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Design	Tools	



https://www.youtube.com/watch?v=v50ct9xJVKE	



Make	
what	could	

be?	

Enact	
what	should	

be?	

Tell..	
what	is?	

•  Participatory	prototyping	
•  Means	of	exploring	experience	
•  Emotions	
•  Ambiguity	and	creativity	

•  Inspiration	from	theatre	
techniques	

•  Developing	knowledge	
through	practice	

•  Performances	with	probs,	
mock-ups	&	Prototypes	

•  Telling	about	existing	
practices		

•  Introducing	change	
perspectives		

•  Telling	about	needs	and	
dreams	

What?	



A post-game questionnaire test, identical to the pre-game 
questionnaire, was filled in by every child individually. On 
average each child now recognized 17 out of 26 signs, and for 
each sign an average of 11 children could name the signs 
correctly. 
Although playing the game once did not yield in significant 
learning of signs, it did however draw the children’s attention to 
their own cultural heritage in digital forms. 
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During	our	discussions	with	the	elders,	we	observed	extreme	concerns	about	the	
extinction	of	the	Oroo’	language.	According	to	the	Long	Lamai	village	headman	Wilson	
Bian	Bilare’,	“It	is	not	the	problem	of	our	young	generation	only	but	we,	the	elders,	
have	also	forgotten	many	Oroo’	signs.	Although	I	know	many	Oroo’	signs	but	I	have	
already	forgotten	or	haven’t	taught	many	of	the	signs.	The	documentation	process	will	
not	only	help	our	youths	to	learn	and	understand	Oroo’	signs	but	will	also	help	the	
elders	to	refresh	on	what	they	already	know.”	
To	the	Penans,	Oroo’	has	significant	cultural	value.	It	bridges	the	experiences	of	semi-
settled	and	nomadic	lives	of	Penan.	According	to	one	of	the	elder,	“If	the	younger	
generation	loses	Oroo’,	it	will	be	difficult	for	them	to	associate	themselves	with	the	life	
in	forest	[nomadic	life].”	
To	make	Oroo’	signs,	it	is	important	to	have	ample	knowledge	of	the	forest,	an	accretion	
of	experiences	of	seasons,	plants,	river,	creatures	and	landscape	of	the	forests.	The	
extinction	of	Oroo’	may	lead	to	the	extinction	of	their	unique	ways	of	knowing,	living	and	
their	identity.	The	Penan(s)	way	of	life	is	already	in	the	very	process	of	being	forgotten	
under	pressure	from	the	dominant	cultures	[9].	
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indigenous	rainforest	sign	language:	Digital	Oroo’	Adventure	Game.	Paper	presented	at	
Proceedings	of	the	International	Conference	on	Information	and	Communication	
Technologies	and	Development,	15-18	May,	2015,	Nanyang	Technological	University,	
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If the group is unfamiliar to the designer, the 
designer is likely unfamiliar to the group. 
Traditional surveys, questionnaires and various 
observational techniques are likely to produce 
responses that are guarded and merely scratch the 
surface. In order to generate genuinely new ideas 
that will benefit the group, the designer must find 
inspiration from within the group



–  Personas	(to	get	to	know	your	user)	
–  Design	Probes	(to	inspire	ideas	in	a	design	

process)	

–  Scenarios	(use-cases	for	non-technical	
people)	

–  Storyboard	(to	illustrate	an	interaction	
between	a	person	and	a	product/system)	

–  Sketching	(Participatory	prototyping)	
–  Card	Sorting	(to	organize	content)	

Beyond	Survey	and	Focus	Group	
Discussions	



Personas	

“A	persona	is	a	user	archetype	you	
can	use	to	help	guide	decisions	
about	product	features,	navigation,	
interactions,	and	even	visual	
design.”	-	Kim	Goodwin,	Cooper	

•  Should:	
–  be	based	on	user	research	
–  be	based	primarily	on	

qualitative	research	
–  be	focused	on	users’	goals	
–  be	based	on	common	behavior	

patterns	
–  be	specific	to	your	design	

context	or	problem	
–  come	to	life,	and	seem	like	real	

people	
•  Should	not:	

–  be	focused	on	stereotypes	or	
generalizations	

–  be	an	‘average’	of	observed	
behavior	patterns		

–  be	based	only	on	user	roles	
–  be	based	only	on	information	

gathered	from	subject	matter	
experts,	as	they	cannot	
completely	represent	end	users	



Goals,	Tasks	&	Scenarios	
•  Goals:		

