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Agenda for today

B What does usability means? What is the difference to User Experience (UX)?
M Create the concept / Generate ideas
® Perform the conceptual design
Perform paper prototyping
Perform digital prototyping
® Perform the screen design
W Evaluate your designs iteratively
M Next steps to be performed
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Usability & User Experience







e Software Product

- =
I
—

s =
J.
g



Ive User Experience

R

{E'I:'.'

f-. Ty -
— '

—

| | | o
I &4 ‘hﬁ
L) =







Defining Usability
DIN EN ISO 9241-11

JUsability IS the extent to which a product
can be used by specified users

to achieve specified goals with
effectiveness, efficiency and
satisfaction in a specified context of use.*
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Fulfilling ISO 9241-11 leads to

M products that do not prevent users from
performing their tasks.

M products that can be used effectively
and efficiently.

M products that do not annoy users.

Is this really sufficient
to build great products
that users enjoy to use?
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User Experience is more than just Usability!

® To provide a positive user experience, products have to be more

than just effective and efficient. satisfaction is more than the
“absence of discomfort” [ISO 9141-11].

® Nowadays, usability factors are hygienic factors:
Users are annoyed if a product is not usable, but

if a product is “just usable” it does not necessary provide a positive user
experience.

B What other factors contribute to user experience?
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Defining User Experience

Product Attributes

Pragmatic Quality Satisfaction

Beauty
Novelty
Originality
Familiarity
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Product related User Experience Factors

B User Experience is influenced by a lot of different factors.
Some of them are actual product related factors like
features or
guality attributes.
Other factors concern
the brand,
the image,
the packaging,
marketing,

B As many factors can not be influenced by software engineering methods, we
concentrate on product related user experience factors.

B It may happen, that even the product related user experience factors alone would

provide a positive user experience, the influence of the other factors may prevent a
positive user experience.

\

~ Fraunhofer

IESE



Defining User Experience
1ISO 9241-210

“User experience includes all aspects of
the user’s experience when interacting
with the product, service, environment or
facility.

It is a consequence of the presentation, functionality, system
performance, interactive behavior, and assistive capabilities

of the interactive system. It Includes all aspects of

usability and desirability of a product, system or service
from the user’s perspective.”
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Perform a creativity workshop
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Explore ideas
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Derive further ideas and concepts
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Examples of Creativity Techniques

B There exist many creativity techniques for elicitating ideas

B http://www.diegm.uniud.it/create/Handbook/techniques/technigues.htm

1
Predisposition
(41)

Class A(2)

Class B (10)

Class C (11)

Class D (18)

2
External

mapping
(23)

Class A (4)

Class B (5)

Class C (10)

Class D (4)

3
Internal

mapping
(16)

Class A (3)

Class B (7)

Class C (4)

Class D (2)

4

Idea generation

(121)

Class A (11)

Class B (34)

Class C (27)

Class D (49)

B Examples: Brainstorming, Mindmapping, Brainwriting, Lotus Blossum, etc.

5
Evaluation
(27)
Class A (3)
Class B (11)

Class C (4)

Class D (9)
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Example Technique — Brainwriting

B http://www.diegm.uniud.it/create/Handbook/technigues/List/Brainwriting.php

B The name “Brainwriting 6-3-5" comes from the process of having 6 people
write 3 ideas in 5 minutes

Problem Statement: How to...

Idea 1 |dea 2 Idea 3
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Prototyping




Communicating Ideas and Gaining Feedback

® Naturally, there exist different expectations and views between developers,
customers, and users

M Prototyping through evolutionary steps helps to overcome this tension and
establishes a common vision of the software to be developed

customer

developer user
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Software Prototyping — Evolution
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Low-fidelity Prototyping — Paper Prototypes / Sketching

B [n this early phase, it is important to communicate the idea and abstract from

details (layout, color, etc.) i
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Low-fidelity Prototyping — Interaction Design

B Statechart of wireframes useful for the basic interaction design / story-
boarding
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Digital Prototyping — Balsamiqg Mockups

