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REVISION :
The demonstrations below are mockups of three tasks one can do in the application.
Directions for viewing on your desktop:
Read the description for #1, Using Tools, and open the first link.
There is one place on each screen that is linked to the next screen, and if you click anywhere on the page you
will see a blue highlighted rectangle that is the link/”hotspot.” If you click that link/hotspot, you will be taken
to the next screen.
The links/hotspots are a bit rough, and cover a larger area that would be the “focus” area for tapping or
swiping in the final application. Yet, this should be enough to give you sense of what is going on, or the path
the application is taking you on.
Once you’ve completed #1, read the directions for #2, and follow the same process as for #1, then repeat for
#3.
Directions for viewing on your phone:
On the desktop screen above, there are several icons in the lower right corner below the phone screen. Click on
the tiny phone icon to send the application to your phone, and follow the directions there.
Three (pretend) tasks:
1. Using Tools-7 Examples: ((Pretend you suffer from PTSD or other anxiety issue, you’ve set up seven
calming tools and you are reviewing them))
https://invis.io/JSEW1F49A
2. Shifting the order of tools: ((Pretend you’ve decided to move tool number 4 to the number 3 spot))
https://invis.io/G5EW1EH9E
https://invis.io/G5EW1EH9E
3. Building a tool: ((Pretend you’re building a tool with an image, some text, and you’re going to record
audio))
https://invis.io/8HEW1DG2S
https://invis.io/8HEW1DG2S
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Quinne Fokes
M4: Prototyping: 3 tasks:
Working title:
Calmer

PROTOTYPING STRATEGY
The prototyping for Calmer was done using Sketch 4.7.1, and Invision. I chose these because they
are most frequently used by colleagues.
With Sketch the fidelity of the visuals can be low, for wire-framing, or high for a combination of
wire-framing and visual elements. It is stable and widely used, although the interaction, provided
by InVision is less robust than Axure, it is good enough for showing a proof of concept. Additionally
Sketch allows the designer to create libraries of wire-framing components, which makes for an
efficient design process, as well as effective communication/consulting with developers.
On several occasions it was mentioned by colleagues that prototyping in Axure is more time
consuming and offers flexibility when making changes in early phases. For those reasons, in
addition to having used Sketch in the past, its use seemed wise.
Separately, my understanding is that Axure while providing greater interactive accuracy/fidelity, is
most when interactions are difficult to describe by other methods, and best saved for those
occasions, and does not allow for the export of code. It is, however, possible to export the CSS for
elements built in Sketch, and this seems advantageous given the CSS can be time consuming for
developers.
While paper prototypes would have been sufficient, given the challenges of recruiting, providing a
digital experience which can be viewed by remote participants is more beneficial. Given the
“problem space” (Young, 2017)has been explored in the first set of interviews, and the final
experience will involve taking digital and non-digital techniques into a digital environment building
a digital experience would likely be the ideal choice for the participants in Milestone 5. As described
in An Introduction to Human Factors Engineering, 5th Edition, the insights derived from initial
interviews are “used to identify initial system specifications and create initial prototypes” (C.D.
Wichens, et al, 2004, p50).
While these prototypes fit into the category of “Concept prototyping” (Lidwell et al, 2010) they also
incorporate aspects of “evolutionary prototyping” (Lidwell et al, 2010) because they can be refined
after evaluation by study participants, and reused for subsequent participants. Given the design
requirements are somewhat unclear, evolutionary prototyping can be useful, and with Sketch, not
being a coded prototype (multi-person team effort), it is easier to avoid “tunnel vision” (Lidwell et
al, 2010) and change design direction as needed.
Overall, the type of prototyping used is medium fidelity—visually immersive in that it looks much
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like it would in a phone application, and minimally interactive, although showing each step of
interaction. Sketch combines the benefits of “the use of pen and paper technique, [in that ] “Several
people can work at once (collaboratively)” as “written by Salasoo and colleagues” (Wickens, et al,
2004) through using InVision, which allows designers in multiple locations to contribute and
evaluate, bringing together the best of paper and digital prototyping benefits. Additionally, InVision
works with Photoshop, which means you can also use paper prototypes, photograph or scan them
and present them digitally (for studies at a distance using Zoom, for example) as well.

DESCRIPTION OF PROTOTYPE
The prototype supports three tasks described in Milestone 3: (1) Using the Tools, (2) Shifting the
order of Tools, and (3) Building a Tool. This name of this last task has been changed from Adding
Tools to Build Tool in order to provide more clarity about what the task entails. The initial sketches
from M3 showed, for example, recording audio, which is more relevant to building a tool than it is to
adding
a tool.
(1) Using the Tools steps the user through seven tools, as if s/he has just built them and is
reviewing them for future use when in a moment of high anxiety. The first screen shows the
“Calmer” application’s icon in context with other application icons (Figure 1).

