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Stanford d.school Design Process Rogers et al. Interaction Design Process

Waterfall Model with Step Iteration

Test/
Critique









I like use of date box 
here to simplify
caption (pushes date 
info from caption up 
on picture, so more 
salient as well)



I love this font. Feels so clean. Crisp. 
It’s called Raleway.



Another clean san serif font. 
Perhaps good for menus?
It’s called Lato.





http://www.colourlovers.com/palette/1930/cheer_up_emo_kid











Group by bar for 
reorganizing pubs 

by type

Filter bar for real-time 
search/filtering

Pubs include paper 
thumbnail with title, 
authors, pub venue, 

and keywords



















You should find existing interfaces that work for 

users and then build ideas from those interfaces into 

your systems as much as practically and legally 

possible. This kind of copying can be effective both 

for high-level interaction paradigms and for low-level 

control/display decisions.

Clayton Lewis and John Rieman

Task Centered User Interface Design

Chapter 1: The Task-Centered Design Process



Would you mind if I "borrow" very heavily 

from your webpage?

-Random Internet User



I just love your style! So I decided to get 

inspired by you :)

-Random Internet User 2



I like your web page and layout. How did 

you make it? What software/template would 

you suggest?

-CS Department Chair

Anon University





























Good artists copy, great artists steal.

- attributed to Pablo Picasso







Disney’s Copy/Paste
http://youtu.be/vh84g8rC2oA



Design decisions should be intentional. That 

we should understand the reasons for what 

we do even if we’re using other people’s work 

for inspiration.

Jeffrey Veen
Founding Partner of Design UX Consulting Group: Adaptive Path

Now Vice President of products for Adobe
Quote found: https://vimeo.com/7353260









The Fighting Temeraire
JMW Turner, 1839











Source: https://www.viget.com/articles/perspectives-on-mood-boards









To create a product that must satisfy a diverse audience of 

users logic might tell you to make it as broad in functionality as 

possible to accommodate the most people. This logic, 

however, is flawed. The best way to successfully 

accommodate a variety of users is to design for specific 

types of individuals with specific needs.

Alan Cooper
Designer, programmer, writer

“Father of Visual Basic”

Source: Cooper, About Face 3: The Essentials of Interaction Design, 2007
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Source: Cooper, About Face 3: The Essentials of Interaction Design, 2007





Sources: Cooper, About Face 3: The Essentials of Interaction Design, 2007; http://www.linchpinseo.com/infographic-guide-to-personas 



Sources: Cooper, About Face 3: The Essentials of Interaction Design, 2007; http://www.linchpinseo.com/infographic-guide-to-personas 







Source: Todd Zaki Warfel, Data-Driven Design Research Personas, UPA2007, http://goo.gl/KfOkr



Source: Kevin O’Connor, Personas: 
The Foundation of a Great User 
Experience, UXMag 2011, 
http://goo.gl/mkrL0



Source: Todd Zaki Warfel, Data-Driven Design Research Personas, UPA2007, http://goo.gl/KfOkr



https://www.graffletopia.com/stencils/460






Sketching is fundamental to ideation and 

design. Traditional disciplines such as industrial 

design, graphic design and architecture make 

extensive use of sketches to develop, explore, 

communicate and evaluate ideas.

Tohidi, Buxton, Baecker, Sellen

NordiCHI 2006

Source: Tohidi, Buxton, Baecker, & Sellen, NordiCHI’06



Source: http://www.slideshare.net/ugleah/how-to-be-a-ux-team-of-one



Source: http://www.slideshare.net/ugleah/how-to-be-a-ux-team-of-one



Ideation Process as a Tree

Getting the Design Right
Tree depth corresponds to iteration of ideas

Getting the Right Design
Tree width corresponds to 

breadth of ideas

Source: Greenberg et al., Sketching User Experiences: The Workbook, 2012



Elaboration and Reduction Cycles
Paul Laseau (1980) described the design process as symbiotic relationship between idea elaboration and idea reduction

Source: Greenberg et al., Sketching User Experiences: The Workbook, 2012

Reduction
Decide on ideas worth 

pursuing, iterate & refine

Elaboration 
Generate ideas. These are 

opportunities



Getting the design right and the right design.

Bill Buxton

Sketching User Experiences

Source: Greenberg et al., Sketching User Experiences: The Workbook, 2012



Getting the design right and the right design.

Bill Buxton

Sketching User Experiences

Source: Greenberg et al., Sketching User Experiences: The Workbook, 2012

Step 1: Generate as many ideas 
as possible for a problem space

Step 1: For the top N ideas, 
evolve, improve, develop. Push 
those ideas to their potential.



