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Project Status

Framing the problem
_ Userresearch __, Exploring the solution space

o o s - Brainstorming
A T S - |deation through sketching
- Data analysis and summary

\ /

Finding a good solution

- Scoping
Toda * - Consideration of constraints
y - Scenarios, storyboards, personas

- Design rationale

l

Refining the solution

- wireframes

- lo-fi prototypes

- early evaluations

- mockups/mid-fi prototypes
- additional evaluations




Personas




“WWhen you are designing for everyone,
you are not designing for anyone.”




Personas

cg;?,d,:,m Samantha Bell First time user

" “I'd love to keep in contact Female, 27 year old, single
with my friends” Student
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|deal features Frustrations Key attributes

o Aty to take pictures o Lack of wireless/ 36 access

Low High




Benefits of Personas

Concreteness
Recognition
Evocativeness

Taking into account the needs of all relevant users and
stakeholders

Communication with customers

Personas (and stories...) fight back cognitive laziness (i.e.,
being human)




Personas

Christina

Freelance Graphic Designer §-

“Living life is a creative
process too"
- Has enough money but not much more

- Works hard during the day but on her own hours
- Walking fs her main way to travel, day or night

Personal Information

Age: 25

Location: Pittsburgh, PA

Education: BA Graphic Design NC State Unviersity,
Profession: Freelance Graphic Designer,
Part-Time Student

Home life: Lives with a roommate (Eva 25),
Hobbies: Playing guitar and xylophone, reading,
drawing, sewing, watching movies, sleeping
Favorite TV shows: Doesn't watch much TV
Personality: Easygoing, outgoing, try new things

User Goals

Chnistina uses this information system fo...

- Give her reasons 1o go out walking at night

- To be active and aware of her surroundings
at night

- To find the safest places to go at night

- Make walking and being out at night more
social with her friends

Maria

Newspaper Editor

"I want to stay healthy both

mentally and physically always"

- Hoalth Conscilous

- Use basic technology for day to day activites
- Enfjoy Social groups

Personal Information

Age: 31

Location: Ann Arbor, MI

Education: Master's in English from U of Michigan
Protession: Newspaper Editor

Home life: Married, no children

Hobbies: Walking, making friends, Yoga

Favorite TV shows: Desperate Housewives
Personality: Outgoing, Passionate, Socsal,
Cheerful, Sophisticated

User Goals

Maria uses this information system fo...

- Connect and coordinate with friends

- Find safe walking routes at night

- Get a sense of safety by getting more info

- Find out about social events taking place
at night, which might be of potential interest

- Wants to get emotional and mental relaxation
by walking
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James

Senior Engineer

"I know what I'm doing, I'm

willing to try everything new."

- s willing to spend money on that

- Likes fo chat with others online

- Knows that health is very important & work out

Personal Information

Age: 37

Location: San Fransisco, CA

Profession: Cellphone Interface Developing
Education: Master's

Home life: Single

Hobbies: Surfing online 1o look for new electronic
products, working out at gym

Favorite TV shows: Friends, Heros
Personality: knowledgeable in popular stuffs,
talkative, keeping things on schedule

User Goals

James uses this information system to...

- Stay ahead of latest trends on mobile devices

- Take more time 10 walk as the substitute for
axercise

- Meet new friends through this application

- Feel free to walk at night

- Discuss the new interaction

- Try to figure out a method for socializing and
also provide a feeling of security



e
Personas - Gender

= 28 years old she listens to music that spans a wide variety of style_s. But when sh_e a(n'ves at
= Empl d A work, she turns it off, and begins her day by scanning all her emails first to get
.mp 0)’9 as.an ccountant an overall picture before answering any of them. (This extra pass takes time
* Lives in Cardiff, Wales but seems worth it.) Some nights she exercises or stretches, and sometimes
she likes to play computer puzzle games like Sudoku

Gackground and skills \

Abby works as an accountant. She is comfortable with the technologies she uses regularly, but
she just moved to this employer 1 week ago, and their software systems are new to her.

i ingi i A h. / lik ic. When she is on her way to work in the morning,
Ab by Jones! You can edit anything in blue print bby has always liked music. y g

Abby says she’s a “numbers person’, but she has never taken any computer programming or IT
systems classes. She likes Math and knows how to think with numbers She writes and edits
spreadsheet formulas in her work.

In her free time, she also enjoys working with numbers and logic. She especially likes working out

szles and puzzle games, either on paper or on the computer j
7 Motivations and Atfitudes - Attitude toward Risk: Abby’s life is a little
= Motivations: Abby uses technologies to = Computer Self-Efficacy: Abby has low complicated and she rarely has spare time. So

accomplish her tasks. She learns new confidence about doing ynfamiliar computing she is risk averse about using unfamiliar
technologies if and when she needs to, but tasks. If problems arise with her technology, technologies that might need her to spend extra
prefers to use methods she is already familiar she often blames herself for these problems. time on them, even if the new features might be
and comfortable with, to keep her focus on the This affects whether and how she will persevere  relevant. She instead performs tasks using
tasks she cares about. with a task if technology problems have arisen. familiar features, because they’'re more

predictable about what she will get from them

and how much time they will take.