Figure 1 simulated on a screen; finger about to tap it to open.-"Calmer" aplication icon
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Once the icon is tapped, if necessary a “loading” screen appears. (Figure 2).

Figure 2-Loading screen.
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The first screen (Figure 3, below) is the screen of the application, with the user’s first tool on it; this
appears automatically when the application is opened. This screen may look different for each user,
depending upon what image, text and or audio was chosen. (Later in creating the settings for the
application, it would be possible to require a loin to use the application for reasons regarding
privacy, however, showing the first tool for calming the user immediately upon opening the
application is the intended default action.)
Note the image, with a title underneath, BREATHE. The number, 1, to the left of the title signifies the
location in the overall order of tools built, for example, this is tool number one. Under the title is
text (Breathe, one, two, etc.) that the user has chosen to enter when building the tool. This
particular tool may in fact be a “default tool,” added before the application is delivered to the user;
breathing is probably the first thing one can suggest to a person having an anxiety or panic attack,
hence it’s potential as a “default or “starter” tool. Note also the location of image (top), title and text
(middle) and audio, bottom. The icon of the speaker is a cue that audio is available/enabled, though
not currently in an active or focused state.

Figure 3 - First application screen, shows user's first custom tool.
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Figure 4- First tool, shows audio is active and user is hearing audio.

The next screen, above, (Figure 4) shows the audio after the user has tapped the audio icon. Note
the arrow on top of the image in on the right, indicating there is a tool following the first tool, but
not before the first too.
Three of the tools incorporate image, text, and audio (Figure 4). One tool consists of audio only
(Figure 5), one of text only (Figure 6), and one is video only (Figure 7).
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Figure 5- Shows a tool with audio only, no text,
no image. The slider indicates the audio has just begun playing.

For tools where the only media is audio, such as music or chanting or a recorded meditation
without image, the image area (top of screen, pale green, Figure 5) will be automatically replaced
with a pale green screen to indicate there is an audio, only. This choice was made as a change to the
initial design, where the screen was blank, due to a user’s question about whether there was
something broken with the application due to the blank screen.
Note there are arrows both on the left and the right allowing the user to go back to tool number
three or forward to tool number five. There is a four to the left of the title indicating this is tool #
four.
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Figure 6 - Shows a tool with text only, no audio,
no image; shows tool order, number 5, and the title, Reminder 1.

Figure 6 shows a tool that is text only. Note the audio icon is in a disabled state, as indicated by grey
color and a line through it; while the line and the grey circular area could be considered redundant,
the darker line provides greater understanding (more contrast) for sight impaired individuals. The
text has moved up to the top of the screen and covers the middle of the screen as well, where the
text usually is placed. Given a text only tool such as this one might be so because the text is very
long, moving the text up towards the top of the screen will require less user scrolling in order to
read it, and thereby be more convenient for the user.
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Figure 7- Shows tool with video, no static image, no text.

Note in Figure 7, the “play” icon in tool number six looks different from the play icon for audio only
tool (Figure 5) in order to differentiate between audio accompanying an image and audio that is
synchronized with a video. A video effectively takes the place of a static image and the text. The
arrows indicating there is a tool both before and after this tool, number 6, are in the same location
as they would be whether or not an images is used, in order to provide consistency through the
using tools portion of the application.
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Figure 8 - Tool with image and audio, no text.

The seventh tool consists of image and audio (Figure 8), without text, except for the title of the tool.
Note the audio is enabled, but not yet playing. Tapping on the audio will allow the user to play the
audio. While the title “Cachilla Ruth 1,” may be meaningless to the outside observer, it would be
meaningful to the user who wrote the title.
The tools in the simulation cover a range of tool types the user might build, and provide the
designer an opportunity to consider the interface for each and how best to organize the three areas
(image (or video), text, audio) on the screen when all three are present as well as when only one or
two pieces of media are.
This section (Using the tools) is intended to be shown first during review, and to provide
participants with an overview of the result of their efforts to build the tools, and to facilitate their
thinking about their preferences for features and functionality, for example, to consider from where
each piece of media might originate— that is to say before it is added to the tool.
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(2) Shifting (or changing) the Order of the Tools provides a list of the tools above, in numerical
order. After building the tools, the user may want to consider changing the order in which they
automatically appear when used on a fairly regular basis. This section also featured a menu under
“Options” for users to consider (Figure 9). One reason for showing this task at this stage was to
determine just how likely users would be concerned with changing the order of the tools, as well as
how well they would understand how to use the drag and drop user interface.

Figure 9 – Shows menu of choices under
“Options” with “Change Order” selected.

