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7.1 Ideas for new media and their interfaces

Where do ideas come from?  They come from.....
Observations of current work practice
Observations of current systems
Insights from other media and disciplines (7.2), e.g.,

Film
Animation
Theatre
Architecture
Industrial design
Information display

Imagination and envisionment (7.3, 7.4)
Scenarios, prototypes
Prototyping media and tools (7.5, 7.6)

From analogies and metaphors (Lecture 8)

Techniques for generating new ideas (Mountford, BGBG, 138-9)
New uses for the object (e.g., “the desktop”)
Adapt the object to be like something else

(e.g., a playroom, a kitchen)
Modify the object for a new purpose

(e.g., exploration, access to environment)
Add features to the object (e.g., other tools)
Subtract features from the object

(i.e., leaving bare essentials only)
Substitute a similar object (e.g., playing field)
Rearrange aspects of the object (e.g., top to bottom)
Change point of view

(e.g., windows view from files to desktop)
Combine the data into an ensemble (e.g., virtual office)
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7.2 Multidisciplinary design

Why multidisciplinary design?
Need for understanding of users and tasks
Need for communication with users
Need for envisionment of design possibilities
Need for playing with design ideas (7.1)
Need for creation of rich, sensual, interactive media
Need for evaluation of system and interface success

These needs require many skills and perspectives not
normally possessed by most computer scientists

Disciplines contributing to user interface design
Computer science
Psychology
Sociology, organizational behaviour
Anthropology, linguistics
Graphic design

See Vertelney, Arent, & Lieberman, (Laurel, pp. 45-55)
Industrial design

See Vertelney & Booker, (Laurel, pp. 47-63)
Task specialists, “users”

Need for clash, synergy of perspectives and priorities
Example: Computer science and graphic design

Computer scientists value program and how it works
Graphic designers value picture, screen, interaction,

and how it looks and feels
See Kim article, in Laurel book, pp. 31-44

Designers and users can help with envisionment (7.3, 7.4)

Key aspect is creating prototypes (7.5, 7.6), so prototyping
media must be accessible to non-computer specialists
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7.3 “Task analysis” of the future — Envisionment

Envisionment is the production of scenarios or other
artifacts such as scripts, storyboards, or interactive
prototypes for interface visualization

Envisionment for designing interfaces
Visualizing concepts
Exploring alternatives
Resolving feature details
Developing interaction scenarios (e.g., “Day in the Life”)

Envisionment for pre-testing interfaces
Can you read or interpret this?
Can you follow this?
Can you make this work?
Do you understand what is going on?
Is this the way you would do this?
Does this suggest alternate approaches to you?

Envisionment for presenting interface ideas
To interface designers, for discussion
To programmers, to guide implementation
To marketing and management, to guide product design
To users, to get early feedback

Another term is “smoke and mirrors” !
But don’t let yourself be fooled
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7.4 Envisionment tools for visualization

Scripts, scenarios... “A Day in the Life”

Role-playing exercises

Drawings, sketches

Screen shots

Storyboards

Flipbooks

Puppets

Collections of post-its and cut-outs

Physical models

Computer animation

Interactive software prototypes (e.g., with HyperCard, as in
7.5; Director, as in 7.6)

We have already seen examples associated with the Apple
and Interval Design Competitions
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7.5 Card-based prototyping tool — HyperCard

Features of HyperCard (Example in Fig. 7.1)
A system accessible to non-programmers
An interface builder
A direct manipulation system
A hypertext system
A prototyping tool
An extensible system
An object-oriented system

Some limitations to HyperCard
Interface limitations

Best for card-based interfaces
Not good for interactive text manipulation
Not good for sketching, gesture-based interfaces

HyperTalk language limitations
No arrays
Little (weird) program structure
Few debugging tools

7.6 Time-based prototyping tool — Director

Features of Director
System for computer animation, structuring images 

and their changes over time
Theatre as the unifying metaphor — actors, stage, etc.
Scripting language — Lingo
An extensible, object-oriented system

Director can be used for prototyping, but.....
Very low-level specification of interfaces
Lingo language not much better than HyperTalk
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Figure 7.1  A Telephone Logbook in HyperCard (Goodman, The Complete
HyperCard Handbook, 3rd Edition, Bantam, 1990, pp. 801-5)
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