M Bring life into your prototype by digital interaction design

B Easy and cheap to create

B Communicate the general concept and the ideas

DOl <o Ui Library

Name | L fselect Tremone | [ open @ A paragraph of
Home > Product [ComboBox]¥] | cincomo | ¢ U< Some text a link Home | Produc [ Item Two Open Rece |_Flle__EdIT A second row of
Tcon Nam Ttem Three | |— —
myTunez -0% Guido Jack con ame ®  OofionQ
ullDo_  Data Grid / Table  lcon and Text Label | Label / String of Text: Link Link Bar List Menu Menu Bar Numeric Stepper  Paragraph ef Text Search Box
@ @ . Jack Johnson - Belle G )
—o y —
Library pera —O®
Edit  View Bookmarks  Widgefs Channels Mail  Chat  Tools Help
Music nig Studios. ..\ balsamia mecku. ..\ Prototype Comp. ..\ Balsamiq Mocku...-Ntp://www sere N GUT besian Studi....\Balsamiq Studio. .
Movies Jack Samzx A] sent (unread 0 of 407)
theck/Send | [ Compose | | [ Compose | [ Reply | [ Reply 1o all | [ Forward | [3/ Read | [ Remove | [= Thread |
TV Shows ry—
Tsearch ) | T Title Sent Size B Label
Podcasts read {} | example@example.com Example email title Today 22:08:50 409 KB (o) |@ contact
Audiobooks messages {3 | exemple@exanpie.con Exanple email title Today 22:08:50 409 kB @) |/ important
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I sels
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Party Shuffle Ting ists
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90's Music - —
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Music Videos
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Digital Prototyping — Microsoft SketchFlow

M Very handy for getting feedback from users and other developers

Related Games
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Screen Design




Brief Overview of Screen Design Principles

H Color
One of first things perceived by users
Put dark foregrounds agains light backgrounds, or vice versa
Never use red versus green as a critical color distinction

Never put bright blue small text on a bright red / orange background,
or vice versa

Things to have in mind: dark versus light background, high versus
low contrast, warm (e.g. red) versus cool (e.g., blue)

B Typography

sans-serif fonts often work better at small sizes on computer
displays

\

~ Fraunhofer

IESE



Brief Overview of Screen Design Principles (lI)

B Spaciousness and crowding

Crowded designs can evoke visual tension (text/graphic elements need to
.oreathe®)

Our eyes want to see margins around ,things*
Too much vertical lines cause visual tension

Spaciousness gives an impression of airiness, openness, quiet, calmness,
freedom, etc. depending on other design factors

Can be reached by using plenty of whithespace
M Angles and curves

designs composed of straight up-and-down lines & right angles generally
looks calmer than designs containing diagonal lines & non-rectangular
shapes

Design with many different angles has more apparent motion and can
create an interessting impression
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Design Patterns

M Use familiar solutions while creating the visual design

B Usability gets improved since users most likely know the concept / mental
model behind the Ul element

B Collection of design patterns in the Web

http://ui-patterns.com/

http://patterns.endeca.com/content/library/en/home/patterns.html

http://patternry.com/p=refining-search/
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Get Inspired — learn from others

Ul Patterns

http://csszengarden.com/

Pagination

Problem summary

The user needs fo view a subset of sorted data that is not easily displayed on one page.

http://ui-patterns.com/

| A 21T Go0000000000000( Jg[t.’
A5 Y i pus12 345678 2101112131415  Next

idl LUci |

: more data than what is
The Road to Enlightenment . .

A demonstration of what  Littering a dark and dreary road lay the past rel ,, yont want the user

Pasterns for Effective Interaction Design

can be accomplished Today, we must clear the mind of past practices

set of items into smaller

visually through invi I l E f
The css Zen Garden invites you to relax and m pagination control to | }/ I t r f ace S
CSS-based design. Select  new and invigorating fashion. Become one withoes by providing links t :

set (first and last).