In Figure 9, the tool (screen) from which the menu is accessed is covered by a semi-opaque layer of
white to assist the user in focusing on the task at hand, choosing the menu item.
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Figure 10 – Shows drag and drop menu where
users can change the order tools will appear
when they are using the system.

In Figure 10 tool number four is highlighted indicating the user has touched it.
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Figure 11 – Shows the finger of the user
swiping upwards to move tool number
four to a new position.

In Figure 11, the Tool number 4 is selected, indicated by having the background of the selection
turn to white with horizontal blue rules on the top and bottom edge of the selection, and rendering
the words in semi-bold.
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(3) Building a tools steps the user through the process of building one tool by uploading an image
(Figure 12) or skipping this step, saving, then titling the tool (Figures 13-14), followed by adding
text (Figure 15-65 )or skipping this step, saving, followed by recording audio (Figure 17-18) or
skipping this step, saving, and lastly, choosing the position of the tool (Figure 19). This section
includes helpful information, such as letting the user know that the application’s main screen is the
first tool (Figure 20).

Figure 12 – Selecting a photo to add,
the first step in building a new tool.

In Figure 12, the Buddha in the upper right corner is highlighted, indicating the user has just
selected it. Note the back and forward keys at bottom throughout this section allows the user to
take step(s) backwards at any time during the process.
At this time, the user is selecting an image from the phone’s photo library of photos the user has
made. At a later time, there will be a choice between choosing photos from the Library, or from the
photos section of the phone. That level of differentiation may not even be warranted; the
desirability of this level of differentiation could be tested at some point.
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Figure 13 – Next the user chooses to either
cancel the image, and start over, or titles
the tool.

Once a step for example choosing an image is completed (Figure 13), including when the user skips
an image and chooses to go directly to typing text as a first step in building a tool, the second step is
automatically writing the title of the tool. That way, every tool will have a title and be saved into the
set of tools, and in the order it was created (figure 14), unless a different order position is chosen.
Edit a Tool (Figure 9) allows the user to come back and add to or change (image, text, audio) a tool,
and without changing the title. The title may also be changed when editing a tool, although this is
perhaps more easily accomplished in the “Change Order” area.
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Figure 14 Writes the title, then saves.

At this point, Figure 14, the user can save the title, or cancel it and start over. If the user chooses the
back icon (lower left corner) prior to saving the title, the image will remain, awaiting a title. If the
user quits the application without giving the image a title, then the tool will not be saved. The
hypothesis is that once the user has been trained to understand that the first piece of media added
becomes the tool once it is titled, and that the tool can be edited later, this process will be easy to
follow.
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Figure 15 – With the title in place, the user
can either add text, or skip adding text and
move on to the next step.

Figure 15, the user is has tapped on Add Text and will be taken to a keyboard to input words. The
Buddha image that was just incorporated into the tool stays visible, to assure the user that the work
of selecting an image is complete, and that s/he is going to add on to the image as s/he continues to
build the tool. More text can be added such that a scroll bar becomes visible.
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Figure 16 – Typing in the text, then the user
either saves the text into the tool, or cancels
and starts over with writing.

In Figure 16, the user is typing text to go with the image and be a part of the tool once save is tapped.
At any time the user can go back to an earlier step by using the back button. Note the Buddha has
not moved, and is simply obscured somewhat while the text is added.
Feature not included: While handwriting might well be a preferred method for brief input due to the
personal nature of this application, it is not included at this time because additional options at this
time may result in a feeling of overwhelm for the users.
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Figure 17 - The user saved the text, and is
now selecting whether to add audio, or skip
the step.

In Figure 17 Record is highlighted (hover state) and about to be selected, while a semi-opaque
layer is covering the background to help the user focus on the task of choosing to record audio or
select it from the library. Both completed text and image are place, which helps orient the user, by
not moving elements around, but rather, placing them and leaving them in their final locations. By
obscuring them somewhat, the user can focus on the upcoming task, recording audio, while being
assured her previous work is not lost.
The ability to record audio is included, and a button (Feature not included) for bringing audio from
the library is shown, but the latter is not shown in use, as it is a more simple task than recording
audio, and is related to the use of and mental model of the library
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Figure 18 – Recording in progress.

