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What to expect?

Techniques and hands-on activities around sketching
for human-computer interaction research.



What to expect?

Techniques and hands-on activities around sketching
for human-computer interaction research.

- Part 1: About Sketching
. Part 2: Getting Started with Sketching
. Part 3: Advanced Sketching Techniques

- Part 4: Visual Narrative and Storyboards
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Introduction and
warm-up activity






Introduce yourself to the person sitting
next to you.

For 2 minutes, one of you is introducing
yourself, the other person is creating a
quick sketch about you while listening.

After 2 minutes you switch roles.
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Introduce yourself to the person sitting
next to you.

For 2 minutes, one of you is introducing
yourself, the other person is creating a
quick sketch about you while listening.

After 2 minutes you switch roles.



PARTI
ABOUT SKETCHING



Motivation: A short

story about sketching



Thomas Alva Edison | Inventor
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http://edison.rutgers.edu/
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Edison and his staff
created over

2500

notebooks with
200-300 pages each

Source: The Thomas Edison Papers, Rutgers University
http://edison.rutgers.edu/
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Why is sketching useful?



Why is sketching useful?

Early ideation
Think through ideas

Force you to visualize how things
come together

Communicate ideas to others to
inspire new designs

Active brainstorming



getting the design right vs.
getting the right design



getting the design right vs.
getting the right design

(Bill Buxton)




Buxton - getting the design right
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Source: Sketching User Experiences: The Workbook, Morgan Kaufmann, 2011
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Buxton - getting the design right




Buxton - local versus global maxima
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Source: Sketching User Experiences: The Workbook, Morgan Kaufmann, 2011
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Instead: Getting the right design
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Design is Choice

there are two places where there is room for
creativity:

1. the creativity that you bring to enumerating meaningfully
distinct options from which to choose

2. the creativity that you bring to defining the criteria, or
heuristics, according to which you make your choices.

Bill Buxton



Reduction
decision-making

Elaboration
opportunity seeking

Source: Sketching User Experiences: The Workbook, Morgan Kaufmann, 2011
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Characteristics of Sketches



Clear vocabulary
Plentiful
Suggest and explore rather than confirm
Quick and inexpensive

Timely, when needed

Disposable

Minimal detail and distinct gesture
Ambiguous

Appropriate degree of refinement




Toru lwatani | Designer



Toru lwatani | Designer



Source: Toru Iwatani
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Clear vocabulary
Plentiful
Suggest and explore rather than confirm
Quick and inexpensive

Timely, when needed

Disposable

Minimal detail and distinct gesture
Ambiguous

Appropriate degree of refinement




“The best way to have a good idea

is to have lots of ideas.”
Linus Pauling
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Carl Liu | Interaction Designer



Source: Carl Liu












Quick, inexpensive
and disposable




Source: Carl Liu



P o ol Y -‘ s
. - \ “\
Source: Carl Liu = N :

| YV A TS -



P o ol Y -‘ s
. - \ “\
Source: Carl Liu = N :

| YV A TS -



But: “| can’t draw...”



“Sketches do not have to be pretty,
beautiful, or even immediately
understandable by others. However,
you should be able to explain your
sketches and ideas when anyone asks

about them.”

Saul Greenberg et al.






Alexander G. Bell | Engineer, Inventor
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http://memory.loc.gov/ammem/
bellhtml/bellhome.html/
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Source: The Library of Congress
http://memory.loc.gov/ammem/
bellhtml/bellhome.html/




“The fidelity of the sketch should
reflect the depth of our thinking”

Bill Buxton



PART Il
GETTING STARTED WITH SKETCHING



Sketching Tips and Tricks



Sketching Tip 1:
Don't use pencils but pens
and markers instead

Chisel
H e L
Shonp&.
Pemm\e“‘ Marker



Sketching Tip 2:
Keep your mistakes,
just keep going



Sketching Tip 3:
Imitate sketching
styles you like



Sketching Tip 4:
Sketch with fast and long strokes

(needs some practice)
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Sketching Tip 5:
Sketch analog (pen and paper)
before digital (tablet)



Sketching Tip 6:

Sketch in 2D -

three dimensions are not
necessary (most of the time)



Drawing People









REAL‘STlC __________________________ > ABS’-KACT

Source: Drawing from Scott McCloud; Slide from Eva Lotta Lamm



Drawing stick figures
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Drawing stick figures






Expressions




Hands-on Sketching:
Drawing people



Quickly sketch 10 different
stick figures:

Share ideas about what to draw
with your neighbor.

