CS 321: Introduction to HCI

Methods for Design, Prototyping and Evaluating User Interaction

Lecture 13: Eren Gultepe
Storyboarding




Tasks in Your Projects

Say what is accomplished, not how

Real tasks that people currently encounter,
or new tasks your design will enable

Reasonable coverage of the interesting aspects
of your problem and your design space

Range of difficulty and complexity

Park at the zoo on a weekday
Park Friday night in the business district
Park at the airport




Using Tasks in Design

Write up a description of tasks

formally or informally
run by people and rest of the design team

get more information where needed




Using Tasks in Design

Rough out an interface design

discard features that do not support your tasks
or add a real task that exercises that feature
major elements and functions, not too detailed

hand sketched

Produce scenarios for each task
what person does and what they see
step-by-step performance of task
llustrate using storyboards



Why do we need stories in design?

Communicate with your audience

Other designers, clients, stakeholders, managers, funding agencies,
potential end-users...

Explore people's purpose
Gather and share information about people, tasks, goals
Put a human face on user data
Spark new design concepts and encourage innovation
Share ideas and create a sense of history and purpose
Giving insight into people who are not like us (empathy)

"Maybe stories are data with a soul!" - Brene Brown



Why do we need stories in design?

How would you explain your favorite social media tool to
someone living in 19957 E.qg., yelp, twitter, snapchat,...
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Storytelling

Stories have an audience

Other designers, clients, potential end-users,
stakeholders, managers, funding agencies

Story  Story &‘*f :

Stories need to match audience and purpose

Quesenberg and Brooks



Potential Purpose of a Story

Purpose allows choosing effective details

Stories have a purpose
Share information about people, tasks, goals
Giving insight into people who are not like us,
convey detalils that might be lost in generalities

Put a human face on analytic data
Spark design concepts and encourage innovation

Share ideas and persuade on potential value

Quesenberg and Brooks



Stories Provide Context

C h ara Cte IS Details of interface features and
.. components are not necessarily
Who is involved surfaced, they can often be
- developed and conveyed more
Settl N g effectively with other methods
Environment
Seq uence Canhelp highlight details
o that might otherwise be
What task is illustrated ignored
What leads a person Grocery store application:
to use a design e e
What steps are involved - privacy of speechinput
SatiSfaCtiOn - split attention

What is the motivation
What is the end result
What need is satisified

Amal Dar Aziz



Three Ways of Telling Stories

Scenarios
A short story about a specific user with a specific goal

Written accounts and narratives of the experience
Analogy: Books

Storyboards

A series of sketches showing how a user might progress
through a task in a system

Visual storytelling with rough sketches/cartoons
Analogy: Comics, Picture books

Video Storyboards

Richer visual storytelling
Analogy: Movies/TV



Scenario

Persona + Task + Action = ...

Scenarios are stories created to communicate and
explore the context on WHO does WHAT, WHEN,
WHERE and WHY.



Scenario Example (Persona)

Peter Jones is a 23 years-old design professional.

He is a hard-worker, and things big career-wise. He is kind
of an introvert, now single, and most of his social life
happens on the weekends with roommates and a couple of
good friends.

He likes to recharge by reading at home and sometimes
playing video-games or watching movies.

User-story:
- Wants to make his weekend hours last as much as
possible because those are the only leisure time he gets.



Scenario Example (Task Analysis)

Have a brunch with roomies
- Organize
- Chose place
- Poll for date
- Share calendar invite
- Get everybody to place
- Wake-up everybody
- Drive to place
- Get direction
- Drive
- Park
- Have a fun eating time
- Order food
- Take photos
- Eat



Scenario Example: Parking

Peter is going to brunch on a Sunday with his
roommates. He is trying a new place he found on Yelp.
He has the address for the place and he is using a
smartphone GPS for directions. He leaves the apartment
with his roommates at around 8:30am and he wants to
beat the crowd so they won’t have to wait in line. He is
driving a Toyota Corolla that he has owned for five years.
It is a rainy day and he doesn’t have an umbrella.



Scenario Example: Parking

unknown neighborhood/restaurant

Peter is going to brunch on a Sunday with his
roommates. He is trying a new place he found on
Yelp. He has the address for the place and he is using a
smartphone GPS for directions. He leaves the apartment
with his roommates at around 8:30am and he wants to
beat the crowd so they won’t have to wait in line. He is
driving a Toyota Corolla that he has owned for five years.
It is a rainy day and he doesn’t have an umbrella.



Scenario Example: Parking

needs to find a parking spot close by?

Peter is going to brunch on a Sunday with his
roommates. He is trying a new place he found on Yelp.
He has the address for the place and he is using a
smartphone GPS for directions. He leaves the apartment
with his roommates at around 8:30am and he wants to
beat the crowd so they won’t have to wait in line. He is
driving a Toyota Corolla that he has owned for five years.
It is a rainy day and he doesn’t have an umbrella.



Storyboard
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Another one
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Another one
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Storyboading
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Why Storyboards?

(If you have Scenarios)

As a visual representation, storyboards help thinking deeply
about...

