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Admin Notes

• Mini project (Studio 3/20, reflections due 3/21)
• HW1: UI Hall of Shame released (due 3/25)
• DP0: Team Formation released (due 3/25)



Mini Project
• Today’s class: I’ll discuss Stage 3 in the first 40 mins, and the rest of 

work time in your teams.
– TAs have left feedback on your POV, via comments on your slides.

• 3/20 (Thu)
– Mini Project Presentations
– No Nanoquiz

• 3/21 (Fri)
– Individual Reflections due (20% of your grade!)



HW: UI Hall of Shame
• HW1 has been released!

– See the Assignments tab on the course website
– This is an individual assignment due 3/25

• In this assignment, you will find two user interface examples that you 
think have very bad usability
– For each, you will perform a Heuristic Evaluation
– We will go over Heuristic Evaluation in class on 3/19
– This should not take longer than 2 hours



DP0: Team Formation
• Teams for the semester project must be chosen by 3/25

– We will have teams of 3, 3, 3, and 4 in this class.
– If multiple teams want to work in a group of 4, the first team to 

submit the form can stay as 4. Others will need to form groups 
of 3.

– We will have a team formation session after the Mini-project 
studio on 3/20 for any students who need help finding a team



Nanoquiz
• Simple questions about the pre-class material
• 3 minutes
• Open book, open notes, but they won’t help much.



Previously on CS374



Learning Objectives
After this class, you should be able to…

• Discuss the dimensions and value of prototyping.

• Compare different prototyping methods.

• Practice prototyping to your own mini project.



User-Centered Design Process



What is a Prototype?

“A representation of a design, made 
before the final solution exists.” 

Moggridge, Designing Interactions



Key Terms
• Low fidelity
– Omits details

• High fidelity
– More like finished products

• Breadth
– % of features covered

• Depth
– Degree of functionality



Options narrow as fidelity increases

Starting 
point

Focal
point

Reduction 
(decision-making

from broad to specific)

Elaboration
(opportunity-seeking:

from singular to multiples)

Design Process

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



https://www.linkedin.com/pulse/bill-buxtons-design-funnel-frank-kloos

And we iterate the process



How do we decide what kind of prototype to 
make?

Think of prototyping as a strategy for 
risk management:

• Probe potential risks that might be 
involved in moving in a bold new 
direction OR

• Dig deeply into expected risks of a 
particular feature 



Paper vs digital?



“In engineering, enlightened trial and error, 
not the planning of flawless intellects, 

has brought most advances; 
this is why engineers build prototypes.”

- Eric Drexler



Prototyping a Mouse
• Why prototype?

• Why multiple 
prototypes?

• Why rapidly?

• Why show 
unfinished work?



What do Prototypes Prototype?
Function that an artifact 

serves in a user’s life

Concrete sensory 
experience 

of using an artifact

Techniques and components 
through which an artifact 

performs its function

Houde & Hill. "What do prototypes prototype?." Handbook of Human-Computer Interaction. 1997. 367-381.



Function prototype
• Looks like wireframes (no fonts, colors)
• Interactive functionality (spectrum up to working all the 

way)

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

Functional keyboard prototype Functional water faucet



Form prototype
• Looks good
• But doesn’t really work

Bill Buxton.  Sketching User Experiences.  Morgan Kaufman, 2007.  Nintendo via 37signals.com blog, IDEO.

Nintendo control pad mockup

             

                                  
                                  
                                  
                                  
                                  
            Project inkwell “Spark” 

computing device concept



Experience prototype
• Video prototyping
• Role playing

Buchenau, Marion and Suri, Jane Fulton.  “Experience Prototyping.”  DIS, 2000. 



Activity: How to Low-Fi Prototype 
These Ideas?

1. New burger-serving pipeline at McDonald’s

2. Google Glass

• Think yourself for 1 minute.



Prototyping Burger-Serving Pipeline
• HMW: serve burgers in 30 seconds not 30 minutes?
• Solution: optimize the serving pipeline
• Prototyping: tennis court & chalks

From movie “The Founder”



Prototyping Google Glass



Prototype Techniques
• Paper Prototype

• Computer Prototype
– Storyboard
– Form Builder
– Wizard of Oz

• Video Prototype



Paper Prototyping



Key Properties of Paper Prototyping
• Natural interaction
• Human computer
• Low fidelity in look & feel
• High fidelity in depth
• Pros and cons?



Checkbox Context Menu



Dialog & Popup Selection highlight Form



Student event planning mobile app



Hanmail Paper Prototype
• What are some of the useful techniques?



Wizard of Oz Prototyping



Wizard of Oz Prototyping
• Simulate machine behavior with human operators
• Make an interactive prototype without (much) code

• Rapidly test the prototype with people
– Higher fidelity than paper
– Lower cost than actual implementation

• Good for high-fidelity in depth
• Simulations might misrepresent, wizard training & fatigue



Video Prototyping
• Capture rich & real context, illustrate context of use
• Great communication tool, portable
• Connects UI and task
• Full usage scenario needs to be thought out
• Good storyboards & paper prototypes can 

yield quick videos
• Not interactive
• Can be caught up in detail



Apple’s Knowledge Navigator



Activity: Mini Project Prototyping
• Your team slides have detailed 

instructions for Stage 3.

• Acceptable Prototyping Tools:
– Paper, pens, markers!

• Due: You have until 3/20 (Thu) to finish
Stage 3 (prototyping) & Stage 4 
(testing) with three target users!


