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Αλληλεπίδραση Ανθρώπου-Υπολογιστή

Double diamond design model:
discover (understand)
design (develop)
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Η διαδικασία του σχεδιασμού
Envisioning the future
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• 1 Finding suitable representations

• 2 Sketching for ideation

• 4 Mapping the interaction

• 5 Wireframes

• 6 Prototypes

• 7 Envisionment in practice

• 8 Guidelines
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• Review the design brief, any constraints and requirements and conceptual 
scenarios.

• Develop representations of your design ideas. This is the process of ideation. 
Sketching is central to the process. The aim is to generate many ideas to explore 
the spaces of possible experiences.

• If your product is a new one, experiment with different metaphors and design 
concepts through your representations

• Develop the ‘look and feel’ of the product, sketch out the touchpoints, channels 
of interaction and navigational structure of the whole UX.

• Develop wireframes to provide more detail on the proposed structure and 
navigation (discussed next).

• Explore design ideas with the people who will be using the system wherever 
possible (using discovery techniques, focus groups, interviews, etc.)

• Iterate and gradually formalize the design (making it more concrete) through 
prototypes and further evaluations (see evaluation unit, next).

An outline of design through envisionment process
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• Bill Buxton, a UX designer at Microsoft, has promoted the
importance of sketching in his book Sketching User
Experiences, and Greenberg, et al. (2012) provide an
excellent workbook providing practical advice on sketching
for UX.
• Buxton argues that sketches are quick, timely, inexpensive,
disposable and plentiful.
• The UX designer should be happy to throw away sketches
and so not get too committed to particular design features.
• Buxton continues by identifying that sketches need a clear
vocabulary, have ‘distinct gesture’ (fluidity), minimal detail
and an appropriate degree of refinement.

Sketching user experiences



7

Sketching example of a sketch for the interface to an 
interactive shopping service
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Greenberg et al. (2012)
emphasize the
perspectives shown.
In addition, sketches 
can include
annotations, arrows (to 
show movement or to
highlight particular 
areas of the sketch) and 
notes about issues that 
the designer has yet to 
resolve. 
Snapshots can be
single sketches or 
frames from a 
storyboard.

Sketching user perspectives
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Storyboard
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Storyboard
In the example, a user is attracted by advertisement, scanning the advertisement with 
an app on her smartphone, getting some information and moving on.

what are the perspectives used?
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Narrative Storyboard

• Greenberg et al. (2012) provide examples in their
book on how to sketch and how to get the idea of
flow and movement into sketches.
• They identify the different types of ‘shot’ that
sketches can use to show the whole user journey
through an experience from an opening long shot to
a close up, creating a representation like a film
storyboard.
• They also provide a vocabulary of familiar objects,
people and activities that are frequently used in UX
design.
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Imagine we’re thinking of developing a new way for people 
to pay for train tickets at train stations using an electronic 
payment service, like PayPal, on their mobile phone (a 
"mobile wallet").

Our initial idea is that people will start the task by using a 
kiosk at the station where they can choose their ticket. 

At the payment stage, they will scan a QR code that’s 
generated on the kiosk screen. Scanning the QR code takes 
the user to a payment site where they can pay and get the 
tickets delivered to their phone.

Create a 6-parts storyboard

example

https://www.userfocus.co.uk/articles/lean_ways_to_test_your_new_business_idea.html
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example

https://www.userfocus.co.uk/articles/lean_ways_to_test_your_new_business_idea.html



14https://www.userfocus.co.uk/articles/lean_ways_to_test_your_new_business_idea.html
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parts of 
storyboard

https://uxknowledgebase.com/storyboarding-part-1-7d020f468420
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Chapter 3.4 in Sketching User Experiences: The Workbook Drawing objects, people, 
and their activities
from presentations accompanying the book ‘Sketching User Experiences, the 
Workbook’, by S. Greenberg, S. Carpendale, N. Marquardt and B. Buxton

Sketching Vocabulary
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Basic sketch elements

Lines, rectangles, and circles will be essential visual
elements for many of you sketches
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composing objects

Combine basic sketch elements to compose a 
variety of shapes and objects
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example

• Sketch the following basic objects:
- Photo camera
- Desktop computer
- Telephone
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Sketch the following basic objects: Photo camera, 
Telephone, mobile phone, desktop computer, mouse

example
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drawing people



22

drawing people



23

drawing emotions

• Postures can express the emotional state of a person.
• Symbols next to the person can emphasize this effect
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drawing activities of people

Action lines can emphasize a person’s movements
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drawing emotions
facial expressions  
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drawing emotions
body + face