N 7
4

/How Abby Works with Information and Learns:

= Information Processing Style: Abby tends towards a comprehensive ~ * Learning: by Process vs. by Tinkering: When learning new technology,
information processing style when she needs to more information. So, Abby leans toward process-oriented learning, e.g., tutorials, step-by-step
instead of acting upon the first option that seems promising, she gathers processes, wizards, online how-to videos, etc. She doesn't particularly like
information comprehensively to try to form a complete understanding of learning by tinkering with software (i.e., just trying out new features or
the problem before trying to solve it. Thus, her style is “burst-y”; first she commands to see what they do), but when she does tinker, it has positive
reads a lot, then she acts on it in a batch of activity. effects on her understanding of the software.

. /

1Abby represents users with motivations/attitudes and information/learning styles similar to hers. For data on females and males similar to and different from Abby, see
http://eusesconsortium.org/gender/gender.php

GenderMag.org



Personas - Culture
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*I don't like the public transport in Melbourne,

Trams often break down and I actually have no

chue how the new ticketing system works. But |
don't bother anymore.”

E5a 5 2 31 yeors oM researcher at Monash University, Australia. As about 90% of Australians
she hves Iin a Oty, more precisely in Meibowne, Abbotsford. Abbotsford i a nice
neghbourhood only a little away from Melbourne’s Central Business District, She would love to
ve doser to the centre because she Gkes the trendy designed bulldngs there but with her
current salary and the high living costs she can'’t afford to live in the contre at the moment.

£8a was bom and raised n Melboume and she never ft Australe except for traveling. She
studed in Sydnay but came back 1o Melbourne becouse she appreciates the lesser high-rise
architecture. Her parents also retire in Melbourne but she Bves a lone in 2 small studio. When
she leaves her research department she often goes out to have dinner or drinks with friends in
ane of the many Asn restaurants close o har departmant. On the weekends she spends a kot
of e i one of Melbourne's parks or at the Beach in St Kilda

ERs enjoys Bving In Melbourne athough she i not happy with the public tramsport system:
nother har nor e friends understand the now UCketing system completoly, Likowise the
Smartphone App, that the 65% smartphone owners in Austraka can downioad for free, is no
great support. Consequently she mostly commutes by bike, The fact that she has to wear a
helemet By w does not bother her, she feels safer that way and she thinks it refleves her from
dociding whether 1o woar 8 heimet or not, At work Ella doesnt hestate O express her
emotions. Furthermore she thinks it is important to mnimize Inequaities among people and
that Austradan made products should be favoured over iImported products.
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*The more south you go the more busy the
people are. But up here everybody Is pretty
relaxed.”

-5 “

- Jack
Anderson

Jack was bom as an coly child in Caires, where his parents still live. He is 25 years oM and
studies Civil Engineering at Queensiand University of Technology in Brsbane. With 25 years he
i part of Australia's approx., 40% majority of the 25-54 years oid age group. He Wves In a
shared Mat with two other Australian students and one exchande student from Germany. Thek
flat is situated in East Brisbane, a vibrant neighbourhood with a lot of intermational students
and cheap bars.

Jack is responsible for subleasing the forth room regularly 0 intermationa students as he and
his flatmates enjoy meeting new peopie, aithough the rarely develop a deep friendship with
oxchange students, Jack often goes out to have drinks but tries to pay sttention not to be In
dept. His fovourite bar is the Waltus Club, He bes that bar because of the distinctive interios
design that gives him a feeling of beng in Cuba. On the weekends he joins together with other
locais to surf at Pinkends, close to the centre of Brisbane, During the semester break he lkes
to travel, in particular 1o Bak or Fiji, and regularly cses his smartphone to ook for travel
information, Jack generally kkes 1o use his smartphone to pass time away, as almost 70% of
Australian smartphone owners do.

Jack lkes 1o identfy Mol with the Austrafian surfer community and usually wears board
shorts in his leisure time whereas he disapproves eye-catching status symbols, After his
studies he wants to eam a ot of money and would not hesitate to reduce bis loisure activities.

Phutn “15 Jwes”™ © David Sl | BVn a0k AnBersen” € Mt Bty

https://www.researchgate.net/publication/278034641



Persona
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What are they like?
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(' How can you solve their problem?

What' s in it for the audence? How am you Qoing 1o make thair fves bettar?

) What do you want them to do?

Arawer the queston “so what? —and make sure thorne' s dear acton for your audence o 1ake

%" How can you best reach them?

