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What do we design when we
design interactions?
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What you will learn in this course

Design techniques:
Various forms of sketching, navigation chart design, storyboarding
and prototyping

Design tools:
Adobe XD / Axure / InVision
Programming of interactions for web (using jQuery UI / JavaScript)

Principled approach for design
Situation-driven vs concept-driven interaction design
Designing through reflective framing
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Teaching philosophy: progressive inquiry*
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* https://en.wikipedia.org/wiki/Progressive_inquiry

https://www.flaticon.com/authors/freepik
http://www.flaticon.com/


Project

There is no customer
This is to maximise learning
Allows for risk-taking, experimentation, retries, false starts, …

Schedule:
Week 1: Sketches
Week 2: Detailed sketches
Week 3: Evaluating interaction designs
Week 4: Mockups using IxD software
Week 5: Programming of an IX detail using jQuery UI

Deliverables:
Group: Presentations+reports on Fri afternoon’s design crits
Personal: Reflections on the following weekend’s Sun nights
(more about this in the next slide)
Final group deliverable: Thursday 5 December
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Lecture–project timing, part 1
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Lecture–project timing, part 2
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Friday 13-15 
Crit

Monday 9-12 
Lecture Friday 9-12 

Lecture

Tue–Thu 1 hr 
Tutoring

Friday 13-15 
Crit

Monday 9-12 
Lecture Friday 9-12 

Lecture

Tue–Thu 1 hr 
Tutoring

Monday 9-12 
Lecture

Every project deadline is supported by Lecture on Friday, Lecture on 
Monday, and a Tutoring session:

DL

DL

DL

DL

Group 
deliverable

Personal 
deliverable



Weekly group deliverables

Group size: 3
DLs:

At Friday afternoon crits

Two formats:
10-min presentation in 
the class
~ 3-page ”annotated
portfolio” (like in the pic, 
but with full-sentence
explanations)
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Picture taken from Gaver & 
Bowers (2012). Annotated

portfolios. interactions, 
July+August issue, 40–10.



Weekly personal deliverables

DLs:
Sunday evenings after the
crit
Return via MyCourses

Reflection-oriented
annotated portfolio:

1 page PDF
Reasons for this
deliverable:

Shows your personal
commitment
Helps ensure that every
student gets a learning
experience from every week.
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Your Name

Week X

1. What were your personal goals
this week in the project: what you
tried to achieve / what problem
you wanted to address?

2. How did you build on existing
knowledge (articles, online texts, 
reference products,…)?

3. Illustrate with sketches, 
screenshots etc., from your own
work during the past week, how
you addressed 1 and 2.



Grading

60% group work
6 weeks * 6 points / week

40% personal work
6 weeks * 4 points / week

36 + 24 = 60 points maximum
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Course effort calculation

Lectures 3 h x 11 times = 33 hours
Design crits 2 h x 5 weeks = 10 hours
Tutor meeting 1 h x 6 weeks = 6 hours
Personal deliverable creation 3 h x 5 weeks = 15 hours
Reading 4 h x 5 weeks = 20 hours
Personal+joint work for group project 22 h x 6 weeks = 132 hours
Reflection (20%) 270 h x 20% = 54 hours
Total 270 hours
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Project group creation
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Group compositions

Your group number is in 
your email

Introduce yourselves to 
each other
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Move yourselves to sit like this

Front of room



Introduction to the group
project
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This course does not have an external customer
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Context-aware notification app

Design task:
Design the UI for a service (mobile and desktop) app that can
1) Make an alarm, other kind of notification/reminder, or send a 

message to someone else
2) At a certain time in the future, or at a certain location

During this course, you can:
extend the app with other features
reframe the idea of this app
…as long as you can retain the app’s conceptual clarity

Design has to focus on:
Finding a good concept for the app
Identifying the right features and functions
Design of the interactions (taps, swipes, animations, visuals)
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Deliverable instructions for week 1

Steps for the first week:
1. Explore possible designs: create 2-3 different use

scenarios
2. Based on the scenarios, identify whether you will focus

primarily on mobile or desktop version
3. Generate ideas of different app types
4. Discuss the required features and characteristics of app

types
5. Evaluate the good and bad sides, and other

characteristics, of your app alternatives
6. Annotate the sketches with key contents of step 4

Go back and forth between the steps
You can also investigate existing apps and read literature

In Friday’s design crit:
Present highlights from your sketches and the process
Return an annotated portfolio of your app sketches
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Can you suggest
a design for our

service in our next
week’s meeting?

Team 
leader

Team 
leader

Designer

I made these three designs. 
The first one is probably fastest
to create, the second one would
feel most familiar to our users, 
while the third one would have

the following interesting
interaction principle…



Book your tutoring times

Choose (now!) your group’s 1-hour tutoring times from the
following links (1 meeting/week):

Go to MyCourses page => Schedule => Scroll to bottom
- or -

Go to http://bit.ly/32FkvHg => Scroll to bottom

Use your group number as your name
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http://bit.ly/32FkvHg


Sketching, part 1
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Sketches
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”HPD 24 Nov 2009” by Jordanhill School D&T Dept. 

https://www.flickr.com/photos/designandtechnologydepartment/4131215187/ 
Attribution 2.0 Generic (CC BY 2.0)



Interaction sketch
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Why sketching?
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”the relatively low cost of  paper prototypes is 
their potential to enable the early exploration of  
more design alternatives than would otherwise be
affordable (in time and money)”

Tohidi et al. (2006). Getting the right design and the design right: Testing
many is better than one. https://doi.org/10.1145/1124772.1124960

”simultaneous investigation of  multiple
alternatives by the same designer or team and the
exploration of  alternative designs pervades all
stages of  the process”

” ...a designer that pitched only one idea would
probably be fired. I'd say 5 is an entry point for 
an early formal review” (Alistair Hamilton, VP 
Design, Symbol Corp. Personal Communication)

https://doi.org/10.1145/1124772.1124960


How can you generate good alternatives?

