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Modeling 
Concept model – at a high level, how does your solution solve your users’ needs? 
Interaction Framework – begins to describe how users will interact with your 
solution. 

Structure…Flow…Process (how do the pieces begin to fit together?)  
Design at the system level 
aka “Interaction Design” 

Affordances (what does this button do? What is its purpose?) 
Design at the screen level 
aka “Interface Design” 
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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 they might associate with your system? 
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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What should your system do? 

Functionality should map to 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 

How should it work? 

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: user cases + user flows  
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Developing the structure of the system 

Its not a linear process – iterate back and forth between user flows + 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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Information architecture 

Especially important for heavy content (more at the interface level) 
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Architectural Approaches 
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Hierarchical parent and child relationships Matrix 2 dimensions (sometimes 3?) 

Organic no consistent pattern Sequential step by step 
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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 

Beware of easy-to-get, easy-to-remember answers. 
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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 

A visual vocabulary for describing information architecture and interaction design 
http://www.jjg.net/ia/visvocab/ 
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About Face 3: The Essentials of Interaction Design, Alan Cooper 

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 

Envisioning Information, Edward R. Tufte – all Tufte books are fantastic 
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