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Matthias Ott

User Experience Designer,
UI Engineer, Speaker

@m_ott
https://matthiasott.com



https://matthiasott.com

UX Design
Research, Information Architecture,

Agile Product Development, User Testing

Prototyping
Low- to high-fidelity, with code,

iterative, collaboratively
Concept & Design Development

Ul Design
Modular UI Design, Design Systems

Ul Engineering / Frontend Design
Semantic HTML, modern CSS,

and resilient JavaScript for
performant, accessible user interfaces
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Workshops

& Trainings

UX and UI design,
prototyping,
responsive web design,

and Adobe XD




Lectureship for

Interface Prototyping

Muthesius Un

iversity

1ltimaker

.vl.
| @
—
]
=

Ulti

of Fine Arts and Design, Kiel, Germany



https://matthiasott.com

.................
...............
..........

........
----------------
--------------------

ete i

X

tetel
_________

0 [ | [ |
) |
| i
il :
®
0 0 0 0


https://matthiasott.com







Prototyping
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https://unsplash.com/@sorkin?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
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Source A: gender, age, hair length, glasses, pose

Source B: .
everything Result of combining A and B

=

https://github.com/NVlabs/stylegan



Screen size
Pixel density
Color spaces

Sensors
Input types
Connection speeds
Browsers
Screenreaders
APIs
Augmented Reality
Virtual Reality
Machine Learning / Al
Voice Ul
Robotics
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https://unsplash.com/@bjornftw?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText

Companies with top-quartile McKinsey Design Index
scores outperformed industry-benchmark growth by as
much as two to one.

Annual growth (normalized), %

A
() v
—— Top-quartile McKinsey Design Index performers I he BUSI ness
I Industry benchmarks! - I f )
o
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Revenues

180
160 100/0

140

- 4_____.: 5-6% .

100

Total returns to shareholders
300
21%

250 /

200 12-16%

150

McKinsey

100 > ° 5] Quarterly

Dec Dec Dec Dec Dec Dec
2012 2013 2014 2015 2016 2017

"The envelope was set by the minimums and maximums of three independent data sets: MDI 2nd, 3rd, and
4th quartiles; the S&P 500; and a McKinsey corporate database of 40,000 companies.

McKinsey&Company



More benefits from design

Level 2:
Connectors

21% of companies

Level 1:
Producers

41% of companies

Level 5:
Visionaries

5% of companies

Level 4:
Scientists

12% of companies

Level 3:
Architects

21% of companies

More adoption of design

*Based on 2,229 respondents

DesignBetter
by InVision

The New
Design Frontier

The widest-ranging report to date
examining design’s impact on business




With great power...

=
pulined by FUTURE
m
Design
How Designers Destroyed the World, ETH || CS
and What We Can Do to Fix It

Mike Monteiro

Foreword by Vivianne Castillo




How can companies and designers keep track of
emerging technologies and come up with innovative
solutions that solve real problems and create business

value while respecting ethical norms?



This problem is not new...
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Ray Eames
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Ray and Charles Eames selecting slides for the exhibition, “Photography & the City”, 1968. © 2011 Eames Office, LLC.
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Design is the application of
technology and human intention
to a problem.



> » b

Define the problem.
Imagine the possibilities.
Test a hypothesis.
Repeat.



Discover NN Develop Deliver
insight into the problem what to focus on potential solutions solutions that work



This process also fits the way humans think, btw...
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More from Adaptive Path

Karl Fast // Understanding Embodiment Autoplay next vides
// UX 2015 -
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The creative process Is a
dialogue.




Prototyping is a way to think with the materials
we use to solve our problems.
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Prototyping lets you explore materials.
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Prototyping is a way to think with the materials
we use to solve our problems.

Prototyping lets you explore materials.

Prototyping lets you create variants — cheap.
Prototyping lets you validate ideas and assumptions.
Prototypes create a common understanding.

Prototyping helps you gain design maturity.