By understanding the user and the task

By combining two design approaches:
Situation-driven design: Solving user’s
”problem” with designs that are good
(i.e., work well)
Concept-driven design: Design as 
reflective research and exploration of 
possibilities
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More about this today
and throughout this

course

More about this on 
Friday and next week

1. Explore possible designs: 
create 2-3 different use
scenarios

2. Based on the scenarios, 
identify whether you will
focus primarily on mobile or
desktop version

3. Generate ideas of different
app types

4. Discuss the required
features and characteristics
of app types



How do experienced designers work?
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Stolterman & Wiberg
(2010): Concept-Driven
Interaction Design 
Research. Human–
Computer Interaction
25(2), pp. 95–118. 

Dorst, K. (2011). The core
of `design thinking' and its
application. Design 
Studies, 32(6), 521--532. 

Cross, N. (2004). 
Expertise in design: An 
overview. Design 
Studies, 25(5), 427--
441. 

Schön, D. A. (1983). The
Reflective Practitioner: 
How Professionals Think in 
Action. New York, NY: 
Basic Books. 

framing move experiments
back-talk
reflection in action

concept designs
as probes

framing



Highlights from Cross (2004)

Problematisation to avoid a simplistic approach:
”creative experts will define the given task so that it is problematic—i.e. 
deliberately treat it as ill-defined”

Framing:
”attention to ‘problem scoping’ (i.e. ‘adequately setting up the problem
before analysis begins’ […]) did result in better designs.”
”experts integrated the visual and technical elements […], and generally
considered them in a parallel way during the design process”

Using intuition:
”designers move rapidly to early solution conjectures, and use these
conjectures as a way of exploring and defining problem-and- solution
together”

Opportunistic sidesteps from a structured process:
”the interleaving of problem specification with solution development, 
‘drifting’ through partial solution development, and jumps into exploring
suddenly-recognised partial solutions”
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Rest of the lecture:

Getting started for Friday’s sketches
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Context-aware notification app

Design task:
Design the UI for a service (mobile and desktop) app that can
1) Make an alarm, other kind of notification/reminder, or send a 

message to someone else
2) At a certain time in the future, or at a certain location

During this course, you can:
extend the app with other features
reframe the idea of this app
…as long as you can retain the app’s conceptual clarity

Design has to focus on:
Finding a good concept for the app
Identifying the right features and functions
Design of the interactions (taps, swipes, animations, visuals)
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Instructions

Steps:
1. Explore possible designs: create 2-3 different

use scenarios
2. Based on the scenarios, identify whether you

will focus primarily on mobile or desktop 
version

3. Generate ideas of different app types
4. Discuss the required features and 

characteristics of app types
5. Evaluate the good and bad sides, and other

characteristics, of your app alternatives
6. Annotate the sketches with key contents of 

step 4
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2-3 different
framings

material for 
testing and 
reshaping your
framings



What your annotated portfolio might look 
like

Do not sketch the entire app

Use full-sentence annotations
= not like Gaver and Bowers did

Describe:
qualities of interaction, metaphors, 
analogies, sources of inspiration, 
principles…
= your framings!
include the main insights from
steps 1–5 in these framings

In Friday’s crit, do not present
your process

Present your annotated portfolio!
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Example about framing:
”Intriguing incompleteness”

Examples of things that intrigue people to continue
interacting by being always unfinished:
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Lego constructions

Lego photo: ”Classic Space - Star Raider (05)” by Charles & Adrienne Esseltine. https://flic.kr/p/kLAG1w. Licensed
through Attribution 2.0 Generic (CC BY 2.0)

Tetris

https://flic.kr/p/kLAG1w


Applying intriguing incompleteness to 
motivate non-experts to program

Problem:
Programming smart home’s behaviours can
be unmotivating:
Sets of ”If this happens, then do that” rules

Suggestion:
Provide users with. a visual editor that is 
never finished:

33Antti Salovaara (2017). Gamification of appropriation: Increasing the curiosity for tinkering. A poster presented in CHI2017 workshop on 
"Designing for curiosity". Denver, CO, 7 May 2017. [Paper] [Poster]

”Affordance” for more
extensive smart
behaviours

https://www.crowdcurio.com/research/workshops/chi2017/
https://users.aalto.fi/~asalovaa/publications/salovaara-et-al-2017-gamification-of-appropriation.pdf
https://users.aalto.fi/~asalovaa/publications/salovaara-et-al-2017-gamification-of-appropriation-poster.pdf


Tips

Alternate between group and individual work
Some tasks are better to carry out individual or as a group
Use each other as sources of feedback to enrich your viewpoints

Accept constructive criticism

Use existing knowledge
Don’t try to invent everything by yourselves
Check the Materials section in MyCourses, e.g., Vrushin Goswami: ” 
Interactions: thinking & sketching them” 
(https://uxplanet.org/interactions-thinking-sketching-them-
f3d4c1d11149)

Make sure that each one of you participates in all the steps
Otherwise writing the individual deliverable becomes difficult
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https://uxplanet.org/interactions-thinking-sketching-them-f3d4c1d11149


What will happen in Week 2

Creation of more detailed sketches
Sketching interactions in more detail
Sketching interactions throughout the service

Analyses of existing services’ design systems
Applying principles of good design
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