
Q: How many Interaction 
Designers does it take to screw 

in a light bulb?

A: Does it have to be a light 
bulb?



What’s this Interaction Design stuff 
anyway?



Finding the right metaphores



The three deadly sins of digital 
products

• They can be rude
• They make people think like computers
• They have temper tantrums



Why do they suck so bad?  Glad 
you asked?

• Ignorance about users
• Conflicting interests
• Lack of process





Eh? User Experience?  
Tell me more!

Positive experience goals! 
Satisfying
Enjoyable
Engaging
Pleasurable
Exciting
Entertaining

Helpful
Motivating
Challenging
Enhancing sociability
Supporting creativity
Cognitively stimulating 

fun 
provocative
Surprising
Rewarding
Emotionally fulfilling

Negative experience goals! 
Boring
Frustrating
Making feel guilty
Annoying
Childish
Patronizing

Unpleasant 
Making feel stupid
Gimmicky



Our secret weapon: 
Usability!

Is it effective?

Is it efficient?  

Is it safe?  

Does it have enough utility? 

Is it learnable? 

What’s its memorability?
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Nice to meet you, Design Process!

1. Planning and requirements
2. Analysis and Design
3. Prototype Implementation
4. Testing and Evaluation



Sequential Design: The Waterfall method. 





The three slide method
(dun dun dunnn….)



Title of Project

• One sentence describing what the project 
does and who it’s for



Teacher
student

websitestudent

student

Asks 
question

Answers 
question

Gets 
scholarship for 
being smart

How does it work?

Database



•Background and effects:

• What specific problem is this system a response 
to? 

• What user population is this for? 
• What is their motivation to use the project?  
• What are the user requirements to be able to use 

it correctly?




