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Let‘s	  start	  easy:	  

Which	  fidelity	  is	  this?	  
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Another	  one...	  

What	  about	  this?	  

3	  



What	  we	  propose:	  
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Filter-‐Fidelity-‐
Profiles	  



„[...]	  the	  distinction	  is	  especially	  
dif4icult	  to	  make	  when	  an	  artifact	  
is	  particularly	  well	  developed	  in	  
one	  area	  but	  not	  in	  others.“	  

Related	  Work	  
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Mixed	  fidelity	  

McCurdy	  et	  al.	  2006	  



„Prototypes	  are	  4ilters	  that	  
traverse	  a	  design	  space	  and	  are	  
manifestations	  of	  design	  ideas	  
that	  concretize	  and	  externalize	  

conceptual	  ideas.“	  

Related	  Work	  
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Prototypes	  as	  Filter	  

Lim	  et	  al.	  2008	  



What	  do	  we	  have?	  
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Filter	  
Lim	  et	  al.	  2008	  Mixed	  fidelity	  

McCurdy	  et	  al.	  2006	   +	  
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5	  Filter-‐Dimensions	  

Data	   Interac5vity	  

©	  Luke	  Wroblewski	  

Appearance	   Func5onality	   Spa5al	  
Structure	  

(cf.	  Lim	  et	  al.,	  2008)	   (cf.	  Greenberg	  et	  al.,	  2008)	  
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9	  

Data	   Interac5vity	  Appearance	   Func5onality	   Spa5al	  
Structure	  

Profiles	  and	  Variables	  

Closer	  defini5on	  proposal,	  please	  see	  Workshop-‐Paper.	  
Also	  cf.	  Hochreuter	  et	  al.,	  2013.	  



Interac5vity	  -‐	  Ac5ons	  
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Interac5on	  Vocabulary,	  see	  Diefenbach	  et	  al.,	  2010.	  
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intermezzo	  



Shape,	  Hap5cs,	  ...	  
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Closeness	  to	  Reality	  
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So	  what	  do	  we	  do	  now?	  
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How	  to	  work	  with	  the	  Model?	  
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See	  also:	  
Houde	  and	  Hill,	  

1997	  

Choose	  fidelity.	   See	  next	  slide.	  
Document	  
profile	  and	  
results.	  

Project	  
Context	  

	  
Requirements	  

&	  
Constraints	  

	  

Explora5on	  
Evalua5on	  

Documenta5on	  
Eval.	  Ques5ons	  

Choose	  
Variables.	  

Keep	  profile	  in	  
mind.	   Ask	  ques5ons.	  

Iterate	  

1.	  	  
Tailor	  

2.	  	  
Define	  Goals	  

3.	  	  
Profile	  

4.	  	  
Choose	  Tool	  

5.	  	  
Recap	  



Future	  Work	  
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à	   Tools	  

UX-‐Layer	  
UX	  

Evalua5on	  Methods	  



Thank	  you	  for	  your	  aken5on.	  
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