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interaction design 

Thanks to JoEllen Kames 
Motorola Mobility | Consumer eXperience Design  
for presenting earlier versions of these slides in 
our on-campus version of this course 
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interaction design > interface design 

21w.789 INTERACTION DESIGN 

Structured ways for effectively taking what you have learned about people and 
transforming it into something that provides value + delight 
 
Modeling 
Framing the solution space 
What is it? How does it connect to other things? How does it meet users’ goals? 
 
Structure…Flow…Process  
Designing how the system will work 
How big is it? What can I do with it? 
 
Screen design 
Designing how the screens will work 
What goes where? Why? 
 
 
 



4 

modeling 



5 

modeling: what is it + why is it important 

21w.789 INTERACTION DESIGN 

Modeling 

Defining an visual abstraction of your solution that provides the big picture of  
your system 

Framing the solution in context of the environment + other systems 

Frames the solution in the end user’s context 

 
Why do it? 

Helps define initial scope of the system 

Defines other influences on the system or on users of the system 

Builds consensus among team members 

Frames big ideas for stakeholders  
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modeling: human centered concept models 
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How do users think about your system? 

What are the activities that they can do?  

What are the different types of users that will use your system? 

What are the different modes in which they might use it? 

What are the different phases that your system might address? 

How is it different than what they used before? 

Is there a familiar metaphor that will help users understand your system? 
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modeling: using metaphors 

21w.789 INTERACTION DESIGN 

Copyright Motorola Mobility: Used with permission 



8 

modeling: using metaphors 

21w.789 INTERACTION DESIGN 

Copyright Motorola Mobility: Used with permission 



9 

modeling: using metaphors 

21w.789 INTERACTION DESIGN 

Copyright Motorola Mobility: Used with permission 



10 

modeling: before + after 
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modeling: before + after 
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modeling: mental models 
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modeling: system diagrams 
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modeling: content types 
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modeling: user types 
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modeling : service blueprints 

Actions users take and steps needed to support these 
actions by various parts of your service 

http://digiservices.files.wordpress.com/2009/11/blueprinting2.png 
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making models 

Take 15 minutes in your groups and  
create some simple models for  
your app 

 
before + after (how is life different with your app) 
mental models (how do users think about a key part of your system) 
system model (how is your system architected) 
user types (what different types of users would use your app in what ways) 
content types (what different types of content and interactions are in your app) 
service blueprint (what are all of the user touchpoints with your system) 
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structure…flow…process 
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structure…flow…process: putting it all together 
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concept models information architecture 
use cases + user flows 

screen wireframes 

Copyright Motorola Mobility: Used with permission 
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structure…flow…process: user goals 
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What should your system do? 

Functionality should map to user goals  
life goals: beyond the system, but help explain why trying to accomplish end goals 
experience goals: how someone wants to feel while using the product 
end goals: outcomes users expect from using the system 
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structure…flow…process: interaction framework 
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How should your system be structured? 

Cooper’s Interaction Framework 
1.  What is the form factor and input methods? 
2.  What are the different views?  
3.  What are the functional and data elements? (basically, parts of a larger key path) 
4.  What are the functional groups and hierarchy? (sequence, groupings of containers, 

functionality – based on form  
factor and input methods) 

5.  What does the interaction framework begin to look like? 
6.  What are the key path scenarios? (primary actions and pathways through the system, 

e.g. viewing and composing emails) 
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structure…flow…process: a few notes 
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It’s not a linear process – iterate back and forth between user flows + preliminary wireframes 

Showing user experience flows vs system/business flows 

Flows demonstrate users movement through time – how the user begins,  
ends and the clearly marked path that they take 

Demonstrating cause + effect 

Consistency is key in diagramming systems – there is no “right” visual language  

Visual vocabulary – borrowing and adapting to make it your own 
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use cases 
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What will a user do in your application/service? 
 