–  Are	what	the	user	wants	to	do,	but	not	how	the	user	achieves	
them	

•  Tasks:		
–  Describe	the	steps	necessary	to	achieve	the	goals		
–  Can	vary	with	the	available	technology		
–  Are	broken	down	into	steps	for	task	analysis,	and	are	

recombined	into	sequence	of	steps	for	scenario	development	
–  Designers	can	reorganize,	combine,	or	remove	tasks	currently	

performed	to	help	users	achieve	their	goals	more	efficiently			

•  Scenarios:	
–  Written	description	of	a	persona	achieving	a	goal	through	a	set	

of	tasks	in	a	specific	context	
–  Should	start	technology-neutral	and	become	more	specific	as	

the	design	progresses	



Examples:	Instructor	Personas	

From:	http://wiki.fluidproject.org/display/fluid/Content+Management+Research+Models	

Catalina	De	Silva	
(Faculty	-	GSI	
Manager	in	
Spanish)	

Ahmad	Yousef	
(Faculty	-	
Tenure-track	
History)	

Henry	Sibley	
(Longtime	Faculty	-	
Chemistry)	

George	
McFadden	
(Online	
Instructor	-	
Journalism)	

"I	take	advantage	of	everything	I	can	on	the	
web.”	D.S.	Cataline	 "I'd	like	to	open	up	access	to	my	course	to	as	

wide	an	audience	as	possible.“	M.	George	



Scenarios	
•  A	design	technique	used	to	envision	future	use	of	a	

system	

– Focusing	on	how	users	can	achieve	their	goals	
– Helps	designers	&	developers	understand	
how	system	will	really	be	used	

•  A	story	about	a	particular	persona	interacting	with	the	
system	

•  May	be	based	on	a	use	case,	or	a	set	of	use	cases	

•  Can	be	used	for	usability	testing	
•  Scenarios	become	progressively	more	detailed	



Example	Scenarios	

From:	http://image.slidesharecdn.com/day2-personasscenariosusecases-140114144913-
phpapp01/95/tws-2014-personas-scenarios-user-stories-19-638.jpg?cb=1389711026	



Example	



Design	Probes	
•  Probe	tool	was	first	introduced	

in	the	end	of	1990s	by	Bill	Gaver,	
Anthony	Dunne	and	Elena	
Pacenti	

•  Design	probe	is	used	exploratory	
rather	than	evaluative	design	
context	

•  With	minimal	intrusion,	glean	
insights	into	participants’	
environments	

•  Help	to	identify	problem	
statements,	uncover	new	
opportunities,	and	inspire	the	
designer	with	new	ideas	and	
novel	solutions	



Process	

•  Kit	Design	–	Identify	goals,	activities	and	material	

•  Demographics	–	Careful	selection	of	participants	based	on	goals	
•  Delivery	–	Kits	are	delivered	to	participants—ideally	in	person		

•  Materials	–	Careful	selection	of	items,	overall	design	of	the	kit	based	
on	desired	response	

•  Activities	–	Include	instructions	with	the	kit	to	guide	participants	on	
completing	the	tasks	i.e.	show	us	the	first	five	places	that	you	would	
take	a	friend	from	out	of	town	by	placing	a	sticker	at	each	location	
on	the	map	

•  Follow-up	–	Meeting	with	the	participants	again	for	deeper	
conversation	

•  Analysis	–	Debriefing,	to	interpret	the	probes,	as	well	as	to	identify	
similarities	and	patterns	

From:	http://designresearchtechniques.com/casestudies/cultural-probes/	
http://www.m-iti.org/uploads/Ga99.pdf	



Week	1:	5	September	2016	
LU	2:	Community-Based	Reserach	

Approach	







Storyboard	

Source:	http://www.cs.tut.fi/ihte/projects/suxes/pdf/
Designing%20Culturally%20Neutral%20Storyboard.pdf	

•  Oroo’	Treasure	Hunt	



Card	Sorting	
•  Method	used	to	help	design	or	evaluate	the	information	

architecture	

•  Participants	organize	topics	into	categories	that	make	sense	
to	them	

•  They	may	also	help	you	label	these	groups.		

•  To	conduct	a	card	sort,	you	can	use	actual	cards,	pieces	of	
paper,	or	one	of	several	online	card-sorting	software	tools	

•  Group	activity	
–  Categories	

•  Open	Sort:	Users	are	asked	to	sort	items	into	a	group	
and	make	up	their	own	groups	and	give	the	groups	a	
name		

•  Closed	Sort:	Users	sort	items	into	previously	defined	
category	names	


