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Let’s start easy:

Which fidelity is this?
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Define the objects
Touch Interaction  Flick-Behaviour (Physics Animation)
Touch Down  The time-based distance-based fixed

Touch Move

Touch Up

What about this? Chates



What we propose:
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Related Work

,[...] the distinction is especially
difficult to make when an artifact

Is particularly well developed in
one area but not in others."”

McCurdy et al. 2006

Mixed fidelity




Related Work

Lim et al. 2008

,Prototypes are filters that
traverse a design space and are

manifestations of design ideas
that concretize and externalize
conceptual ideas.”

Prototypes as Filter




What do we have?

Mixed fidelity Filter

McCurdy et al. 2006 Lim et al. 2008
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Interaction Vocabulary, see Diefenbach et al., 2010.
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Intermezzo









So what do we do now?
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2.

Define Goals
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Thank you for your attention.
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For further literature, see our Workshop-Paper.



