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The Process of Interaction Design

Research

Grounding research, identifying needs and establishing requirements

Generate

Develop design idea to meet requirements

Prototype

Develop interactive prototypes to test ideas

Evaluate

Evaluate the usability and acceptability of designs



Research



Grounding Research

The purpose of grounding research is to get a better understanding of the application 
area for the design problem that you’re tackling, this research may include the study of 
different aspects of the design application:

Domain: the general area of application

e.g. reading about different forms of drawing

Precedent: examples of existing designs

An important part of designing a new product is understanding the current designs

e.g, research previous drawing machines

Users: current or potential users

Learn about the users of existing products or conduct surveys to find out who the potential 
users for a new product might be

e.g., find out about the different types of people that use drawing machines



Identifying Needs and Establishing Requirements

Having familiarised yourself with the application area through grounding research, the 
next step is to try to identify user needs and establish requirements.

User Needs: finding out more about what users want from a design

It is important to identify your user group: the more clearly you can describe your potential 
user group the easier it is to answer questions that you may have about their needs

Methods include: interviews, surveys, observations, user profiling, use case scenarios

Requirements: determining what your users require from the design

To make use of a set of user needs it is necessary to develop a set of requirements for your 
design, e.g., if your users need a portable drawing machine that can be moved by hand then 
your requirements may include that the machine be lightweight (or on wheels)



Generate



Generating Design Alternatives

The generation of design ideas is the core activity of any design process. It can be 
broken down into two sub-processes: conceptual design and detail design

Conceptual Design

Conceptual design involves producing the high-level model for the product: what it should 
do, how it should behave and the product’s “feel”

e.g. a conceptual model for a drawing machine would include the style of drawing that it 
supports and what types of interactions it supports

Detailed Design

Detailed design involves the the careful design of the look of the product through the 
consideration of the elements that support the behaviours and are aligned with the “feel”

e.g. detail design decisions for a drawing machine might include how the machine looks and 
what the visual design of any screen-based user interface might be



Prototype



Conducting Experiments and Building Prototypes

Interaction design involves the design of interactive products. So, in order to be able to 
evaluate such designs, designers and potential users need to be able to interact with 
prototypes.

Initial Experiments

Often, even before creating prototypes, designers will test out aspects of a design by 
conducting simple experiments, e.g., experimenting with different types of paint / markers

Low-Fidelity Prototypes

Low-fidelity prototypes are often used in the early stages of design to test out design ideas 
without having to invest a lot of time trying to build a fully working system.

Low-fidelity prototypes are often deliberately crude to avoid users from fixating on detailed 
aspects of the prototype, hence they are “low-fidelity”, e.g., paper-based prototypes

High-Fidelity Prototypes

High-fidelity prototypes often look and feel like a final product but have limited functionality



Evaluate



Evaluating Designs

Evaluation allows designers to engage potential users to evaluate whether a solution 
to a problem in terms of:

Usability: how easy is it for people to learn how to use the product

Acceptability: how likely are the target user group to adopt the product

Evaluation can be conducted in a number of different ways depending on the type of 
product:

Individual user testing

Focus group evaluation

Long-term studies

Cultural probes

etc.