So What is This About? d quantity, also show a &=

ance as a result from a

list to load it into this There is clearly a need for CSS to be taken ser

SR fdesions in tha lst. Clicking on anv omge will Tnad
tionale

First and foremost, pagination parts large datas
uzer to read and cope with. Secondly, paginatio

any style sheet from the
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Dashboard Design

Copyrighted Material

DASHBOARD  coosc@@® -

RubiksMoose: RT @mreichelt: Did anyone from #i02011 or #adcs2 figure out how to mount the Galaxy Tab

— 10.1 as USB storage? adb push is slow like ... - More »
Twitter - 14 minutes ago
K inversechi: ... if you do WebGL :} RT @ChromiumDev Watch the "WebGL Techniques and Performance” video
L \l from #i02011 - More »
Warning! | There might be a problem with the reguested link - bit.ly
F Twitter - 30 ago
Schedul SeroTalk: ... All session videos from Google /0 are live with full closed captions. #i02011 - More »
Chedule YouTube - GoogleDevelopers’s Channel - youtube.cam
Twitter - 33 ago
benjamincrozat: RT @ChromiumDev: Watch the "WebGL Techniques and Performance” videe from #i02011
Google 1/0 2011 - e.com
a Twitter - 49 min ago
joelambert: @pjsmith88 check this “@ChromiumDev: Watch the "WebGL Techniques and Performance” video
s - 5 d from #i02011
essions tarre! Ditp:i/Leo/gOACRUY"
Twitter - 1 hour ago
OperaNewZealand: RT @chromiumdey: Watch the "WebGL Techniques and Performance” video from #io2011
- - Google /0 2011 - gle.com
Twitter - 1 hour ag
i ‘ [P aerotwist: This is a must-watch if you do WebGL :) RT @ChromiumDev Watch the "WebGL Technigues and
Sandbox Bulletin

See you next year!
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Data Visualization

M [t's crucial to select the right charting types for visualizing data
® Think carefully about type, size, color, labels, interaction, etc.
B The most important aspect
“ Which rationale is communicated by the particular chart?
“ What information need to be aggregated?

© Fraunhofer IESE
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Why Is it necessary?

M It's important to evaluate your designs in an early stage
It's cheap and with low effort

Provides you with early feedback that can be incorporated more easy than
in later stages

m Perform tests for concept design and screen design iteratively

Every test at itself is something that can be conducted with less effort
® Perform usability tests with the users

Main goal: Find critical problems to be solved

m Perform usability expert walkthroughs with people from the Ul team and RE
team

Main goal: Find usability issues
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Usability Walkthrough

M Use the personas and scenarios and go through the activities

® Evaluate the static views, the interaction, the Ul elements, etc. with respect of
the personas

B Write down the found issues in a list

Description

1|Offering Dates Doodle Homescreen Inconsistent Maming - The short introduction on how to schedule a
event is named "1 - create, 2 - invite, 3 - confirm” but | have to pres
1 button labeled "Schedule an event”.
2|Offering Dates Doodle Homescreen To many options like "Premium Doodle”, "My Doodle”, etc. availabl
2 at the start page. Novice users don't need it.
3|Offering Dates Doodle Homescreen "Schedule an Event Button” is not prominent enough, because it is
3 the only callto-action-button.
4|Offering Dates Doodle Homescreen "Create” button is not looking like a button. It is not obvious that yo
4 can click on it.
5| Offering Dates Doodle Homescreen The visualization for the steps create (calander sheet), invite
(envelope) and confirm are to far away from the commands. They Ic
5 like ornaments.
6| Offering Dates Doodle Homescreen The visualization for the steps create (calander sheet), invite
=
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Usability Test

® Perform it with 3 — 6 real users
B Define typical tasks that have to be performed by the users
M Let them perform the tasks

Video capture the users

M Evaluate the data and derive issues to be changed in order to reduce
problems / improve usability
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Next steps

M Let's meet at the end of this week ...

® In the mean time ...
Make yourselves familiar with the concepts described in this presentation
Sharpen your pencils and get ready for some cool paper prototyping :-)
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