-  Aspirational/Emotional Use Cases 
-  Feel closer to friends and family 

-  Feel entertained on a commute 

-  Laugh 

-  Functional Use Cases 
-  See which friends are nearby 

-  Play/Pause a movie 

-  See a list of movies playing nearby 

-  Sort list by distance  
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use cases 
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Creating a full list helps to plan structure of your application 
 
Keeps you focused on “core” use cases and keep feature 
bloat in check 
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structure…flow…process: use cases 
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use cases 

Take 10 minutes in your groups and list 
out all the use cases you can think 
of for your app 

 
If you have time, prioritize these as 

Core, Important, or Nice to Have 
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structure…flow…process: information architecture 
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02 March 2010 

Copyright Motorola Mobility: 
Used with permission 
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structure…flow…process: know your sandbox 
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Android iOS Windows Mobile 
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structure…flow…process: know your sandbox 
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Android iOS 

Blackberry 
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structure…flow…process: patterns + guidelines 
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Navigation bar 

Action bar 

Multi-pane layout 
Gestures 
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structure…flow…process: interaction model 
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affordances/interface design: early definition + sketches 
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affordances/interface design: early definition + sketches 
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05 March 2013 
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flow models 

In your groups, take 15 minutes to 
create a flow model for your app 

 
What are the screens involved? 
 
How do you move from screen to 

screen to complete a task? 
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screen design 
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affordances/interface design: interface design principles 
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Wodtke’s 8 principles 
 

1. Design for way-finding – where you are, where you can go, how to get there  
2. Set expectations and provide feedback 
3. Ergonomics design 
4. Be consistent and consider standards  
5. Provide error support – prevent, protect, and inform 
6. Rely on recognition rather than recall 
7. Provide for people of varying skill levels – intermediate is fine 
8. Provide meaningful and contextual help and documentation 
 
Blueprints (or user flows and wireframes) are just good thinking written down 
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affordances/interface design: screens 
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affordances/interface design: screens 
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iterating with users 
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paper prototypes 
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Create every screen on a separate index card (roughly the 
size of a phone screen!) 
 
If there are any overlays, places for information to be entered, 
create separate pieces for these 
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usability evaluation 
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Next class! 
 
Come in with 3-4 key use cases that you want to test 
 
Often: 
•  First time user experience 
•  Key use of the application 
•  2nd Key use of the application 
•  1 thing that you’re not happy with in the design (strange 

corner case, setting, etc.) 
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structure…flow…process: a few web resources 

21w.789 INTERACTION DESIGN 

Android User Interface Guidelines 
http://developer.android.com/guide/practices/ui_guidelines/index.html 
  
Android Design Patterns 
http://developer.android.com/design/patterns/index.html 
  
Google I/O 2010: Android UI design patterns 
(older but good video for how to think about design patterns) 
http://www.youtube.com/watch?v=M1ZBjlCRfz0 
  
iOS Human Interface Guidelines 
http://developer.apple.com/library/ios/#documentation/UserExperience/Conceptual/
MobileHIG/Introduction/Introduction.html 
 
iOS Mobile Patterns Library 
http://pttrns.com/ 
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structure…flow…process: a few web resources 
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UX Sketching And Wireframing Templates For Mobile Projects 
http://uxdesign.smashingmagazine.com/2012/09/18/free-download-ux-sketching-wireframing-
templates-mobile/ 
 
A visual vocabulary for describing information architecture and interaction design 
http://www.jjg.net/ia/visvocab/ 
 
First Principles of Interaction Design 
http://www.asktog.com/basics/firstPrinciples.html 
  
Views and Forms: Principles of Task Flow for Web Applications Part 1 
http://www.boxesandarrows.com/view/
views_and_forms_principles_of_task_flow_for_web_applications_part_1 
  
Wizards and Guides: Principles of Task Flow for Web Applications Part 2 
http://www.boxesandarrows.com/view/
wizards_and_guides_principles_of_task_flow_for_web_applications_part_2 
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A few good books 
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About Face 3: The Essentials of Interaction Design, Alan Cooper 
 
Designing with the Mind in Mind: Simple Guide to Understanding User Interface  
Design Rules, Jeff Johnson 
 
Designing for Interaction: Creating Smart Appliances and Clever Devices, Dan Saffer 
 
Elements of User Experience, Jesse James Garret 
 
Information Architecture: Blueprints for the Web, Christina Wodtke 
 
Designing Interactions, Bill Moggridge 
 
Sketching User Experiences, Bill Buxton 
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in sections 

Finish models, flows, screen design 
 
For next week, create a full paper 

prototype of your system, each 
screen hand drawn on a separate 
sheet of paper with separate cut 
outs for overlays/menus/etc. 

Have 3-4 use cases that you want to 
test 

 
Next week’s class will cover usability 

testing of prototypes  


