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AIM OF THE PROJECT

To build a demonstrator that uses innovative v
isualization techniques to support knowledge 

workers in locating information related to co-workers.

DEFINITIONS

A demonstrator is a 
partially fu

nctioning prototype, focused on communicating interac-

tion design decisions pertaining to user services and interaction techniques. Moreover, the 

demonstrator is d
esigned and constructed for use testing.

Innovative visualization techniques can
 refer to techniques that are new in relation to what 

would be normal design choices in IKEA IT an
d similar companies, or techniques that are in-

novative i
n the sense of not being previously published in the interaction design community, 

or both.

The term knowledge workers refers to users who spend a sig
nificant amount of their work 

on information acquisitio
n, management and communication.
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INTERLUDE:
ALTERNATIVE SKETCHING TECHNIQUES

FOR CONCEPT DEVELOPMENT
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MOCKUP ENACTMENT



WIZARD OF OZ



ENVISIONMENT



AND NOW:
BACK TO THE MAIN TRACK
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LAYOUT ALGORITHM SKETCH



INTERACTION DEMO

first Flash port
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info card
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INTERACTION DEMO

mouseover
tooltips
visual cleaning



INTERLUDE (AGAIN):
ALTERNATIVE SKETCHING TECHNIQUES

FOR DETAILING
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DRAWING AND STORYBOARDS



BRICOLAGE



CUTOUT ANIMATION





BACK FOR THE LAST MILESTONE:
ELABORATION



snapshots
timeline
history



»PROBLEM« AND »SOLUTION« IN PARALLEL



»PROBLEM« AND »SOLUTION« IN PARALLEL
TECHNICAL, INSTRUMENTAL, AESTHETIC AND ETHICAL



»PROBLEM« AND »SOLUTION« IN PARALLEL
TECHNICAL, INSTRUMENTAL, AESTHETIC AND ETHICAL
SKETCHING TO THINK, COMMUNICATE (AND PERSUADE)



HEAVY AND SLOW DETAILING
POOR COVERAGE OF EMERGENT SOCIAL ISSUES



INTERACTION DESIGN IN RELATION TO S.D.
the role of the interaction designer



INTERACTION DESIGN IN RELATION TO S.D.
development models



INTERACTION DESIGN IN RELATION TO S.D.
consumer focus



SUMMARY:
THE INTERACTION DESIGN PROCESS

exploring »problems« and »solutions«
the usable, the useful and the desirable
sketching to think and to communicate



THANK YOU!

webzone.k3.mah.se/k3jolo


