Conceptual Design

Selected material from The UX Book, Hartson & Pyla



Design thinking
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Create interaction
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Verify and refine
interaction design




Conceptual Design

Establish a conceptual design for the system, the system

metaphor or theme
Innovate and brainstorm

Derived from the designer’s mental model

Must map to the perceived user’s mental model
Critique and compare multiple design concepts
Choose metaphors ... ecological (starting point), then
interactive and emotional perspectives
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Mental Models

A mental model is a cognitive representation of something
that defines a logical and believable estimation as to how a
thing is constructed or how it functions; i.e., how we think of
things

Designs that align with a user’s mental model will be easier

for him or her to use
Transparent objects expose their functions
* Bicycles
Opaque objects hide their functions
* Computers



Users’ Mental Models
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Designer’s Mental Model Perspectives

* Ecological —the system in its environment
 Thermostat —role in the context of the heating system

* Interaction —user operation
 Thermostat — current temperature, target temperature, control to
change the target, plus understanding of its behavior

* Emotional — expected user emotional response
 Thermostat — reliability, aesthetics in home decor



Designer’s Mental Model Perspectives
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Metaphors

Visual representation of real world objects

to create a mental model

Analogies for communication and

explanations

« Explain unfamiliar using familiar
conventional knowledge

« Use what users already know about
existing system or phenomena :

Adapt to help users learn how to use new inessbut if

system on i

Bad metaphors contradict user expectations [; canplay g ,alw(etédies.”

or real world behavior




Metaphors

2y Backugp ity - [Unditied] [ -10| x|
b Zd Yew Jozs Heo

[Waicoma | Backup | Restors and Marage Mada | Scoadue Jots |

Welcome to the Backup Utility Advanced Mode
£ you prefer. you ©a0 satch 5o Vigaed Moda 10 une srmplfied setings for Baciap or regtom,

. | Backup Wizard (Advanced)
% The Backop wizard heips you create 2 backup of your programs and fies
Y

Tees Bestere Wizard (Advanced)
ig The Sestore wizaed haiod you restore your data from 2 Daskep.

. Mdeomated System Recovery Wizard
@ Tt ASH Preceration mizad Peicd you creste B two 0o Dackep of your systen: & fopoy Sak thae has
Four System setings. and other madks that cortans 8 backup of your local symen pantion




Metaphors
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Metaphors
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Mental Models

vintage social networking
LinkedIn Pinterest YouTube

© John Atkinson, Wrong Hands




Storyboards

« Sequence of visual “freeze-frame” sketches to show

how people will interact with the system
e Adapted from the movie/animation industry
* Visual, intuitive representation of written scenarios
 Show all perspectives
* Actors
* Screens
* Interaction

* Dialogue showing sequences of flow from frame to frame



Importance of Frame Transitions

Storyboard frames — static states

Frame-to-frame progression (transition) shows interaction over
time

Transitions are where user experience lives, where users
think about what to do next

Source of most problems for users, challenges for designers

So make actions between frames part of what is sketched
« Add frames that show circumstances that lead to transitions
« User thought bubbles, gestures, reactions



Storyboard Example: Ecological Perspective




Storyboard Example: Interaction Perspective
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Storyboard Example: Emotional Perspective




Activity

Create a storyboard for each design perspective
(ecological, interaction, emotional) of at least one task

for a work role in the work environment
— Hand-sketched pictures annotated with a few words
— Work practice that is part of the task, devices, screens
— Physical user actions
— Cognitive user actions in “thought balloons”
*Hint: see work flow model, social model, HTA, usage scenario

What metaphors were considered?



