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A brief reflection… 

“One of the primary things I’ve been learning from iterating on my thermostat design using wireframes is that 
the user testing that we’ve been using, called Think Aloud Testing.. Really only allows me to observe the 
ways in which my design functions or doesn’t function...  It doesn’t really give me any information about 
whether or not my design is actually good or not.” 
 
-- Anna Krachey  
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The user is not like me… 
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Imagine this as your concept map. 
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We force a zoom “outwards”, semantically (-1): 
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We force a zoom “outwards”, semantically (-2): 
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We force a zoom “outwards”, semantically (-3): 
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Or, returning to the starting point…  
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We force a zoom “inwards”, semantically (+1)  
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We force a zoom “inwards”, semantically (+2)  
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We force a zoom “inwards”, semantically (+3)  

20 



The Full Semantic Zoom 
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The Power of the Zoom 
Use the Concept Map as a starting point 
for further synthesis and abductive 
thinking. 
 
 
Temporal Zoom – a shift in time 

Explores the connected areas before and after a given moment in time 
Forces the designer to tell a compelling story 
Forces a new, reframed perspective 



Let’s try time…  
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We force a zoom backwards in time (-1) 
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We force a zoom backwards in time (-2) 
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We force a zoom backwards in time (-3) 
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Or, returning to the starting point…  
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We force a zoom forwards in time (+1) 
 

28 



We force a zoom forwards in time (+2) 
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We force a zoom forwards in time (+3) 
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The full temporal zoom. 
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Semantic and Temporal Zoom 
A way to recontextualize a system by 
looking at it in a new way. 

ZOOMS/ 
 
1.  Explores the connected areas on the periphery 

of the topic, and within the topic area 
2.  Forces the designer to think broadly and deeply 
3.  Forces a new, reframed perspective 



Interaction Model 
The expression of the concept model 
through architecture, hierarchy, and 
navigation patterns.  

If you remember: 
 
A concept model is a way to visualize the 
components of a system and their relationship 
to one another. 
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Interaction Model 
The expression of the concept model 
through architecture, hierarchy, and 
navigation patterns.  

•  Is one level deeper (a semantic zoom in) when compared to a 
concept model.  

•  allows you to experiment with varying architectures, 
organization schemes, & navigation patterns  

•  Allows you to visualize conventions (interaction paradigms) 

•  will shift and change over time (is a working document) 

•  doesn’t have to be complex to be powerful   
                (error on the side of simplicity) 

 



Let’s look at an 
interaction model 
that was based on 
our “TV Interface” 
concept model. 
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Interaction Model 
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Interaction Model 
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We can use an interaction model 
to introduce our hero flows.. 
Example…. 



Heuristic Evaluation 
Is another method for evaluating 
our design decisions… 



The 10 [most popular] Heuristics 
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Visibility of system status 
The system should always keep users informed about what is going on, through appropriate feedback within reasonable time. 
 
Match between system and the real world 
The system should speak the users’ language, with words, phrases and concepts familiar to the user, rather than system-oriented terms. Follow 
real-world conventions, making information appear in a natural and logical order. 
  
User control and freedom 
Users often choose system functions by mistake and will need a clearly marked "emergency exit" to leave the unwanted state without having to 
go through an extended dialogue. Support undo and redo. 
  
Consistency and standards 
Users should not have to wonder whether different words, situations, or actions mean the same thing. Follow platform conventions. 
  
Error prevention 
Even better than good error messages is a careful design which prevents a problem from occurring in the first place. Either eliminate error-prone 
conditions or check for them and present users with a confirmation option before they commit to the action. 
  
Recognition rather than recall 
Minimize the user's memory load by making objects, actions, and options visible. The user should not have to remember information from one 
part of the dialogue to another. Instructions for use of the system should be visible or easily retrievable whenever appropriate. 
  
Flexibility and efficiency of use 
Accelerators -- unseen by the novice user -- may often speed up the interaction for the expert user such that the system can cater to both 
inexperienced and experienced users. Allow users to tailor frequent actions. 
  
Aesthetic and minimalist design 
Dialogues should not contain information which is irrelevant or rarely needed. Every extra unit of information in a dialogue competes with the 
relevant units of information and diminishes their relative visibility. 
  
Help users recognize, diagnose, and recover from errors 
Error messages should be expressed in plain language (no codes), precisely indicate the problem, and constructively suggest a solution. 
  
Help and documentation 
Even though it is better if the system can be used without documentation, it may be necessary to provide help and documentation. Any such 
information should be easy to search, focused on the user's task, list concrete steps to be carried out, and not be too large.  
 
 
 
 
 
 
 



Heuristic Evaluation 
Is another method for evaluating 
our design decisions… but it 
isn’t as effective as think aloud 
testing 
Why not? 
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Download our free book,  
Wicked Problems: Problems Worth Solving,  
at http://www.wickedproblems.com 


