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goal: gather, observe, and research available

OO0

information to find the needs of the user

artifacts: design requirements
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1) identify the challenge & users

2) find questions & tasks
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3) check with users or explore data

4) brainstorm design requirements

5) compare and rank design requirements
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goal: generate good concepts and ideas for supporting
some of the project’s design requirements

artifacts: ideas & sketches

EJETIET )
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1) select a design requirement

2) sketch first idea

= 7/
3) sketch another idea 4) sketch a final idea
/7 /7
5) compare and relate your ideas
sketch #1 sketch #2 sketch #3
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1) set an achievable goal

#

goal: concretize ideas into tangible prototypes which
are approximations of a product in some aspects

artifacts: prototypes

2) plan encodings & layouts
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3) plan support for interactions

4) sketching additional views
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5) build the prototype and check-in
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goal: bring a prototype into effective action in order to
support real world users’ work & goals

O00@®

artifacts: visualization system

1) pinpoint a target audience 2) fix usability concerns
Q
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= =7/
3) improve points of integration 4) refine the aesthetics
=7 =7/
5) consider a method to evaluate your system
1)
S
=
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