Prototyping

Best Practices




6 Principles of Prototyping

1. Define Your Non-Negotiables i O
2. Let the Product Drive Your Style

3. Solve the Hardest Problems First o i Steps to Superion
4. Build Ugly Prototypes Levsoms from an Apgle

i d Oculus Engi
5 ) c o nve rg e Q u I c kly o r R e S Et Z;ps://;l:s?rsou:fzg;e/:eview/
6. Iterate Like Crazy s

apple-and-oculus-engineer/



https://firstround.com/review/six-steps-to-superior-product-prototyping-lessons-from-an-apple-and-oculus-engineer/

6 Principles of Prototyping

1. Define Your Non-Negotiables



1. Define Your Non-Negotiables

What are the absolute must-haves?
What are the primary objectives?

Write them down.



6 Principles of Prototyping

1. Define Your Non-Negotiables
2. Let the Product Drive Your Style



Caution

Constantly check and Choose your top (five) priorities.
recheck all assumption Only focus on them.

Critical for Critical for

e Medical products e Beating a competitor to market
e Anything that poses a health e Low-volume products

or safety issue
e High-volume products

Source: Six Steps to Superior Product Prototyping: Lessons from an Apple and Oculus Engineer, First Round Review, 2017
https://firstround.com/review/six-steps-to-superior-product-prototyping-lessons-from-an-apple-and-oculus-engineer/



6 Principles of Prototyping

1. Define Your Non-Negotiables
2. Let the Product Drive Your Style
3. Solve the Hardest Problems First




EffO rt Sprinting to tackle
big challenges & .

Best approach
to prototyping
Frontloading
work, with the
hardest tasks
coming first
oo PR, Scaling or
coping and pianning, . -
picking off the easy fixing bugs &
tasks first
Typical approach : X
to prototyping : : Ti me

Source: Six Steps to Superior Product Prototyping: Lessons from an Apple and Oculus Engineer, First Round Review, 2017
https://firstround.com/review/six-steps-to-superior-product-prototyping-lessons-from-an-apple-and-oculus-engineer/



_\ Jason Fried @
v @jasonfried

When prototyping, always try
wackier/quirkier stuff first. The deeper you
get into a project, the more conservative it

tends to get. Stranger ideas are more at
home earlier in the process.

2:95 PM - 1 Aug 2018

542 Retweets 1,822Likes @)@ £ G S O E © €

QO 19 11 542 ¥ 18K [




6 Principles of Prototyping

1. Define Your Non-Negotiables
2. Let the Product Drive Your Style

3. Solve the Hardest Problems First
4. Build Ugly Prototypes







6 Principles of Prototyping

1. Define Your Non-Negotiables

2. Let the Product Drive Your Style
3. Solve the Hardest Problems First
4. Build Ugly Prototypes

5. Converge Quickly or Reset




Goal

@ Solutionin sight
[terations yield varied,
substantial gains

@®  Start over and recheck
® assumptions:
[terations yield only slight
incremental gains

Time

Attempt1  Attempt2 Attempt3 Attempt 4

Source: Six Steps to Superior Product Prototyping: Lessons from an Apple and Oculus Engineer, First Round Review, 2017
https://firstround.com/review/six-steps-to-superior-product-prototyping-lessons-from-an-apple-and-oculus-engineer/



6 Principles of Prototyping

. Define Your Non-Negotiables

. Let the Product Drive Your Style
. Solve the Hardest Problems First
. Build Ugly Prototypes

. Converge Quickly or Reset

. Iterate Like Crazy
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Prototyping

Examples




Anything can be a prototype.

Sketches

Paper prototypes
Sticky notes
Personas

User Flows
Experience Maps
Wireframes
Animations
Clickdummies
Storyboards
Website
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narrow wide




high

Fidelity

low
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Ziel 1: Eine aktuelle Unternehmensmeldung aufrufen und Bilder dazu
herunterladen

1) Suche 2) Newsroom / Presse 3) News-Detailseite

W&W W&W

Philip gibt in einer Suchmaschine Im Newsroom wahlt er eine der Auf der Detailsseite der Nachricht
, W&W presse® ein. In der aktuellsten Nachrichten aus. erhalt er nicht nur den Text an
Ergebnisliste wahlt er den ersten sich, sondern anbei auch ein

Link. Diagramm und Bilder. Er klickt auf

den Download-Link fur ein ZIP mit
allen Bildern zur Meldung.