Awesomeness

Idea1

Idea1_Iteration1

Idea1_IterationN

Adapted from: Dix et al., Human-Computer Interaction, 3rd edition, 2004, p 221.
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Idea1

Idea1_Iteration1

Idea1_IterationN

Adapted from: Dix et al., Human-Computer Interaction, 3rd edition, 2004, p 221.

Awesomeness



Idea2

Idea2_Iteration1

Idea2_Iteration2

Idea2_Iteration3

Idea2_IterationN

Idea1

Idea1_Iteration1

Idea1_IterationN

Adapted from: Dix et al., Human-Computer Interaction, 3rd edition, 2004, p 221.

Awesomeness



Idea2

Idea2_Iteration1

Idea2_Iteration2

Idea2_Iteration3

Idea2_IterationN

Idea1

Idea1_Iteration1

Idea1_IterationN

Adapted from: Dix et al., Human-Computer Interaction, 3rd edition, 2004, p 221.

Awesomeness

This idea maxes out at good

This idea maxes out at awesome!



Adapted from: Dix et al., Human-Computer Interaction, 3rd edition, 2004, p 221.

Awesomeness

Idea1: Cell phones 
must have a physical 
keyboard & screen

Idea2: Cell phones need 
not have a physical 
keyboard!



The best way to have a good 

idea is to have lots of ideas

Linus Pauling

Professor of Chemistry

Caltech, UC San Diego, Stanford

Only person awarded two unshared Nobel Prizes



…a designer that pitched three ideas would 

probably be fired. 

Alistair Hamilton

VP Design, Symbol Technologies

Source: as quoted by James Landay HCI slides



…a designer that pitched three ideas would 

probably be fired. I’d say 5 is an entry point for an 

early formal review (distilled from 100’s). …

Alistair Hamilton

VP Design, Symbol Technologies

Source: as quoted by James Landay HCI slides



…a designer that pitched three ideas would 

probably be fired. I’d say 5 is an entry point for an 

early formal review (distilled from 100’s). … if you are 

pushing one, you will be found out, and also fired. … it 

is about open mindedness, humility, discovery, and 

learning. If you aren’t authentically dedicated to 

that approach, you are just doing it wrong

Alistair Hamilton

VP Design, Symbol Technologies

Source: as quoted by James Landay HCI slides



Sketching is fundamental to ideation and design. 

Traditional disciplines such as industrial design, 

graphic design and architecture make extensive use of 

sketches to develop, explore, communicate and 

evaluate ideas.

Tohidi, Buxton, Baecker, Sellen

NordiCHI 2006

Source: Tohidi, Buxton, Baecker, & Sellen, NordiCHI’06
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Sketching has long been a best practice for 

designers. Through sketches, designers follow a 

generative process of developing, honing, and 

choosing ideas. 

Greenberg, Carpendale, Marquardt, Buxton

Sketching User Experiences:

The Workbook

Source: Greenberg et al., Sketching User Experiences: The Workbook, 2012
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Sketching helps 
us think and 
generate ideas.
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Sketching has long been a best practice for 

designers. Through sketches, designers follow a 

generative process of developing, honing, and 

choosing ideas. Designers also use sketches to 

discuss, exchange, and critique ideas with others.

Greenberg, Carpendale, Marquardt, Buxton

Sketching User Experiences:

The Workbook

Source: Greenberg et al., Sketching User Experiences: The Workbook, 2012

Sketching helps 
us communicate 
with others… 
and ourselves!

Sketching helps 
us think and 
generate ideas.



Sketches allow for a dialog between the sketch and 

the viewer (even if the viewer is the sketcher himself) 

that facilitates better understanding of the 

problem and in turn generation of new ideas

Tohidi, Buxton, Baecker, Sellen

NordiCHI 2006

Source: Tohidi, Buxton, Baecker, & Sellen, NordiCHI’06



Source: Tohidi, Buxton, Baecker, & Sellen, NordiCHI’06

The sketch is created 
from current knowledge

(left arrow)

knowledge



Source: Tohidi, Buxton, Baecker, & Sellen, NordiCHI’06

The sketch is created 
from current knowledge

(left arrow)

“Reading” or interpreting the 
sketch (right arrow) generates 
new knowledge



Source: Tohidi, Buxton, Baecker, & Sellen, NordiCHI’06

The sketch is created 
from current knowledge

(left arrow)

“Reading” or interpreting the 
sketch (right arrow) generates 
new knowledge

The iterative nature of this process allows for an increasing improvement of the 
sketch/design even if the person making the sketch is the same person that is “reading” it.