Pecpie vary in how they receve information. This can ndude the set op of the room o 1he avalabiity
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How might they resist?

What 'wil toep them fom scoping your message anc tamyng out your el o acton?




Why Personas Fail

Personas don’t work.
We've created them
before and nobody even

They were created, but not used [ ™™ A\

No buy-in from leadership

Personas were created by UX
people and imposed on others

from?!

Where did these
personas even come

People don’t know what personas Q )
are or why they’re useful ‘

https://www.nngroup.com/articles/why-personas-fail/




Team activity

As a group, develop 2 diverse personas for your project:

What are the main users that you are designing for?
What characteristics do they share”?

How are they different from each other?

Group these attributes to broadly define roles

Turn the roles into “real” personas

Use the handouts!




With another group...

Take turns explaining your personas to the other group.

Critique the personas:
Are the personas diverse and representative of the user population?
s there an adequate level of detail?

Do you feel like you have a good understanding of the users”
DO the personas adequately represent “market segments”?

Keep them: they will come in handy throughout the next few
assignments!



Storyboarding




Why do we need stories in design?




Why do we need stories in design?

How would you explain your favorite social media tool to
someone living in 19957 E.g., yelp, twitter, snapchat,...

o

. L
FOR EVALUATION ONLY J\
Hﬁ Eil

https://www.commoncraft.com/video/twitter



https://www.commoncraft.com/video/twitter
https://www.commoncraft.com/video/twitter

Three Ways of Telling Stories

Scenarios
A short story about a specific user with a specific goal

Written accounts and narratives of the experience
Analogy: Books

Storyboards

A series of sketches showing how a user might progress
through a task in a system

Visual storytelling with rough sketches/cartoons
Analogy: Comics, Picture books

Video Storyboards
Richer visual storytelling
Analogy: Movies/TV




Sketching
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Storyboard
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Another one

HI, MY NAME IS PALL AND I'M

WHAT IS A /p thinkpublic | #2220 /
: l

A
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EXERCISE BALL WHICH SHE SAW

SEE VICE.? b Athinkpublif:.oo‘mj _ AT HOME IN THE arﬂ@e... | . ‘
THE ARGOS || I - 7))\
EXPERIENCE... |

_ THE SHOP WAS
] EASY TO FIND
WITH THE BIG
SIGN OUTSIDE!
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THIS SIGN IS USEFUL, STEP 1: SELECT PRODLICT
1S GOING TO TAKE :

HERE'S ALL THE
SPORTS STUFF,
IT SHOULD BE IN
THIS SECTION... &

HERE WE GO. . THIS IS REALLY LISEFLL,
THIS IS WHAT SHE WANTED w: I CAN SEE IF THERE ARE V'L MAKE A NOTE OF THE

\</ ANY IN STOCK BEFOR NUMBER LSING THE SLIP

QUEING UP. AND PEN PROVIDED...
IT LOOKS LIKE I'M IN LUCK,
THERE ARE 5 IN STOCK!

Ld

HOW DO ARGOS PROVIDE
A SERVICE FOR THEIR
CUSTOMERS?

ONE INTREPID REPORTER
FINDS OUT...

AND HERE'S THE CATALOGUE
NUMBER AND PRICE




Another one

Observatoratsies

AR LT T s Ll
T G va b ma s Wi F Bndog i S0
mu“mmumn

0 s a g s b
mabatand

- ——————
A

- | —
-
L

[ s )

Idon't qet it Slide 18 Hello Radio City Slide 20




-
Why Storyboards? (If you have
Scenarios)

As a visual representation, storyboards help thinking deeply
about...

Specific environments where the system is used
Physical constraints (size of system, space where it’s used...)
Relationships among multiple people




lllustrating Time

Storyboards come from film and animation

Give a “script” of important events
leave out the details
concentrate on the important interactions

R\ . | A HE ALWAYS STORYBOARDS
%\@)\3\ %\ \ Q\%"‘« Q\ THE HUN( FIRST.




Allowing Exploration

Much faster and less expensive to
produce

Can therefore explore more
potential approaches

Notes help fill in missing pieces of
the proposal




Effective to communicate

1 [
Effective storyboards can quickly & |
convey information that would be |
difficult to understand in text

Imagine explaining the storyboard on the
right in text, for various audiences

Can illustrate key requirements
and leave open less important
details of design




Storytelling

Stories have an audience

Other designers, clients, stakeholders, managers, funding agencies,
potential end-users

Stories have a purpose
Gather and share information about people, tasks, goals
Put a human face on user data
Spark new design concepts and encourage innovation
Share ideas and create a sense of history and purpose
Giving insight into people who are not like us
Persuade others of the value of contribution

"Maybe stories are data with a soul!" - Brene Brown



Stories Provide Context

Characters

Who is involved
Setting

Environment
Seqguence
nat task is illustrated
nat leads a person to use a design
nat steps are involved
Satisfaction
nat 1S the motivation
nat IS the end result
nat need is satisfied

===

===




Amal’s Guide to Storyboarding




Storytelling

Good stories Bad stories
Understand audience Do not account for audience
Provide context of use Boring or un-engaging
Are well-motivated Fantastical or unrealistic
Memorable Wrong story for purpose
Evokes a reaction Too long to hold attention

Evokes empathy
lllustrate experience
Convey emotions
Short and to-the-point




Elements of a Storyboard
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1. How Much Detail?

