris

- Attachments

@9 Lorem ipsum dolor sit amet.
& E [1] Lorem ipsum dolor sit amet.

(__f_ Lorem ipsum dolor sit amet.

created with Balsamiq Mockups - www.balsamig.com
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Interactive prototype via tool (Mid-fi prototype)

LCl u nd l'de n Laundromat Favorite Alarm Setting Message LCl u I‘Id I'y MCI n Laundromat Favorite Alarm Setting Message

Q Search Laundromat

Check and Reserve
Yeonsu Laundromat .
Reservation

Operation Time:
Date: 05/04/2020 10:05AM 08:00-24:00

You have chosen the machine C
O You have 10 minutes to start operation
You may get a penalty if you do not show up
Aralasle The estimated time for your laundry is 50 minutes

s 2!
A\ J

pu—
n O The estimated cost is 1000 won

o Agree

Reserve Cancel

Tap “Reserve”
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Example: Big Presentation Timer
An iPad App to time presentations
(Released in 2013)
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Early sketches
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Higher fidelity digital mockups

13:28

05:00

< Settings

PRESENTATION

Total Time
Ohours 15 min

Time Displayed

Progress Bar

WARNINGS
Warning 1

Warning 2

TIME IS UP

Alarm
Vibrate

Taunt

* We could support times over 60 min if we changed how the numbers displayed- HH:MM ss
If we go that route, then this picker (not to scale- | just pasted in an image since making all
those rolling number effects wasn't worth it in a sketch) would be appropriate. Otherwise it
seems out of place- would a slider be a better option?

3:28
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Released app

10:12 PM

< Settings

PRESENTATION

] Total Time 10:00

Time Dlsplayed Time Elapsed >

Progress Bar a )

WARNINGS

Warning 1
Warning 2

TIME IS UP

Alarm

Taunt
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Progression over time

Sketch

yyyyyyyy

Higher Fidelity Mockup

Released App
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Example: Colibri
An iPhone app to learn German
(Released in 2014)

26



=" . et eiey
e ﬁlu%abe,

Roea: e A"sab-‘)

(0eeo " -

= Colibr &I
o 1e oqu%o.b&

Row: e Aulyaken
JE aas:jnm' ‘, teask, 6101’7

Aewe Robypben (exampls - ..

My dohes (emamd'c hanalclsn).

Briotrer commer vsege (hon bect)

27



Increasing fidelity over time

0000 BELL 4:21 PM 3 2% 0}
| —
seen = Colibri ([ #voee

| = Colibri &Tad -
i éj!& Quécjc«b’i

|
Ao Aie A)‘dﬂbﬂ l Meine Aufgaben innerhalb der Firma sind
|

Die Aufgabe

woe die Aufgabe AL die Aufgaben
PwRaL die Aufgaben 1. assignment, task, duty

1. assignment, task, duty umfangsrelch

Melne Aufgaben Innerhalb der Firma sind My duties within the firm are enormous.

umfangsrelch. .

My duties within the firm are enormous. Another comr:won usage is "die
Hausaufgabe" (homework)

|- assigame: ¢ dask, JJ‘-7

Another common usage is “"die Hausaufgabe"

AMewre 'b‘&«\b‘ﬂ (erxcample --.
(homework)

My dohes ((examdc henslclsn).

Brother commal vsepe Chom Ject)

Paper prototype Higher Fidelity Mockup Released App



Tradeoffs on fidelity level

e Low fidelity mockups and prototypes
* Quick and cheap
» People more comfortable suggesting edits
* May be unacceptable to present to stakeholders

» High fidelity mockups and prototypes
 Communicate what the final design will look like
* May be clearer to stakeholders
* More expensive and time consuming
* May make design seem more finalized than it actually is
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Design tips



General design tips

e Learn from existing software
* Follow design patterns for the platform

* Create mockups and prototypes and see how the system works and
feels

e Test and get feedback from your target audience
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Additional resources

Usability 101: Introduction to Usability by Jakob Nielsen

Tognazzini's First Principles of Interaction Design
10 Usability Heuristics for User Interface Desigon by Jakob Nielsen

Ben Schneiderman’s 8 Golden Rules of Interface Design

Google Mobile Web Design & User Experience Guide

Apple Ul Design Do’s and Don’ts

32


https://www.nngroup.com/articles/usability-101-introduction-to-usability/
https://asktog.com/atc/principles-of-interaction-design/
https://www.nngroup.com/articles/ten-usability-heuristics/
https://www.interaction-design.org/literature/article/shneiderman-s-eight-golden-rules-will-help-you-design-better-interfaces
https://developers.google.com/web/fundamentals/design-and-ux/principles/
https://developer.apple.com/design/tips/

Questions?
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Reminders

e Draft of Product Description, Scope, Functional Requirements, Ul
Mockups due by March 14 (may change depending on our progress
of lecture)

* 5-10 minute presentation on your project in-class (showoff mockups)

* This is NOT graded, but to confirm your project and scope is
appropriate for the course and get early feedback

34



In-class activity



User interface mockups

* In your teams, have each person choose a different important functional
requirement for your project:
(e.g., The customer should be able to book a flight between any two cities.)
» Each member should individually make user interface mockups for their chosen
requirement
» Create a rough sketch or mockup of each screen needed to complete the
requirement
« Show the progression between the screens (with arrows or some other method)
e Show the mockups at the end of class

 If not finished by end of class: email the instructor by end of day (take a photo of
paper sketches)

» On the mockup, list out in 1 sentence bullets all the different tasks a user can do
or access when they are on that Ul screen
* If your requirement takes only 1-2 screens, sketch out a second alternative
design for the same requirement
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