Ziel 2: Eine aktuelle Studie herunterladen

1) Newsroom 2) Publikationen 3) Filter: Studien

w&w w&w w&w

m \
Prototyping =

Philip kennt den Newsroom der Er landet auf der Seite mit einer Er wahlt eine Studie aus der Liste
u s e r ows W&W und ruft ihn direkt auf. Er Auflistung aller Publikationen in und ladt sie herunter.

klickt in der Subnavigation auf chronologischer Reihenfolge. Die

,Publikationen*. Liste der Publikationen filtert er

nach ,,Studien®.




Sketches / Paper prototypes



Splash List Detail

Title of Location

Description lorem ipsum dolor sit
amet Description lorem ipsum dolor
sit amet Description lorem ipsum

Title of Location
escription lorem ipsum dolor sit amet
escription lorem ipsum dolor sit amet
escription lorem ipsum dolor sit amet

Title of Location

Description lorem ipsum dolor sit
amet Description lorem ipsum dolor
sit amet Description lorem ipsum

Title of Location

Description lorem ipsum dolor sit
amet Descriptiopn lorem ipan dolgr
egpe ti = N

Wireframes / Prior




Category TRAVEL

This Is the
headline for this
teaser element

plore the

Teaser

Component prototypes




Pulsating Hotspot Ul Element Slideup Box

O 5731 MO0 @ 26 O 119 O

God is in the details, they
say

White space provides the silence

We love complexities but hate complications

One of the most important elements in typography is scale and size

relationship
Responsive Typography Gunnars Grid Challenge
O 113 B0 91 O 68 B0 @

CodePen prototypes

v

Simple TweenMax State Toggle

O 218 WO

ExamplesEdit

O 260 WO

v

v



Console

| +

@ Responsive Typography

C ®

® & https://codepen.io/matthiasott/pen/qVmbaK?editors=1000

&3 Responsive Typography #
A PEN BY Matthias Ott TB)

B

& Save

God is in the details, they say

White space provides the silence

We love complexities but hate complications

One of the most important elements in typography is scale and size relationship

It is just like in music, where five lines and seven notes allow one to make infinite
compositions. That is the magic of the grid.

We like a typography that transcends subjectivity and searches for objective values, a
typography that is beyond times - that doesn’t follow trends, that reflects its content
in an appropriate manner. We like economy of design because it avoids wasteful
exercises, it respects investment and lasts longer. We strive for a Design that is
centered on the message rather than visual titillation. We like Design that is clear,
simple and enduring. And that is what timelessness means in Design.

‘And of I can’t get excited about whatever that

something else 1s, I really have trouble doing good work

a ABNAVN/. ()'V) [ () YV 4%7. (\ Vi Av4 4 AV AVAN AV ¥/A

Assets Comments 8

Typography prototypes
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£ Settings 5] Change View

¢ HTML v

God is in the details, they say
2>White space provides the silence</hZ
We love complexities but hate
complications
One of the most important elements in
typography is scale and size
relationship

It is just like in music, where five
lines and seven notes allow one to make
infinite compositions. That is the magic of
the grid.

We like a typography that transcends
subjectivity and searches for objective
values, a typography that is beyond times -
that doesn’t follow trends, that reflects
its content in an appropriate manner. We
like economy of design because it avoids
wasteful exercises, it respects investment
and lasts longer. We strive for a Design
that is centered on the message rather than
visual titillation. We like Design that is
clear, simple and enduring. And that is
what timelessness means in Design.