Too much detall can lose universality

THE ABILITY OF
CARTOONS TO FOCUS
OUR ATTENTION ON
AN IDEA IS, I THINK,
AN IMPORTANT PART
OF THEIR SPECIAL
POWER, BOTH IN COMICS

AND IN DRAWING

GENERALLY.

THOUSANDS

ANOTHER IS THE

DPESCR/IEE.

LINVIWVERSALITY OF CARTOON
IMAGERY. THE MORE CARTOONY A
FACE 1S, FOR INSTANCE, THE MORE

PEOPLE IT COULD BE SAID TO

(neaLy) ALt

Scott McCloud




1. How Much Detail?

How to sketch people?




1. How Much Detail?

—




1. How Much Detail?




2. Use of Text




2. Use of Text

It is often necessary, but keep it short

H}J/




3. Include People and Emotions

Include people experiencing the design and their reactions to
it (good or bad)

The point of a storyboard Is to convey the experience of
using the system



4. How Many Frames?

4-6 frames is ideal for end-users
Less work to illustrate
Must be able to succinctly tell story

More is not always better
May lose focus of story
May lose attention




4. How Many Frames?




4. How Many Frames?

Remove unnecessary frames




5. Passage of Time

Only use of necessary to understand
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Team activity

Again, using your project as a basis:

Create one storyboard that puts together...
one previously defined persona,
and one of the tasks you plan to support.

When you finish, get feedback from another team.




More Examples and [ricks In
Storyboarding




Storyboards for Comparing ldeas

Authoritative

Supportive

7 Hey! You need
to exercise at least
20 days a month

Cell phone is used to
keep track of one’s fitness goal.

7Hey! | will keep a
record of days you
exercise

Okay!
Let's doit.

1st Week

#Good job! You've

exercised more than
20 days a month!

Cell phone is used to
keep track of one's fitness goal.




Storyboards for

Cooperative

Competitiv
e

Let's use our cell
phones to keep a

Comparing ldeas

record of the number
of days that we exercise!

1st Week

Yeah! We are almost
there. Good job!

Okay! Let's work together to
meet a goal of exercising
for least 2 weeks.

Let's compete to
see who exercises
more,

Yeah! | win this week!
Let's see who wins
next week,

Okay. Let's do it!




Storyboards for Comparing ldeas

Week 1

Now | have
lots of flowers in
my garden!

I'm going to use
my phone to keep track
of my fitness goals.

Negative
Reinforcement

Week 2

Oh no! My virtual garden
on my phone is ugly. |

need to exercise to keep
the flowers alive!

Week 1

I'm going to use

POS itive my phone to keep track

of my fitness goals.

Now | have
a full garden!

Reinforcement

Week 2

Each time | exercise, | will get
another item added
to my garden.




Use Pictures (only if really necessary)

SHE GESTURES N FRONT OF HER
IT 15 SO PARKX JANE CAN . —
HARDLY READ MHER BOOK SPECIAL PENUANT TO TURN ON

THE LIGHTS




Existing Images from Other Sources

I'm going to use
my phone to keep track
of my fitness goals.

Week 1 -WO

Week 2

Each time | exercise, | will get
another item added
to my garden

http://designcomics.org/

http://www.pdclipart.org/



http://designcomics.org/
http://www.pdclipart.org/

Blur Out Unnecessary Detall

Using image editing software to
simplify photos into sketches

Michael is reading a book and encounters an unfamiliar word.

volunteer

He uses the dictionary provided with the inVOC system to find the mesning of the word. He plays
back the pronunciation of the word, reviews the different definitions of the word, examines the
‘word usage and then selects the definitions he is interested in and imports them into 4 new words
Tist.

Michael now takes word quizzes while waiting for the Marta train to arive.

He rides Marta and would like 10 use the travel time for studying

new words. rice.

Later when the user has time, he takes a quiz which tests how well he remembers the new word,
Michael the given word is by one.




Selective Use of Color
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Selective Use of Color

e

U afe two




Summary

nink about your audience

nink about your time constraints

nink about how much you want to tell

nink about options for presenting your story

- 4 4 -

And finally: Think about your users (see Personas, up next)




Ask me something!




