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You’ve been 
thinking about a 
system… 
As individual components, and the 
sum of it’s parts; simultaneously 



3 

You’ve been 
thinking about a 
system… 

Have you noticed a change in how you look at it? 
What has the process been like so far? 
Do you enjoy the detail? 
  

As individual components, and the 
sum of it’s parts; simultaneously 
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Scenarios 

A written story that explains how a 
person will use a product, service, or 
system to achieve a goal. 
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Scenarios 

A written story that explains how a 
person will use a product, service, or 
system to achieve a goal. 

We are going to modify the way we use written scenarios so that 
we can: 
•  Describe “how” a product is used with specific detail  
•  Describe the sequence of use from start to finish 
•  Describe the triggers (controls, states, feedback, etc..) that 

are used to create dialogue between the system and the user 
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Start with the “hero flow” 
Also known as: 
•  The 1st primary use case 
•  “Happy Path” 
•  Best use scenario 
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The Hero Flow for our television interface: 
When the user walks into their living room to watch TV.  When the user turns 
the television on, the set top box immediately comes to life.  The user knows 
that it turned on because his avatar walks onto the screen (the set top box can 
see & identify him).   
 
Once the avatar gets to the middle of the screen, the last program appears (in a 
paused state) and then immediately resumes play back in a full screen 
experience. 
 
The user asks the television, “what’s on fox?”.  He knows that the system heard 
him because an icon appeared in the top left corner of the screen and his 
speech was immediately transcribed into text on top of the program he was 
watching. 
 
After a slight delay (which allows the user to say cancel) the system navigates 
to the discover area (program guide).  In the program guide, channels are 
arranged in a list, with each program arranged in sequence according to time.  
At this moment, the user can see what is on fox because this channel is 
highlighted and in the center of the screen. 
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The Hero Flow scenario contains: 
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highlighted and in the center of the screen. 

The context of use 
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that it turned on because his avatar walks onto the screen (the set top box can 
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highlighted and in the center of the screen. 

The context of use 

The ideal starting point 
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The Hero Flow scenario contains: 
When the user walks into their living room to watch TV.  When the user turns 
the television on, the set top box immediately comes to life.  The user knows 
that it turned on because his avatar walks onto the screen (the set top box can 
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The system’s response 
to a user’s action  
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The Hero Flow scenario contains: 
When the user walks into their living room to watch TV.  When the user turns 
the television on, the set top box immediately comes to life.  The user knows 
that it turned on because his avatar walks onto the screen (the set top box can 
see & identify him).   
 
Once the avatar gets to the middle of the screen, the last program appears (in a 
paused state) and then immediately resumes play back in a full screen 
experience. 
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The context of use 

The ideal starting point 

The system’s response 
to a user’s action 

Key interface states, 
functional call-outs, 
moments of feedback, 
etc..  
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The Hero Flow scenario contains: 
When the user walks into their living room to watch TV.  When the user turns 
the television on, the set top box immediately comes to life.  The user knows 
that it turned on because his avatar walks onto the screen (the set top box can 
see & identify him).   
 
Once the avatar gets to the middle of the screen, the last program appears (in a 
paused state) and then immediately resumes play back in a full screen 
experience. 
 
The user asks the television, “what’s on fox?”.  He knows that the system heard 
him because an icon appeared in the top left corner of the screen and his 
speech was immediately transcribed into text on top of the program he was 
watching. 
 
After a slight delay (which allows the user to say cancel) the system navigates 
to the discover area (program guide).  In the program guide, channels are 
arranged in a list, with each program arranged in sequence according to time.  
At this moment, the user can see what is on fox because this channel is 
highlighted and in the center of the screen. 

The context of use 

The ideal starting point 

The system’s response 
to a user’s action 

Key interface states, 
functional call-outs, 
moments of feedback, 
etc..  

How the user interprets 
the system’s dialogue.. 
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In writing hero flow scenarios, we are able to 
envision key components of the interface, 
their (various) states, and the sequence of 

their use.  
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In writing hero flow scenarios, we are able to 
envision key components of the interface, 
their (various) states, and the sequence of 

their use.  
The hero flow establishes the system 

components that the user will interact with. 

“The first principle of triggers: make the trigger something that 
the target user’s will recognize as a trigger in context.” 

Micro Interactions – page 25 
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Ubergizmo.com Microinteractions 
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“The second principle… have the trigger 
initiate the same action every time.”   

Micro Interactions – page 26 

The hero flow establishes the user’s 
expectations for future interactions..  
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Sergejs Cuhrajs – UnwiredView.com 
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“The second principle… is have the 
trigger initiate the same action every 

time.”   

This rule should be extended beyond “the action 
invoked” by any one trigger - consider the following: 

•  Placement (i.e. back button or progression buttons) 

•  State (i.e. disabled state) 

•  Shape & visual treatments 

Micro Interactions – page 26 







Questions so far? 



 For next class: 

Please have a hero flow scenario written and ready 
for review. (Pick one of your primary use cases) 
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After writing the hero flow 
scenario, begin sketching out the 

sequence..  
Sketching allows us to rapidly iterate: 

•  The composition of data & controls (size, weight, 
position) 
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After writing the hero flow 
scenario, begin sketching out the 

sequence..  
Sketching allows us to rapidly iterate: 

•  The composition of data & controls (size, weight, 
position) 

•  The continuity of elements during the sequence of 
use 

•  Control types and states 

•  Labels, assistive text, & interstitial elements 
(components that only appear during special 
moments) 
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While we to take all of the following into 
consideration while sketching the 

interface… 
Our User’s Prior Experience 

Analogous situations 

Feedback 

Trial & Error 

Affordance 

Visibility 

Mapping 

Perception 

Proximity 

Metaphor 
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Our User’s Prior Experience 

Analogous situations 

Feedback 

Trial & Error 

Affordance 

Visibility 

Mapping 

Perception 

Proximity 

Metaphor 

 

 

} 
The first pass at sketching an 

interface is a “best guess” in terms 

definitively stating the design’s 

viability. 