“And if I can’t get excited about
whatever that something else is, I really

hnavie +rnithl e Anina Aannd wnrlk nc n AdAacinnanr

CSS (scss)
JS
(I Delete Share Export Embed Collections v
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complexities but
hate complications

God is in the
details, they
say

White space
provides the
silence

We love complexities
but hate complications
One of the most important

elements in typography is scale and
size relationship

Typography pro

God is in the
details, they say

White space
provides the silence

We love complexities but
hate complications

One of the most important elements in
typography is scale and size relationship

It is just like in music, where five lines and
seven notes allow one to make infinite
compositions. That is the magic of the grid.

We like a typography that transcends
subjectivity and searches for objective values, a
typography that is beyond times - that doesn’t
follow trends, that reflects its content in an
appropriate manner. We like economy of design
because it avoids wasteful exercises, it respects
investment and lasts longer. We strive for a
Design that is centered on the message rather
than visual titillation. We like Design that is clear,
simple and enduring. And that is what

God is in the
details, they
say

White space
provides the
silence

We love complexities but
hate complications
One of the most important elements

in typography is scale and size
relationship

God isin the
details, they
say

White space
provides the
silence

We love complexities but
hate complications

One of the most important elements in
typography is scale and size
relationship

It is just like in music, where five lines and
seven notes allow one to make infinite

God is in the ¢
White space pro

We love complexities but h

One of the most important elements in
relationship

It is just like in music, where five lines and seve
compositions. That is the magic of the grid.

We like a typography that transcends subjectivit
typography that is beyond times - that doesn't fc
in an appropriate manner. We like economy of de
exercises, it respects investment and lasts longe
centered on the message rather than visual titillz
simple and enduring. And that is what timelessne

And of I can’t get excited
somethung else 1s, I really
work as a designer. To me
wmescapable: the more th
the better your work will ¢

Another element is the relationship among type
first rule is to stick to one or two type sizes at th
devices such as bold, light, roman and italic to d



ITEM #1

Sub-text

Animation prototypes



Prototyp

Echo Show - Home

Voice Prototype 1TEVENT

Summer Vacation
Coming Up

Try “Alexa, open world travel guide”

2

Voice Prototype

Alexa, Open World Travel Guide

Voice Ul prototypes

Amazon_Alexa_Ul_Kit v

Echo Show - World Travel Guide

< World Travel Guide

SeFyramias i xico
Holiday t&"Ciassic Cuba Visit the pl 3501 Teotihuacan

Try “Alexa, tell me more about Cuba”

3

Multimodal

3. Cubbon Park
Sri ChamarajendpdWiark

Echo Show - Explore Cuba

Explore Mexico Pyramid Tour

Echo Show - Cubbon Park

Explore Cubbon Park




¥ Keep interactions brief

¥ Clearly present options

¥ Limit to 3 choices at a time

¥ Ask for information one piece at a time

¥ Indicate when the user needs to provide info

¥ Don’t assume users know what to do or what will happen

Voice Ul prototypes



Set Alarm

Set Alarm--Future Date

Could also

choose to always

use AM unless

PM is explicitly

stated

(ex., 7" = 7am;
opm” = S5pm)

Assume
closest time
(ex., "7" at
5pm = 7pm)

Ex. it's 5pm and
user asks for
7am = 7am the
next morning

Set for
soonest time
that matches

Voice Ul prototypes: Start with dialogue flows




https://voiceprinciples.com/

000 ¥ voice Principles | Clearleft e 1

< - C ® (0 https://voiceprinciples.com oo v IND @ =

Designing a voice interface? Here's a useful list of lists: as many guiding principles as we
could find, all in one place. List compiled and edited by Ben Sauer @bensauer.

Voice Platforms

Amazon Alexa

Design checklist




oy
O
Q
an
N
N
d
(4]
-




A

Minaset



OREILLY

Prototyping for Designers
Kathryn McElroy

Prototypmg
for Designers

DEVELOPING THE BEST DIGITAL & PHYSICAL PRODUCTS

Kathryn McElroy

Foreword by Allan Chochinov
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