27

Combining sketched elements
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mapping
the interaction
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Navigation map for a website
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User journey maps are focusing on
particular aspects of the interaction with an
organization.
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Persona empathy map



Πρωτότυπο - σκελετός 
(Prototype, Wireframe, Mockup)

n Σε άλλα πεδία (π.χ. αρχιτεκτονική)

n Στο σχεδιασμό λογισμικού:
o Ένα στιγμιότυπο μια σχεδιαστικής υπόθεσης
o Ένα μέσο για την απόδοση ιδεών και προθέσεων.
o Ένα όχημα για την αξιολόγηση σχεδιαστικών ιδεών
o Μιας ημιτελής εκδοχή του συστήματος 32
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wireframes
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wireframes
• Wireframes are representations that outline the 
structure of a software system focusing on the 
interaction design and the information architecture.

• Just as navigation maps focus on how pages are 
structured and linked together, wireframes focus on 
the structure of particular types of pages and on the 
navigation between them. 

• Using wireframes+navigation maps together we 
can create a more detailed representation of an app 
or website design.
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prototypes
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prototypes
• A prototype is a concrete but partial representation or 
implementation of a system design. Prototypes are used 
extensively in most design and construction domains.

• Prototypes may be used to demonstrate a concept (e.g. 
a prototype car) in early design, to test details of that 
concept at a later stage and sometimes as a specification 
for the final product.

• A prototype may be made of something as simple as 
paper, cardboard or other suitable material or it may be 
developed using a sophisticated software package.



6 παγίδες στη σχεδίαση μέσω πρωτοτύπων

1. Εμβάθυνση στην πρώτη καλή ιδέα
• απάντηση: διερεύνηση εναλλακτικών ιδεών από την αρχή

2. Γρήγορη ταύτιση με το πρωτότυπό μου
• ξεκίνα από πρόχειρα αρχικά πρωτότυπα

3. Δαπανώ πολύ χρόνο στην εξήγηση και διαφήμιση της αρχικής 
ιδέας
• δαπάνησε περισσότερο χρόνο στην ανάπτυξη παρά στην διαφήμιση της 

ιδέας
4. Ανάπτυξη πρωτοτύπων χωρίς ξεκάθαρο στόχο

• έχε στο μυαλό σου ένα ξεκάθαρο πρόβλημα να λύσεις
5. Αποθάρρυνση από αποτυχημένα πρωτότυπα

• χρησιμοποίησε την αποτυχία σαν οδηγό για καλύτερη λύση
6. Βλέπω την ανάπτυξη πρωτότυπων σαν χάσιμο χρόνου

• σκέψου τα μακροχρόνια οφέλη της φάσης πρωτοτυποποίησης
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https://www.interaction-design.org/literature/article/prototyping-in-design-thinking-how-to-avoid-
six-common-pitfalls



Αρχίζουμε από σκαριφήματα -> storyboard -> 
πρωτότυπα -> λειτουργικά πρωτότυπα
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• For the design team, representations like navigation maps 
and flow charts may be meaningful, but for clients and 
users, prototypes are crucial for capturing the outcomes of 
the envisioning techniques.

• Prototypes are a way of involving users in evaluating 
design ideas.

• The prototype might seek to highlight just the interface or 
some crucial aspect of the functionality.

• There are two main kinds– low-fidelity (lofi) and high-
fidelity (hi-fi), as well as video prototypes,

common in UX design.

Prototyping



42https://www.smashingmagazine.com/2016/06/picking-the-best-prototyping-
software-for-your-project/

high fidelity

low fidelity

completepartial
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• The most usual form of Lo-Fi prototype is a 
series of ‘screenshots’ that people can ‘walk 
through’ (for example, a button on 
screenshot 1 can be ‘clicked’ and this is 
followed by screenshot 6, etc.).

• Wireframes implemented with a suitable 
software package can constitute a lo-fi 
prototype.

Low fidelity prototypes
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widely used in practice

paper prototypes
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Vertelney’s method (1989) involves the creation of a physical mock-up 
model of the product; a video is then shot with an actor interacting (or 
‘acting’) with the model as though it were fully functional. The product’s 
display dynamics are simulated in an animation program and are 
superimposed (or composited) on the video, ensuring synchronization to 
give the appearance that the product is actually responding to the person’s 
actions.

video prototypes

Using a modelling application such as e-Frontier’s Poser , it is possible to
compose different characters onto the baseline video (project Lexi)
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trade off in prototypes fidelity vs speed vs flexibility

https://www.youtube.com/watch?v=s6Htel3hRus
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Prototyping tools figma