 

We use an iterative approach, 

rapidly building and testing 

variations with real users in the 

context of use, to test our 

assumptions and catch errors early. 

 

While we to take all of the following into 
consideration while sketching the 

interface… 
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Our User’s Prior Experience 

Analogous situations 

Feedback 

Trial & Error 

Affordance 

Visibility 

Mapping 

Perception 

Proximity 

Metaphor 

 

 

} 
The first pass at sketching an 

interface is a “best guess” in terms 

definitively stating the design’s 

viability. 

 

We use an iterative approach, 

rapidly building and testing 

variations with real users in the 

context of use, to test our 

assumptions and refine the interface 

over time. 

 

While you get better over time, this 

does not guarantee immediate 

results. 

While we to take all of the following into 
consideration while sketching the 

interface… 



Questions so far? 
Let’s take a 5 min break… 
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Selecting the “right” control.. 

Button UI Kit – Matt 

Gentile 
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Selecting the “right” control.. 

Spoiler: While there are conventions, the use and selection of 
controls is an art.  Following the convention will not guarantee 

success.  Why? 
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Buttons 
For single actions, a button or a 
gesture is a good control (play, pause, 
send, etc..): Click to send 
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Buttons & Toggle Switches 
For actions with two states (i.e. on / off), a toggle button can be 
used. Note: a regular button that maintains it’s down state can also 
act as a toggle. 

Button UI Kit – Matt 

Gentile 
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Dials & Multi-select 
For actions with multiple states, a dial – or series of buttons in close 
proximity - can be used. 

Button UI Kit – Matt 

Gentile 



42v 

Dials & Sliders 
For actions that require a range, or continuum, a dial &/or slider can 
be used: 

Button UI Kit – Matt 

Gentile 
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Dropdown 
Dropdowns allow users to select from a list of pre-determined options. 
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Spinners 
Dropdowns allow users to select from a list of pre-determined options 
– without seeing the entire list.  Spinners are generally used to select 
numbers, as user’s are familiar with the type and sequence of choices. 

Button UI Kit – Thomas 
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Check Boxes & Radial 
Buttons 

Allow users to make a 
selection.  When 
arranged in groups, 
users can generally 
“Check all that apply”. 

Allow users to make a 
selection.  When 
arranged in groups, 
users can pick only one 
option. 

Button UI Kit – Matt 

Gentile 
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Form Fields 
Form fields allow users to enter information into the system. Validated 
form fields can provide feedback to a user on what they entered (email, 
phone, etc..) Form fields with type ahead can help users complete a 
task faster. 
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Lists & Scrolling 
If all of the desired content doesn’t fit on the canvas, it may be 
necessary to indicate that the page – or the list of items – can be 
scrolled.  This can be done via an actual control: scroll bar – or by 
cropping the list item. 
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Selection Trees 
Allow users to “progressively disclose” and choose from a large list of 
options. 



45 

Combination of controls 

Button UI Kit – Thomas 
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There are some common conventions 
for how controls are “put together” on 

the canvas…  
But the use, selection, and arrangement of controls is an art.   

Following the convention will not guarantee success. 
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Banners 

Banner – Bill Kenney 
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Banners 

Banner – Bill Kenney 

Banners are a good way to 
provide focus to your user. Often 
times, a banner will contain 
highly curated pieces of data & 1 
or 2 “calls to action” i.e. 
controls. 
Banners are not the most 
utilitarian use of space. 



45 

Lists & Tabs 

Tab – riki tanone 

Mobile UI – Julien 

Renvoye 



45 

Lists & Tabs 
Lists are useful for displaying a 
lot of data points or controls.  
 
Lists can serve as the container 
for a control, or as a container 
for navigational elements. 
 
Depending on the task, long 
lists can cause user fatigue or a 
feeling of being overwhelmed. 
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Modals 

Modal – ionut zamfer 
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Modals 

Modal – ionut zamfer 

Modals are useful for 
providing moments of focus in 
the interface – as they 
generally obscure the rest of 
the screen. 
 
Modals are also useful for 
adding details / performing a 
micro flow that must be 
completed in the context of a 
larger flow. 
 
Never use a modal on top of a 
modal. This usually indicates 
the need for restructuring the 
larger sequence / flow of 
information. 
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Wizards 
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Wizards 
Wizards are useful for 
providing a structured 
sequence to a user who is 
unfamiliar with a task or an 
interface. 
 
Wizards are often used during 
sign-up flows, introductions, 
or lengthy forms. 
 
Note: lengthy wizards can 
cause user fatigue. Power 
users can get easily frustrated 
when they are forced to 
perform tasks where the 
system is holding their hand. 
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While there are some common conventions for designing interfaces, there is 

no guarantee that they are appropriate for the user’s task / the context of use. 

 

The first pass at sketching an interface is 
a “best guess” in terms of definitively 

stating a design’s viability. 
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While there are some common conventions for designing interfaces, there is 

no guarantee that they are appropriate for the user’s task / the context of use. 

 

 We use an iterative approach, rapidly building and testing variations with real 

users in the context of use, to test our assumptions and refine the interface 

over time. 

The first pass at sketching an interface is 
a “best guess” in terms of definitively 

stating a design’s viability. 
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The rest of today will be a 
working session.. 

Please use this time to work on your concept 
models or hero flow scenarios. Questions? 



Questions? 



 
Matt Franks 
Professor, Austin Center for Design 
mfranks@ac4d.com 
 