Specific environments where the system is used
Physical constraints (size of system, space where it’s used...)
Relationships among multiple people



Provide Context

Characters
Who is involved
Setting
Environment
Sequence
What task is illustrated
What leads a person to use a design
What steps are involved
Satisfaction
What is the motivation
What is the end result
What need is satisfied



lllustrating Time

Storyboards come from film and animation

Give a “script” of important events
leave out the details
concentrate on the important interactions

\ | HE ALWAYS STORYBOARDS
\’\ WA 1\%‘ 4 THE HUNT FIRST.
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Storyboards

Can be used to explore

Much faster and less
expensive to produce

Can therefore explore
more potential approaches

Notes help fill in missing
pieces of the proposal

Relative to film, these
function as sketches




Storyboards

Can be used to convey

Effective storyboards can
quickly convey information
that would be difficult to

understand in text

Imagine explaining this in
text, for various audiences




Storyboards

Can illustrate
key requirements
and leave open
less important
details of design
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Elements of a Storyboard

Visual storytelling

5 visual elements
_evel of detall
nclusion of text

nclusion of people
and emotions
Number of frames

Portrayal of time
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"Tobetter characterize design intuitions:
gather and analyze artifacts
semi-structured interviews
survey focused on identified elements

Truong et al, 2006



1. How Much Detail?

Guideline: too much detail can lose universality

THE ABILITY OF
CARTOQONS TO FocYs
OUR ATTENTION ON
AN IDEA 'S, I THINK,
AN IMPORTANT PART
OF THEIR SPECIAL
POWER BOTH IN COMICS

AND IN DRAWING
GENERALLY.

ANOTHER 1S THE
LINIVERSALITY OF CARTOON
IMAGERY. THE MORE CARTOONY A
FACE 1S, FOR INSTANCE, THE MORE
PEOPLE IT COULD BE SAID TO
DESCRITE.

Scott McCloud




1. How Much Detail?

Sketching People




1. How Much Detail?




1. How Much Detail?

Unnecessary details distract from the story



2. Use of Text

Guideline: It is often necessary, but keep it short
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2. Use of Text

Guideline: It is often necessary, but keep it short
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1, At home, Mary checks her blood pressure. 2. After a few simple key presses, her 3. The information 1s made available to her
blood pressure readings get sent to a doctor.,
clinic,

Short text is more effective, less likely to over-explain

Watch for cases where text induces weird biases



3. Include People and Emotions

Guideline: Include people experiencing the
design and their reactions to it (good or bad)
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Remember, the point of Storyboards IS to
convey the experience of using the system



4. How Many Frames?

Guideline: 4-6 frames is ideal for end-users

Less work to illustrate
Must be able to succinctly tell story

Potentially longer for design clients

More is not always better
May lose focus of story
May lose attention



4. How many frames?
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4. How many frames?
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People found the extra panels were not needed



5. Passage of Time

Guideline: Only use if necessary to understand
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5. Passage of Time

Guideline: Only use if necessary to understand
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Storyboards for Comparing Ideas

Authoritative

Supportive

y/ Hey! You need
to exercise at least
20 days a month

Cell phone is used to
keep track of one’s fitness goal,

/ Hey! | will keep a
record of days you
exercise

®.

2nd Week|

7 Good job! You've
exercised more than
20 days a month!

Cell phone is used to
keep track of one's fitness goal,




Storyboards for Comparing Ideas

Let's use our cell
phones to keep a

record of the number
of days that we exercise!

Yeah! We are aimost
there. Good Job!

Cooperative

|

Okay! Let's work together to
meet a goal of exerclsing
for least 2 weeks.

“Yeah! | win this week!
Let's see who wins
rext week.

Let's compete t0 1st Week
see who exercises

more,

Competitive

Okay. Let'sdo it!



Negative

Reinforcement

Positive

Reinforcement

toryboards for Comparing ldeas

I'm going to use
my phone to keep track
of my fitness goals,

Week 1

—go

Week 2

on my phone is ugly. |

the flowers alive!

Oh no! My virtual garden

need to exercise to keep

Now | have
lots of flowers in
my garden!

I'm going to use
my phone to keep track
of my fitness goals.

Week 1

Now | have
a full garden!

Each time | exercise, | will get
another item added
to my garden.




Amal’'s Guide to Storyboarding

Amal Dar Aziz \



Amal’'s Guide to Storyboarding

Amal Dar Aziz \



Selective Use of Color
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Selective Use of Color
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Team activity

Again, using your project as a basis:

Create one storyboard that presents

- one of your personas,

- and one of the tasks you plan to support,

- IMPORTANT: | still don't want details on the solution.



Value of Animation or Video

Can illustrate critical timing

Can be more engaging than written or storyboard
Can help convey emotion (e.g., voice, music)

Can show interactive elements more clearly

Can be self-explanatory
If done well, can be an effective pitch

But you need to keep it quick and effective



Video Prototypes

May build upon paper prototypes,
existing software, and images of real settings

Narration optional

Narrator explains,
actors move or illustrate interaction

Actors perform movements and viewer
expected to understand without voice-over



Steps to Create a Video Prototype

Review field data

Review ideas from brainstorm

Create text for usage scenarios

Develop storyboard, with each scene on a card,
illustrating each action/event with annotations
explaining what is happening



Steps to Create a Video Prototype
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Steps to Create a Video Prototype

Shoot a video clip for each storyboard card
Avoid editing in the camera, just shoot scenes

Use titles to separate clips
Like a silent movie

Digital changes these tradeoffs, but respect the
spirit of doing this quickly to get point across
If you make an error, just reshoot it