For example, draw a person
pointing, running, picking up
an object, ...









Star People O



Star People
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Sketch 10 star people:

Different positions,
actions, movements,
size, ...
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Changing view/perspective










Sketching
Faces and Emotions









Eyebrows

Mouth
)



Eyebrows

\

Mouth



Eyebrows
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Sketching motion (1)
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Sketching motion (2)



Hands-on Sketching:
Drawing people, actions,
emotions



Sketch 2 situations involving
people (use stick figures or star
people, emotions, objects, actions).

Pair activity: you tell your
neighbor what situation to draw,
then switch, then switch again, ...



Sketching Devices and Objects
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Hands-on Sketching:
Objects and Devices



PART lli

ADVANCED SKETCHING TECHNIQUES




Sketching Hands and Gestures
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But: “| really, really can't
draw hands...”



Sketching Technique:
Photo Tracing



Sketching Technique: Photo Tracing
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Sketching Technique: Photo Tracing
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s: The Workbook, Morgan Kaufmann, 2011
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Sketching Technique: Templates




Sketching Technique: Templates




Sketching Technique: Templates




Source: Sketching User Experiences: The Workbook, Morgan Kaufmann, 2011






























I—

oo @

Z

Portable personal
devices

Information
Appliances

A




Tricks for photo tracing



Tricks for photo tracing:
Begin with major
outline, then add
minimal details




Tricks for photo tracing:
Begin with major
outline, then add
minimal details




Tricks for photo tracing:
Begin with major
outline, then add
minimal details




Tricks for photo tracing:
Leave space for later sketching

\ % - T |




Tricks for photo tracing:
Emphasize major elements through thicker lines




Tricks for photo tracing:
Minimal details when drawing people’s faces



Tricks for photo tracing:
Minimal details when drawing people’s faces
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Tricks for photo tracing:
Minimal details when drawing people’s faces

P o -

[., VS. L



Tricks for photo tracing:
Drawing people’s faces




Hands-on Sketching:
Photo Tracing



University College London
Interaction Centre

Sketching Technique:
More examples of templates

and photo tracing
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Sketching Technique:
Hybrid Sketches



Source: Sketching User Experiences: The Workbook, Morgan Kaufmann, 2011






Sketching Technique: Hybrid Sketches




Sketching Technique: Hybrid Sketches




Sketching Technique:
10 plus 10



Technique: 10 plus 10

1) State the design challenge

2) Generate 10 different designs -
as creative and diverse as possible

3) Reduce the number of design concepts

4) Choose the most promising designs as a starting point

5) Sketch 10 details and/or variations of design concepts
6) Presentideasto agroup

7) Asyour ideas change, sketch them out



Initial number
of concepts

Further
addition

Further
reduction

Initial number '
Further
reduced New ones addition Fgrth.er
added reduction
Further
reduction
Concept , Concept
generation selected
convefgence convefgence convefgence
genefation generation genefation
Iterative:  General Iteration 1 Iteration 2 Iteration 3
overall concepts exploratory clarification resolution
Granularity: General Course Medium Fine
overall significant intermediate detailed
concepts alternatives development refinement

Source: Sketching User Experiences: The Workbook, Morgan Kaufmann, 2011



Technique: 10 plus 10 - Example



Technique: 10 plus 10 - Example
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Source: Sketching User Experiences: The Workbook, Morgan Kaufmann, 2011



Technique: 10 plus 10

Then: Choose & Refine Sketches:

Choose the most promising designs as a starting point

Sketch 10 details and/or variations of design concepts



Another example of 10+10
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Sketching Technique:
Reducing to Essentials



Jorn Utzon | Architect






Source: Jorn Utzon






Source: Jorn Utzon



Source: Jorn Utzon



Source: Jorn Utzon



Minimal detail and
distinct gesture




Sketching Technique: Reduce to essentials



Sketching Technique: Reduce to essentials




Sketching Technique: Reduce to essentials




Sketching Technique: Reduce to essentials
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“If you want to get
the most out of a

sketch, you need
to leave big
enough holes.