Designers do not draw sketches to externally represent ideas 

that are already consolidated in their minds. Rather, they 

draw sketches to try out ideas, usually vague and uncertain 

ones. 

Suwa & Tverksey

External Representations Contribute to the Dynamic Construction of Ideas

Diagrams, 2002

Source: Suwa & Tverskey, Diagrams 2002
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Designers do not draw sketches to externally represent ideas 

that are already consolidated in their minds. Rather, they 

draw sketches to try out ideas, usually vague and uncertain 

ones. By examining the externalizations, designers can 

spot problems they may not have anticipated. More than 

that, they can see new features and relations among 

elements that they have drawn, ones not intended in the 

original sketch. These unintended discoveries promote 

new ideas and refine current ones. This process is iterative as 

design progresses.

Suwa & Tverksey

External Representations Contribute to the Dynamic Construction of Ideas

Diagrams, 2002

Source: Suwa & Tverskey, Diagrams 2002



Based on: Greenberg et al., Sketching User Experiences: The Workbook, 2012

Sometimes the best sketches are just rough line drawings!





“I directed Jaws, Close 
Encounters of the Third 
Kind, and E.T. Who am I?” 



Steven Spielberg, On sketching, http://youtu.be/nBH89Y0Xj7c



“I do most of the original 
sketches myself... Stick figures 
and things... I can't draw.”



Steven Spielberg, On sketching, http://youtu.be/nBH89Y0Xj7c



“I outline the composition 
and, of course, the concept 
and thought... I draw arrows... 
Usually, I trace in black and 
white first.”



Based on: Greenberg et al., Sketching User Experiences: The Workbook, 2012

A fundamental tool that helps 
designers express, develop, and 
communicate ideas



Source: Tohidi, Buxton, Baecker, & Sellen, NordiCHI’06



Based On: Tohidi, Buxton, Baecker, & Sellen, NordiCHI’06



Size: 8.5”x11” or 9”x12” are typical 

and helpful for collaging; however, 

optimize for what works for you—

you want something that you can 

carry around at all times

Binding: Coiled or sewn. Coiled is 

nice because you can completely 

fold over pages; however, cheaper 

bindings may lead to ripped out 

pages. A sewn book is more 

durable but have to deal with 

crease

Paper style: grid, plain, or 

textured. I prefer plain or grid but 

again, get what works for you. 

Your sketchbook should not have 

horizontal lines (like a notebook)

Source: Greenberg et al., Sketching User Experiences: The Workbook, 2012



Source: Greenberg et al., Sketching User Experiences: The Workbook, 2012

Mechanical Pencils
0.5mm, 0.7mm, 1mm point size

Colored Pencils
Get a colored pencil set

(Downside is you have to carry 
them; most sketches are in b&w. 

Use color for highlights or 
annotations)

Dark Pens
I like gel pens, 

they glide easily

Multi-color Pens
I use these the most 

(even though the lines are 
thin & they don’t flow as well 

as gel)



When a new designer starts at [my company], I get 

them a kit of design tools. Even those designers who 

are super proficient at sketching in code or 

knocking out killer mocks in Sketch or Photoshop

are encouraged to first articulate their ideas, for 

themselves at least, by hand.

Ryan Nance

Designer, Head of Product Design at Flipagram

Source: https://userexperiences.co/designing-by-hand-in-the-digital-age-ad3e1ed90ce9#.damui67n6



Based on slide from James Landay. Original concept: Bill Buxton



Source: Buxton, Sketching User Experiences, 2007



Source: Buxton, Sketching User Experiences, 2007



Source: Greenberg et al., Sketching User Experiences: The Workbook, 2012

Let’s analyze this sketch: what techniques are used?



Source: Greenberg et al., Sketching User Experiences: The Workbook, 2012

Let’s analyze this sketch: what techniques are used?

Different pen 
thicknesses

Interesting 3D 
perspective

Minimalist design. No unnecessary details

Use of shadow



Source: Greenberg et al., Sketching User Experiences: The Workbook, 2012

Is this a low-effort sketch or a high-effort sketch?

Different pen 
thicknesses

Interesting 3D 
perspective

Minimalist design. No unnecessary details

Use of shadow



Source: Greenberg et al., Sketching User Experiences: The Workbook, 2012

Is this a low-effort sketch or a high-effort sketch?

Different pen 
thicknesses

Interesting 3D 
perspective

Minimalist design. No unnecessary details

Use of shadow


