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  Prototyping Lifecycle 

Have users test 
the prototype. 

Incorporate their 
feedback. 

Who are your users?  
What do they expect?  
What do they need?  
 

What does it need to do? 
What is the goal? 

 

Prototype and  
create samples. 

 
Source: Debra Lauterbach 

 



4.1 Product Description (10 min 
activity) 

Start with your product description. 

This should be a summary of what issue your 
app addresses, how your app addresses the 
issue, and the main features of your app. 

You should add anything else you think is 
essential for someone to understand the 
purpose of your app. 

Get feedback from your teacher and mentor 
when you’re finished.        Use page 16 of the 

workbook to write your  
product description. 



4.2 User Interface Design and 
Product Design 

Which remote looks easier to use? 

 

 
 

 

 

Source: Debra Lauterbach   Keep it simple! 

 



  What is a User Interface?  
User Interface: link between person and the 
technology 

User Interface Design: designing technology 
that makes sense to user – “intuitive” design 
 

 

 

 

 
 

User Interface: Buttons 

User Interface: Touch Screen 



  User-Centered Design 

Design products with the user in mind. 

You are not always the user. 



  What happens when you do not   
  design with the user in mind? 

Crash dummies used to only be made in the shape of adult men. 
 Women and children also ride in cars! 

This video illustrates the fact that users will not always understand what you intended 
when you make your design. 

Source: http://www.autoexpress.co.uk/news/autoexpressnews/210049/crash_test_dummies.html 

 

 

mailto:http://www.youtube.com/watch?v=AGVTp7eCWBo


Usability 



Efficiency and Productivity  

Is there an emphasis on productivity and 
efficiency?  

Will users have to work fast?  

 Will users have to be accurate?  



Error Prevention and Reduction  

Are we concerned that users will commit 
errors?  

 Do we expect users to be able to handle 
errors and escape them?  

 Do we expect users to handle errors with 
external support??  



Emotional Aspects (Satisfaction)  

Is it important that work with the system will 
be fun?  

 Can a high frustration level degrade user 
performance with this system?  

 How important is it to reduce boredom? 



  Usability Testing 

http://www.youtube.com/watch?v=6TbyXq3XHSc


Pronto Personas 
 1 
Sketch  and Name 

2  
Behavioral 
Demographic 
 

3 
Needs 

4  
Potential solutions 



User Scenarios 

Stories of: ”A day in the life of…”  

 What does the user intend to do, why, in 
what context, how, what are the outcomes 
and consequences  

The more stories – the better  



Lets Try it! (5min) 

Take 5 minutes and give us a persona and  a 
scenario 

Pronto Persona is a must! 



  Think-Pair-Share:  
  Usability Testing 

Write down any notes after watching the two 
Usability Testing videos  

Share your thoughts with the person next to 
you and then with the larger group. 

 

 Think-Pair-Share 



  Activity: Usability testing of  
  competitor apps( 15 min) 

Investigate apps (aim for 5) that are similar in 
function to yours or have the same target user 

Search on App Store for iPhone and Google 
Play for Android 

What does it do well? 

What could it do better? 

Make notes about the features/interface 
Color scheme, size/layout of buttons, readability, etc. 

        Fill in the chart on  
       page 17 of the workbook 



  You have competition… 
  So what? 

You can make a better product! 

Plastic bags can cover you from the rain…but 
aren’t you glad people invented raincoats? 

 



  4.3 Paper Prototype (20min) 

 Complete this  
   activity using phone 
template in pages 18 – 20 of the 

workbook or index cards 



 4.4 Get Feedback on Your Design  

Test your paper prototype 

Get feedback from potential users about your 
paper prototype and your list of features. 

Take notes on the feedback that you receive. 

Also get feedback from your teacher and 
mentor. 

    Use the 
questions on page 22 of the 

workbook  
and record feedback there. 

22 



  Next Week 

Bring the feedback you got from users. 

Bring your completed paper prototype. 

 