There has to be
enough room for
the imagination’

Bill Buxton




PART IV: VISUAL NARRATIVE

AND STORYBOARDS




From single sketch to storyboard

The interface only at a
single moment in time




Storyboards: A Long Tradition in Animation

Disney’s Robin Hood storyboard, www.animaart.com/Cellar/disneyart/90robin%20storyboard.jpg.html



Source: Disney
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Key Elements: Annotations



Key Elements: Annotations
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Key Elements: Annotated Actions




Key Elements:
Transitions
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Bill Buxton Sketching User Experiences, Morgan Kaufman Figure 4



Creating Storyboards
Step-by-Step



The goal




Begin with 5 empty frames




Begin with 5 empty frames

wﬂ‘/ 5 franﬁhs?

|




Begin with 5 empty frames

wh 5fran#hs? (

* range between 3 and 7
* if more:try tosplititup




Develop a story

QX
BEGINNNG —M \

[ END



Write script: 1 sentence per frame

lﬂwﬂvﬁw



Write script: 1 sentence per frame

A —————

eviradiiod L 5 W] o alo o @ b
iurol\'l'un



Sketch the
individual frames




Sketch the
individual frames

Remember: use
sketching vocabulary
and other sketching
techniques we learned
earlier
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Select appropriate camera shots
(learning from film making)



Select appropriate camera shots
(learning from film making)

Extreme long shot
(wide shot)

A view showing details of
the setting, location, etc.

Long shot
Showing the full height
of a person.

Point of view shot
(POV)

Seeing everything
that a person sees
themselves.

Medlum shot
Shows a person’s head
and shoulders.

l%@

Over-the-shoulder shot
Looking over the shoulder
of a person.

Close-up

such as showing details of
a user interface a device
the person is holding.



Extreme long shot
(wide shot)

A view showing details of
the setting, location, etc.



Long shot
Showing the full height
of a person.



Medium shot

Shows a person’s head
and shoulders.



Wl
[

Over-the-shoulder shot

Looking over the shoulder
of a person.



Point of view shot
(POV)

Seeing everything
that a person sees
themselves.



Close-up

such as showing details of
a user interface a device
the person is holding.



Select appropriate camera shots

Extreme long shot
(wide shot)

A view showing details of
the setting, location, etc.

o

Long shot
Showing the full height
of a person.

Point of view shot
(POV)

Seeing everything
that a person sees
themselves.

Medium shot
Shows a person’s head
and shoulders.

Over-the-shoulder shot
Looking over the shoulder
of a person.

Close-up

such as showing details of
a user interface a device
the person is holding.



Select appropriate camera shots
(learn from film making)



Key Decisions

« should | show the user in the scene?

- what key frames should | use to create the
sequence?
— capture the essence of the story
— people can ‘fill in’ the rest

- what key transitions should | show?
— actions to get from one frame to the next?



Emphasize actions
and motions




Add annotations

to emphasize people’s
actions or thoughts,
or changes happening in =
a device’s user interface




The final storyboard
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Case study (Kevin Cheng):
The Square

VSIA

0TOZ

Source: Kevin Cheng




Case study (Kevin Cheng):
The Square

THATLL BE $60

Source: Kevin Cheng



Hands-on Sketching:

Storyboards



Interaction Centre

Shortcuts and other methods
for creating storyboards




Photo-based storyboards:
Take 5 photos of key moments




Print out (50% transparency)




Add annotations




Add storyline and comments




Overlays




Overlays
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Overlays




Result
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Branching storyboard
(state-transition diagram)



Gonmct List \

5. Memory Status

\Select  Back /

Source: Sketching User Experiences: The Workbook, Morgan Kaufmann, 2011
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The sequence of images sketches out a potential design for T
interacting with a mobile calendar agenda application.

Source: Sketching User Experiences: The Workbook, Morgan Kaufmann, 2011



Case Study:

Microsoft Research
Cross-Device Interactions
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Tracking people’s position
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Tracking people’s position




Kinect
cameras
\

Tracked
people and
tablets

Area traked by
Kinect cameras




Digital Sketching



Digital Sketching Favorite Software

- Paper by 53 (iPad)
- Adobe sketching apps: Line/Sketch/Ideas (iPad)
« Bluebeam PDF Revu (Windows)

— &

Paper~



Digital Sketching Favorite Pens
« Adonit Touch

PO LTI
\>\,

« Adonit Jot Pro

- Wacom Bamboo pen

» k :




Learning more...



