
UNIT – IV
HCI - DESIGN PROCESS



What is interaction design?

Achieving Goals within Constraints
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User Focus

ÅStart of any interaction design exercise must be 
intended user or users

Know Your Users

ÅWho are they?

ÅProbably not like you!

ÅTalk to them

ÅWatch them

ÅUse your imagination
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Scenarios

ÅStories for design: rich stories of interaction

ÅSimplest design representation, but one of the 
most flexible and powerful

Å{ƻƳŜ ǎŎŜƴŀǊƛƻǎ ŀǊŜ ǉǳƛǘŜ ǎƘƻǊǘΥ ΨǘƘŜ ǳǎŜǊ ƛƴǘŜƴŘǎ ǘƻ 
ǇǊŜǎǎ ǘƘŜ άǎŀǾŜέ ōǳǘǘƻƴΣ ōǳǘ ŀŎŎƛŘŜƴǘŀƭƭȅ ǇǊŜǎǎŜǎ 
ǘƘŜ άǉǳƛǘέ ōǳǘǘƻƴ ǎƻ ƭƻǎŜǎ Ƙƛǎ ǿƻǊƪΩ
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Scenarios

ÅCan be used to:
ÅCommunicate with others - other designers, clients or 

users

ÅValidate other models -ŘŜǘŀƛƭŜŘ ǎŎŜƴŀǊƛƻ Ŏŀƴ ōŜ ΨǇƭŀȅŜŘΩ 
against various more formal representations such as task 
models or dialog and navigation models

ÅExpress dynamics - Individual screen shots and pictures 
give you a sense of what a system would look like, but 
not how it behaves
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Navigation Design

ÅInteraction takes place at several levels
ÅWidgets

ÅScreens or Windows

ÅNavigation within Application

ÅEnvironment
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Navigation Design

ÅLocal Structure
Ålooking from one screen or page out
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Navigation Design

ÅGlobal Structure ςHierarchical Organization
Åstructure of site, movement between screens
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Navigation Design

ÅGlobal Structure ςDialog
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Screen Design

ÅTools for Layout
ÅGrouping and Structure

ÅOrder of Groups and Items

ÅDecoration

ÅAlignment
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Screen Design

ÅUser Action and Control
ÅEntering information

ÅKnowing what to do
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Screen Design

ÅAppropriate appearance
ÅPresenting Information

ÅAesthetics and Utility

ÅColor and 3D
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Techniques for Prototyping

ÅStoryboards

ÅLimited Functionality Simulations

ÅHigh-level Programming Support
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Storyboards

Åsimplest notion of a prototype

ÅGraphical depiction of outward appearance of 
intended system, without any accompanying 
system functionality

ÅDo not require much in terms of computing power 
to construct

ÅOrigins of storyboards are in the film industry
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Limited Functionality Simulations

ÅMore functionality must be built into prototype to 
demonstrate work that application will accomplish

ÅStoryboards and animation techniques are not 
sufficient

ÅA well-known and successful prototyping tool is 
HyperCard

ÅA simulation environment for the Macintosh line of 
Apple computers
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High-level Programming Support

ÅHyperTalkwas an example of a special-purpose 
high-level programming language

ÅAllow programmer to attach functional behavior to 
specific interactions that user will be able to do

ÅSuch as position and click on the mouse over a 
button on the screen

ÅAllow programmer to abstract away from the 
hardware specifics
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