In Figure 18, the user is in the middle of recording sounds, perhaps the voice of a friend, or the
sound of a stream flowing, or whatever audio is being recorded, and is about to tap Stop. Replay is
disabled because a user could not both Replay and Record at the same time. The Pause and Stop
buttons work with both Record and Replay; when recording Pause and Stop are relevant to Record.
When replaying the sound, Pause and Stop are relevant to Replay.
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Figure 19

In Figure 19 the user is about to determine the order (position) of this particular tool. The text
hinted in the input box indicates this is the first tool being created because the #1 is visible in
light grey.
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Figure 20

In Figure 20 the user has completed building the first tool, and is congratulated. This
congratulations comes in the form of an optional information dialog. In future iterations, this
message may become an automatic modal dialog. Feature not (yet) included: pop up of
congratulations; may be too distracting and unnecessary; may be beneficial by elevating emotional
state of the user.
Separately, by leaving the “Update Library” concept somewhat vague, and asking users what
purpose the library might serve during interviews may reveal their mental model of the library
including uses the designer may not have considered.
Feature not included: The desktop computer feature is not shown because as much as possible this
is intended to be an application used on the phone, and ideally would discover any limitations to
using on the phone for adding tools from participants in studies, rather than assuming the
limitations. (It is hypothesized that users would want the ability to add audio from the library, from
a computer file, or by recording it, but the second option may not in fact be useful.)
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REFLECTION
The process of doing strategy and research, then rough thumbnail sketches followed by mocking up
screens in Sketch was much like the process typically worked though when doing graphic design,
including thinking through how the user would interact with what was on the screen, and how best
to cue the user as well as to train the user in using the system. InVision, provided an excellent quick
way to step through screens and share with others.
Going through each step of an interaction and designing for it, was a useful process. Even if an
interaction requires changing in the next iteration, this process placed the designer in the user’s
place, at least for the first iteration, at which point “tunnel vision” (Lidwell, W., p194, 2010) can
occur, hence the need for user feedback.
For this particular application one concern was how to help the user become familiar with three
areas of the screen they can change, as well as in what order the tasks of adding an image, text and
audio would be most easily learned and repeated. Therefore, the locations on the screen where the
tools parts (image or video, text, audio) would reside are reinforced during the building process.
For example, once an image is loaded, it remains in its location (top of the screen) while the text
(middle of screen) and audio (bottom of screen) are added. The hypothesis is that those steps in
building a tool will be located and used in the same manner during the “edit a tool” process, a future
task not included here, so that the user does not need to learn anything new in order to edit a tool,
keeping “problem solving and troubleshooting [which] impose heavy cognitive activity”(Wickens, C.
D., et al, p 146, 2004) to a minimum, thereby reducing cognitive load on a multi-step process. In
other words, “building a tool” will serve as a subliminal “job aid” (Wickens et al, p474, 2004) for
editing a tool, and vice a versa.
Overall, the goal for this design is to incorporate “low effort heuristics” over high effort, optimizing
decision techniques” (Wickens, C. D. , p 149, 2004) because during the “using the application” task,
people are generally in an anxious state, with less room for cognition, decision-making. In just one
example, the hypothesis is that the user may not want the option to choose tools while in an anxious
state, but rather, have the tools readily available to be tapped through; one tap to take her/him to
the next tool, rather than viewing a list of choices (feature not included) before using the application.
(This is a question that will be posed during M5.)
Accessibility considered
Issues such as contrast have been considered and in one area may require modification in order to
accommodate sight-impaired individuals. Separately, the drag and drop feature for changing a
tool’s order of appearance may be changed to an interaction where the numbering is changed by
input box for the same reason.
Audio volume (feature not included within application – is included outside of application000) is left
to the device itself to address. While there may prove to be a downside to this choice, controlling
audio using the tactile senses via the external buttons on the left side of the phone may be
advantageous for sign-impaired viewers, as well as general population for this application, highly
anxious individuals. Additionally, viewers are already looking at one symbol for audio in the audio
section and another symbol in the video section where the audio and video are playing together,
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synchronized. One more tool regarding audio seems too much to work with during using the tools.
However, one feature that may be added is an indication of when headphones are plugged in or not,
as this relates to when sound may be heard (or not) and affects users’ privacy.
While sight impairments are not the only disability considered, this seems a useful starting place for
considering disabilities. Screen readers should also be able to read text aloud, and describe images,
though images may be less useful for users without sight (depending upon the nature and timing of
their sight loss), for individuals with impaired sight, using visual images with high contrast may still
be useful.
Repeating this prototyping process
In the past I’ve worked with Sketch, although this is the first time incorporating InVision. Even if the
use of “hotspots” (places the user can tap, such as buttons or links) in order to move to the next
screen) in the interaction does not achieve higher fidelity with practice, or continues to be a
limitation of the InVision, the software combination of Sketch and Invision still provide an excellent
way to take both the designer and the user through a simulation of the designed application, as well
as an excellent tool for consulting with developers to illuminate issues or concerns. This method of
prototyping is a relatively efficient to take company (managerial, c-level or investor) stakeholders
through an application, and may be distributed widely with little (a browser) required of the
recipient. Yes, would definitely continue to work with this method of protoptying.
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