Sketching User
Experiences
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Sketching as everyday habit

by MYKEROHDE




Problem solving with simple sketches
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Rapid (not design) sketching




Visual storytelling




Sketching workbook website:
http://saul.cpsc.ucalgary.ca/sketchbook/



Jack Dorsey | Software Architect






Source: Jack Dorsey
http://www.flickr.com/
photos/jackdorsey/
182613360/




University College London
Interaction Centre

Sketching User Experiences:
The Hands-on Course

Nicolai Marquardt
University College London



Optional techniques



The sketchbook
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Sketching Technique:
Wireframes



Sketching
Technique:
Wireframes




CDM\M Lo&IX vl

{« i u«df.«zww a?f

cgmgm

-

WHITE

| LI UV . LN

¢ MOE oW 1460

\,,;.-”:‘, MHWE«Z

- P e

/,‘._ :
" ’ e ’I
M s

e e [

2
HONES 5> - CEonE ST o
W TRASER 1 ~Lis SEVV,
INFPFAR 2 = lfow IT LURUS
Nt 4 - e Cmp

Fredbi| ? ﬁ






I (0

Source: Peter Mah, http://ig.obsglobal.com/2012/10/sketching-to-make-great-user-experiences/



Task: Sketch the essential elements
of the following interface



Task: Sketch the essential elements
of the following interface

1:47 PM

Katelyn Gleason

Visit Profile
‘:\'
06/12/11 scanned,
Phone Call
06/10/11 phone call,
Video m
08/18/10 video,

General Physical Lab Result

08/12/10

X-ray Neck

08/05/10

General Physical Lab Result

07/13/10

Ultrasound Baby

05/14/10

EKG

05/14/10

'dr chrono

J

lab result,

&

xray,

J

lab result,

Chart ID: GLKA000007 Gender: F Age: 25 DoB: 02/15/1986

Chief Complaint: = unspecified pain or illness
+ Photo

New eRx eRx Refills

& 555-555-5555

Chat




Task: Sketch the essential elements
of the following interface

... and now sketch variation of this interface.
(using part of the templates provided)



Wireframe sketches: Elements

Header

Tab

Filler text

_User
Picture

Photo

Video

Side-scrolling Module 4

Source: Leah Buley

|l

LT

Callouts

Can show alerts,

help, guidance or
sketch annotations -I

Pop-up
Module

Mm

Arrows

Larger ones can
communicate weight,
or act as labels

>
=

NEXT
<STEF

L

Drop Shadows
Communicate depth and
bring attention to callouts
or popup boxes

Calendar

Page curl

Mouse Cursor
Quietly indicates a
rollover state

U

_pij,:{
T

as

- (4




Shortcuts: Paper Prototypes with Office Supplies




Wireframing software (e.g., Balsamiq)

ALY AT | Fre e view Heip N of text.
A paregraph .
Qﬁxéw - @ A second row of text.
Open cTRL4C| | Item One
Open Recent y| | Htem Two [ Seme text ]
Name Nk, Item Three
[One ] Two | Three | AN e ® Option Ome
Some text
Option Ty
3 |Paldi 4 pHin Twe A second line of text
o/ The 0 v Show thing
Exit CTRL4Q
3 %]
O Redio Butter
2 m— "B [wes] [wes] R EV/—/—/—
. o I e
Tcon Nerse

@ e 1)
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| &1
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Multiline Buttol
Se0d e o Y
g ink
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Qierrd)

Somne text

&
Window Name
r~ Group Name

One ~

0] ] ()

./

Them Two ¢
Them Three [BZU sefwpli=is|c B0 | \//
Them Four l’.__,k»'

(™) Use F for cloted folders
T Use F for open Folders
Yauuycl»uumh
[=] end this
X or this
O end this
[ ereven ths
V end this
[ Use - for a file lon
or _ toleave a space for your owel
T use spaces or dots fer Nerarchy

Twe \| Threa\|Four

e Statistic .
teaching ps
.. tool ,.. toreac
treve Tutorial

typography
ubunt. usability

 on @NCTT)

First Tab
A comment

A paragreph of text.
A second row of text,

}Aww*hxt

v A Checkmark
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